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Chapter 1: Introduction

1.1 Congratulations!

Congratulations on the purchase of the software Bogart SE!
We thank you for the confidence and trust you have shown us,
and we hope that it will meet your expectations. If you are new
to video editing, you will quickly and easily become acquainted
with Bogart SE and will soon enjoy the new creative realms it
will open up for you. If you have prior experience with other
systems, for example with linear (analog) equipment or digital
computer systems, you will have to make some adjustments.
However, these will be easy to make and you will be rewarded
with the almost limitless possibilities offered by Bogart SE.

This manual will help you with installing and operating Bogart
SE. Feel free to contact us to ask further questions or to give
us suggestions. Please contact us at the following address.
Whenever you contact us, please have your customer number
or the serial number of your device at hand so that we can help
you more quickly.

Address

MacroSystem Digital Video AG
IndustriestraBe 11

96317 Kronach

Germany

MacroSystem US

5541 Central Ave., Suite 135
Boulder, Colorado

USA 80301

Phone
+49 (0) 9261 / 99200
303-440-5311

(Germany)
(North America)

E-mail
info@macrosystem.de
info@macrosystem.us

(Germany
(North America)

Fax
+49 (0) 9261 / 992049
303-440-5396

(Germany)
(North America)

Up-to-date information on MacroSystem products and our
sales department can be found on the Internet.

Please visit our website:
http://www.macrosystem.de (Germany)
http://www.macrosystem.us (North America)
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Phone support
If you have special technical questions, you can call our tech-
nical support hotline:

(North America)
Monday - Friday 9 a.m. - 5 p.m. (Mountain Standard Time)
303-801-1010

When calling, please have the serial number of your device at hand.

Outside of these times, please e-mail us. Messages received in
this way are handled during business hours.

E-mail support
helpdesk@macrosystem.de
BogartSupport@macrosystem.us

(Germany)
(North America)

1.2 What is Bogart SE?

The software is a non-linear editor. All video and audio data

is stored on the system hard drive and can then be sepa-
rated into individual scenes. These scenes can be trimmed as
desired and added to a storyboard. It is possible to add many
different transitions between the scenes. You can mix up to six
stereo tracks, mixing original sound, various pieces of music,
and commentary. A large selection of fonts and effects makes
our titler powerful, yet easy to use.

All of this is meant for the user who is not familiar with comput-
ers. Its goal is simplicity of use, even though the power and
versatility of the system makes for almost endless creative
possibilities. Also, Bogart SE is not affected by limitations in
recording duration that typically apply to computers .

1.3 HD video footage

To create films in high resolution (HD), you require a high-reso-
lution HDV or AVCHD camera. Such a camera can also record
in HD. The high-definition format is stored in a more effective
compression format such as MPEG-2 or MPEG-4/AVC.

Note: We would like to point out the necessity of using HDV
tapes when recording footage to the HDV Recorder and/or
Bogart SE editing software (which allows HDV editing). The
special surface coating of these tapes considerably reduces
the drop-out rate. Drop-outs lead to evidently more problems
in MPEG method in HDV recordings than during standard DV
filming. Unlike the DV method, HDV recordings may lose an
entire Group of Pictures (GOP) due to a drop-out. This results
clearly in more significant picture faults and problems during
transfer and editing of such flawed footage.
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Chapter 2: Installation
2.1 Registration / update service

2.1.1 Registration Please take the time to register with us.
There is a registration card in the package. This registration
allows us to offer you a better service. Your registration
ensures that you are also automatically informed about

new products, news, modifications, and updates to various
MacroSystem products. As a token of our appreciation you
will automatically receive the activation code for the bonus
effects that have been installed together with Bogart SE. This
is registration is not binding and your info will not be given to
third parties. Please register, even if you are already registered
as the owner of another MacroSystem device.

2.1.2 Automatic Update Service

The registration card allows you to register for the automatic
update service. This will automatically entitle you to a 20%
reduction of the price of new Bogart SE updates (usually once
a year). As a subscriber, you will receive the update earlier
than is the case for normal orders. They are delivered without
mailing costs and on account. The automatic update service
can be cancelled anytime - You are therefore not committing
to a multi-year term.

2.2 Using the Trackball

A trackball is used to work within the screens. Click on buttons
to perform functions and access functions by moving the on-
screen pointer. Because its handling is needed for the instal-
lation of the program, the trackball is explained in this part of
the manual. Chapter 3.2 (The user interface) explains how to
operate the device.

Note: the trackball shown here
is only an example. Another
model may be supplied with
your machine, but it will function
in a similar manner. Depend-
ing on the system in use, the
trackball may utilize two or four
buttons.

The trackball consists of three or five components:

(1) The ball is used to move the screen cursor or, in the Trim
and Split screens, to scroll through the video. This is also used
to change the settings of sliders (scroll bars).
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(2) The large left button (selection button) is used for selecting.
You press a button on the screen by positioning the cursor
over the on-screen button and pressing (clicking) the left track-
ball button .

(3) The small left button is used by software, such as Photo
Studio 3. Please read the separate manual for that product for
information on the corresponding functions.

(4) The large right button (cancel button) returns you to the
previous state, canceling or stopping the current operation.
Pressing this button without having selected anything will
return you to the previous screen. Pressing the cancel but-
ton when you are making settings cancels anything you have
just set and reinstates the prior settings. If you are playing or
recording video, then clicking the cancel button will cause
playback or recording to stop.

(5) The small right button is used by software, such as Photo
Studio 3. Please read the separate manual for that product for
information on the corresponding functions.

What is a click?

A click is simply when you press down and quickly release
one of the trackball‘s buttons. It makes a quiet clicking sound.
‘Click on the ... button’ means that you position the cursor on
the corresponding field on the screen with the ball and then
press and release the large left trackball button to select (click)
the on-screen button. Computer users will please note that our
systems have neither a ‘double-click’ nor a ‘drag’ operation.
These operations are not needed for our easy-to-use systems.

Why use a trackball and not a mouse?

Many users may ask this question. After all, a trackball is usu-
ally more expensive than a simple mouse, and the mouse is
better when using a computer. The reason for our decision can
be found in the editing philosophy of Bogart SE. The trackball
has the one big advantage that you can use it in your hand or
lap without having to use a table. A mouse would also require
too much space, especially when ‘scrolling’ through the entire
hour-long video for trimming or splitting purposes. However, it
is possible to use a mouse instead of a trackball.

2.3 Installing the system software

The software is loaded from the hard-drive during the start. It
is possible that the supplied software version on the CD/DVD
is more recent than the version already installed by your dealer
(or at the factory). To check this, press the button on the front
side of the machine to turn it on (the operation of the button is
explained in detail in the hardware manual of your system).

The Main menu appears after a greeting message. The version
number on the CD/DVD can be compared with the number
displayed at the bottom left in the Settings screen. If your
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system runs a current version, you can start editing directly. If
the version number of the CD/DVD is higher, then you should
install the more recent version.

You must carry out the installation procedure if you do not see
the Main Menu screen once your system is turned on.

2.3.1 Installing from CD/DVD

Bogart SE is always installed from a CD. There is no other way
to install this software. The process is controlled using the
trackball/mouse or the keyboard. The installation procedure
can be monitored on a monitor, connected via VGA, DVI, HDMI
or SCART, depending on the last selected monitor (when using
a new hard-drive, VGA). It should be possible to switch from
one monitor to the other by pressing the v-key of a USB key-
board or on the screen.

Press the v-key repeatedly until your monitor displays the
menu. At the same time, the installation menu is always dis-
played via VGA. There are two methods of installing Bogart SE,
either as a full installation or as an update. Follow these steps
to install: The CD/DVD used to install Bogart SE is a boot me-
dium. This means that this installation cannot be started from
the ‘Install product’ menu, but instead by inserting the medium
in the drive and restarting the editor (starting a system is often
called ‘booting’). In order to do this, the CD must be inserted in
the CD/DVD unit before the system is booted.

Inserting the CD in devices without buttons on the front (Ultra
upgrade and Laptop):

To insert the CD/DVD, power up the editor. As soon as the
indicator light of your DVD unit lights up, you should press the
eject button of the unit, insert the CD and close the drawer.

Inserting the CD in devices without buttons on the front (Ultra
upgrade and Laptop):

If your device is already pre-installed with a system software,
please wait until it has fully powered up and is ready for opera-
tion. Open the CD/ DVD tray using the eject button on the front
panel of the editor. For an ‘'empty” system without any system
software (if you are using a new hard-drive for instance), the in-
stallation is a little different: Power up the device and press the
eject button a few times. The tray will open and the installation
medium can be inserted. Now close the tray using the eject
button. In some cases, the tray may re-open. Simply power
down the editor if this is the case. To do this, you should press
the OK and ON/OFF buttons (on the front) simultaneously for
about 4 seconds. The main switch, described in the hardware
manual, can also be used. The system will now switch off.
Now restart the device. The editor will now boot from the CD/
DVD and on-screen instructions will be displayed for complet-
ing the installation.

Please follow the instructions for the installation. In order to
select options, just click with the trackball (or the mouse) on
the function (or the symbol that represents it) or press the key
corresponding to the option on the keyboard.

Depending on the configuration of your device, you can
choose to send screen output for the installation via SCART,
Video, HDMI or DVI. This is only possible in the first few menus
and only makes sense right here. If you do not see a picture af-
ter the installation, the screen output may have been switched
to an unused screen. In that case, you should press the v-key
on your connected USB keyboard or click the menu option
with the mouse pointer in order to direct the video output to

a different output. Before the installation can be started, your
hardware is analyzed and, if necessary, adjustments are made.

The installation begins with a language selection: English or
German. This menu also allows you to switch between HDMI,
DVI and/or SCART. When you have selected the language,
you will see a warning text telling you that you must have the
activation code for Bogart SE 5, in order to be able to enter it
after the installation. If you do have the necessary activation
code, you can continue with the installation. If you do not have
the activation code, you should abort this installation.

Note: the activation code for Bogart SE 5 is not entered during
the installation, but will only be required after starting Bogart
SE 5. If you do not enter an activation code for Bogart SE 5,
you will not be able to use the system any further and it will
automatically switch off.

Bogart update installation

Install the software as an update. Projects and
data will remain preserved.

N New installation
vV switch DVI/SCART

Start update
&< Cancel

MACROMSSYSTEM

Without a prior installed Bogart SE system software, only a full
installation will be possible. With a previous Bogart SE
installation already on the hard-drive, the installation will au-
tomatically offer to proceed with an update. If you wish to go
ahead with a full installation instead, use the front buttons

to make the change . Once you have decided on the
installation type, the installation will begin. In the meantime, a
progress bar will be shown. During that time, no other entry is
possible.

When done, you will be informed if the installation was suc-

cessful. In any case, the DVD tray will open automatically and
you will be asked to remove the medium. Press the OK key to
close the tray and end the installation. The installation is now



completed and the device has switched itself off. Restart the
device to begin working with Bogart SE.

Note: Should a problem occur during the installation, you may
wish to retry installing. Leave the medium in the tray and end
the installation with OK. Now restart the editor to begin a new
installation.

Installation completed

The installation has been successfully completed.

Please remove the CD.

Close tray, finish

MACROMSSYSTEM

When you start the device again, it will take a few moments
until all required data is loaded. The Bogart SE main menu will
then appear. This menu is like the control centre of Bogart.
From here, you can initiate all the different parts of the video
editing process. If you have done a new installation of your
software, you must now first unlock the Bogart SE software in
order to activate it. You will be taken to the appropriate menu.

The startup phase is now complete, you can begin editing.

2.3.2 Online system update

In most cases, you will also be able to update your system
online. For this online update, your system must be able to
connect to the Internet. A system update is started in the Bog-
art SE settings. You should go to the settings, then to System
and then to ‘System update’.

System
(install product
(System update
(System Information

prefer external DVD/Blu-ray drive (v

r
Ok

System update

Looking for updates ...

2
Cancel
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If it is possible to connect to the Internet, a fixed Internet loca-
tion is accessed to search for relevant updates for your device.

Note: Should you not be able to connect your device to the
Internet, you could download the update from the Internet and
copy it to a USB-key. You should then connect this key to your
Casablanca/DVC device. The device will check automatically if
there is an update on the USB key.

If an update is found, it will be loaded and stored on your
system. A system update menu appears, indicating the version
that can be installed. If no relevant updates are found, a
message will be displayed to that effect. Start the update by
clicking on the OK button. Should you not want to install the
update, click on the Cancel button. You will then be able to
install the update at a later time.

After the update, your system will power down itself. You must
then restart the system manually. After the restart, the system
will look automatically for any further updates. The system
update always looks for nothing more than the next possible
update, and not for the maximum possible update, which
means that each update will be applied separately.

Note: When a version change is required or fundamental soft-
ware changes are necessary, depending on the circumstances,
it may not be possible to provide such an update.

2.4 Unlocking software

The functionality of Bogart SE can be expanded considerably.
For this, there are many add-on software packages (more
effects, fonts, specialized add-ons), which you can purchase
from dealers. You must unlock these products, just like the
included bonus effects (have you registered already?). Includ-
ed with your device is an Installation CD with lots of add-on
software that you can use in its demo version. When rendering,
demo versions will be labelled with a demo logo. In order to
use the effects (without the Demo overlay) you can give your
dealer the serial number of your system machine (found in the
System Settings menu, in the lower-left field). Your dealer can
then charge you for the supplemental software and give you a
key code for unlocking the software.

Once you have received the code, switch on the system, insert
CD/DVD into the DVD writer, after having opened the tray and
click on ‘Install product’ in the System settings menu. You can
also insert the medium if the ‘Install product’ menu is already
opened.
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The products contained on the medium are displayed in a list.
If you have inserted a DVD, you may have to wait for a while,
before the products are displayed. During this time, you will
hear a clear drive sound, indicating that the DVD is being read
by your system. This should not worry you. After the DVD has
been read, you will get to see a list of the products it contains.
The term after the product name indicates the status for your
installation. If you have already installed the demo version of a
product, you do not have to reinstall this product. In this case,
it can be activated directly using the unlocking code.

Install Product

(active) (
(active)
(active)
(active)
(hidden)

BIG-Maps XXL V 1.1
Bluebox World V 1.1 a
Bogart SE 5
Bonuseffects V 1.0
BorderX 1V 10a
BorderX2HD V10a
BorderX2HDV 10c

(active) [~
(hidden) [+

v

[activate [hide

e (hidden): this product and the corresponding effects/fonts
are not displayed in the Bogart SE software list. This can be

used to hide demos once they have been previewed. Hidden
demo effects will no longer appear in the effects lists.

¢ (demo): the products, effects, or fonts are displayed in the
lists, but are labeled with a red flag in the effect list and are
identified as demo effects when used in a scene.

e (active): the products, effects, or fonts are unlocked and are
available to the user without restriction.

Now select the product or the desired bonus effect and click
on ‘Activate’. If the effect is not yet unlocked, a menu for enter-
ing the key code appears . Once more, you will see the name
of the product you wish to unlock. After entering the code,
remove the DVD and you can now use the new product with-
out restriction. If you do not enter the key code, and instead
cancel the procedure, then the software will only be installed
as a demo version . If you are using more than one hard drive,
then you must install and unlock the software on all of them.
One key code will work for all hard drives. If you subsequently
use one of the hard drives in a MacroSystem S-range editor,
you can only boot using Bogart SE and make use of the effects
if these have been licensed and unlocked . Please note that if
you are using a different hardware, you will require new licens-
ing codes for that editor.

2.4.1 Installing the music data base

A music data base can be installed for your Media Manager.
This data base enables a convenient way of displaying com-
mercial audio CDs in the music archive of the Media Manager.
When you display a commercial music CD, its contents will

be displayed, including singers, songs and song lengths. This
makes it easy to find specific songs. This information becomes
necessary when creating a music archive by importing CDs
and individual songs.

-owviavl U\J’QI.UI 1nnoancy v L. \r\\.uvuu:u}
RelaxVision 5 (Activated)
RenderBooster V 1.0 (Activated)
RelaxVision Camera (Activated)

~ Music database, Oct 2012 V 1.5 (Hidden)
Internet-Radio V 1.0 (Activated)
Warp Streamer 2 package V 2.0 (Activated)

% activate & hide Information Close

This music database can be downloaded for free from the
MacroSystem home page.

If you have made a new installation of your software, your
installation does not yet contain a music database. You will
notice this when you do not get the table of contents of com-
mercial audio CDs when you play them, and when you do not
get the name of a song, but ‘Title 1’ instead.

The installation file can be downloaded from the Internet, or
obtained from your dealer. The music database is free and can
be installed without an activation code. You will also not be
asked for an activation code after installing the program.

This is how you install it:

In the Media Manager, activate the Settings menu, select Basic
settings and click on the Install Product button. This will open
a window with a list of the programs that have been installed.
In order to activate a program, you should select it, and then
click on the ‘green clover’ button (activate).

If you want to hide a product again, you should select it in the
Install Product window and then press the ‘yellow star’ button
to hide the product.

2.4.1.1 Preparing an installation medium

Products can be installed from a C/DVD or from a USB stick.
Depending on the installation medium you want to use, you
must pay attention to a few things when preparing it.

Preparation of a CD:

If you have received a product CD from us or a dealer, you
may use it directly to install the product. If you have download-
ed products from our home page or from the MacroSystem
forum, you have obtained either an ISO file or a ZIP file. With



the I1SO file, you will be able to create an installation medium,
using an appropriate burning program.

If you have a ZIP file, you have individual files and folders at
your disposal for the installation. If you want to write a CD
with this data, then you must open the ZIP file. In this, you

will typically find two files and three folders. You should copy
these 1:1 to your CD and burn them as a UDF CD. If the CD is
burned in ISO format, Bogart SE/RV will not recognize this CD
and the products will not be listed.

USB preparation:

If you want to write a USB stick with this data, you must open
the ZIP file. You will typically find two files and three folders
in this file. Please copy these 1:1 to your USB stick, directly
on the lowest level. Please insert this USB stick in your device
before you open ‘Product installation’. If necessary, you must
open the installation menu again, until the product or the
products are listed. If you insert the USB stick while you are
in Product installation, the product listing will not be updated
(however, this is going to change in a future version of

Bogart SE).

2.4.2 The Basic, Silver, and Gold Editions

From version 4.2 onwards, the functionality of the Bogart

SE software has been reorganized. The ‘Pro Pack’ has now
become the ‘Gold Edition’. Users and buyers of a Casablanca
S-6000 as well as all owners of the Pro Pack will automatically
get the Gold Edition with Bogart SE 4.2.

Customers without the Pro Pack will get the Silver Edition
when they update to Bogart SE 4.2. This is also part of the
standard equipment of the Casablanca S-3000 from now on.

Note: If you do not have the Pro Pack, you should verify before
updating to version 4.2 which functionality differences there
will be in comparison to your previous version. The Silver Edi-
tion includes functions that were part of the former Pro Pack.
However, some functions will also experience functionality
reductions.

Since the functionality and therefore also the complexity of the
SmartEdit, and later the Bogart SE software has continuously
increased over the years, a restructuring had become neces-
sary. A lot of new users and occasional filmmakers, but also
professional users have been overwhelmed or hindered in their
work by the extensive possibilities of the software

The new ‘Gold Edition’ has significantly more functionality than
the current Pro Pack. Besides the Gold Edition, there is now
also a Silver Edition, which makes it possible to better split up
the range of functions. The Gold Edition contains all functions
of the Silver Edition.

The changes also affect the new versions of the Arabesk
Software — there will be clear differences in its functionality
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depending on whether you are using the Silver or the Gold
Edition.

Bogart SE without activated editions is the basic version.

The edition which is active in the Bogart SE system is dis-
played in the top left corner of the main menu, below ‘Bogart
SE’. This way, you will always be able to find out which edition
is currently active in your system.

Bogart SE

Gold Edition

The differences between the different editions can be seen

in the following list. In the rest of the manual we will also talk
about the editions when necessary. This will be indicated with
the following symbol:

S Silver Edition
Gold Edition

One of these symbols indicates that the function is in part or
completely only available in the editions indicated.

Whenever you see an S , this indicates that the function is also
available in the Gold Edition.

2.4.2.1 Silver Edition
Overview of the functions in the Silver Edition.

Operation

e  Options to make the scene bin one-line or multi-line.

e |mage sizes for storyboard and scene bin can be selected

e Often-used effects can be highlighted and are easier to
find

e Adjustable screen colors

e Special characters can be entered via the on-screen
keyboard

e Alternative languages can be selected for a keyboard

e On-screen help texts can be switched off

e Option to select a larger mouse pointer when working in
higher resolutions

e Time and sound after rendering can be selected

e The device can be shut down automatically after longer
periods of inactivity

Recording/importing

e  Sound volume display and adjustable volume during video
recording

e Automatic splitting of recorded footing into individual
scenes

e Recording options: time, photo, time-lapse, stop motion
e Preview when importing AVCHD footage
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Adjustable trimming of AVCHD scenes when importing
Adjustability of brightness, contrast and color saturation
for analog recording

Naming of scenes during the recording

30 projects instead of 10

Clipboard for exchanging scenes between projects (in-
cluding format conversion)

Extended splitting and trimming with display of two or four
images

Individually selectable reference image for each scene
Scenes or sound samples that have already been used in
the storyboard can be hidden

Extended functionality for titling (insert graphics, importing
text, several character and line options)

When selecting images/patterns, the images can also be
colored

Archives for often-used image/patterns-variations

Search functions for scenes

More options when creating scenes (selectable name)
Rendering storyboard from the Edit screen

More info is displayed for scenes

Product selection in all effect lists

Projects can be copied

Setting scope when finalizing

Audio

Instead of three, there are now six sound tracks available
for audio mixing

Recording live commentary while the video is being played
Pre-listening of audio effects

Ability to sort sound sample lists

Options when creating sound samples (freely selectable
range, original sound can be muted, selectable name)
Timeline view in its own window

Test function to discover sound clipping

Switching from stereo to mono for specific sources when
recording sound

Miscellaneous

Direct access to the archives in the MediaManager/Relax-
Vision

Switching to the MediaManager

Besides the assistant, there are numerous manual settings
and menu design functions in Arabesk

Exporting and importing license codes

2.4.2.2 Gold Edition

Overview of the functions in the Gold Edition.

The Gold Edition automatically includes all functions of the
Silver Edition

Operation

Option to work with 2 monitors (one monitor for opera-
tions, one for video)

Possibility to connect VGA computer monitors

Optional HDMI 1080p screen mode in new devices
Faster operation thanks to using the additional small but-
tons on the trackball

Multiple choice of list entries, e.g. in the clipboard
Display of time codes in professional format (hh:mm:ss:ff)
Display of the original time code of the camera

Operation can be switched off via IR keyboard/remote
control

Recording/importing

Operating the recorder during recording and when final-
izing (via Firewire)

Cut detection can be set to cut-information from the cam-
era or to clock jumps

AVCHD can be imported as one coherent film or as indi-
vidual scenes

When importing AVCHD, brightness, contrast, color satu-
ration and sound volume can be adjusted

Timeline mode with different options for video and audio
Display of an audio curve in scenes

Rendering of effects in the background (‘Smart rendering’)
Additional option with creating scenes (direct replacement
in storyboard/timeline)

Extended clipboard (direct access to other projects,
multiple choice, better conversion between 4:3 and 16:9,
transfer of trimmed ranges)

Projects can also be made in progressive format (incl.
1280*720p)

Projects and display are also possible in 21:9 image
format

When selecting patterns, it is also possible to insert your
own pictures (from scenes or imported, including trans-
parence)

Adjustable crop, border and border cover when rendering
Marking of several scenes with functions to move, ex-
change, copy

Group functions for video and audio

Extended functionality in single-image and loop-preview
Accelerating and decelerating motions for effects
Editable favorites lists for effects

Individual duration presets for effects can be stored
Effects can be inserted and removed automatically

Audio

Trimming and splitting with audio scrubbing and envelope
curve

Extended functionality for the audio envelope curve
Several effects can be applied simultaneously to a sound
sample or a sound track

Sound mixing can be switched on or off when using tran-
sition effects

Additional options when creating sound samples (direct
replacement in storyboard/timeline)



e Finalized sound samples can be inserted directly in the bin
or a selectable sound track

e Direct copying of split sound samples in storyboard or
timeline

e  Configuration of sound tracks (on/off, free/bound)

e  Adjustable shift correction for audio/video

e Adjustable sound volume for playback

Miscellaneous

e  Storyboard can be saved

e Importing additional fonts for titles, menus...

e Inserting logo/graphic, time codes, date and time when
finalizing

e  Additional options for Arabesk (higher image quality,
animated menus, 21:9, viewpoints, additional play/text/
shade/button options...)

e Archive function for various settings

e Hard disks can be named

2.5 Additional hardware

We have different additional devices on offer for your Bogart
SE system. This includes the Shuttle TT, the RenderBooster
and the Analog Audio Interface.

RenderBooster:

The main use for the RenderBooster is without question the
creation of DVD and Blu-ray disks in HD and SD format.
Arabesk 5 will then find the RenderBooster automatically if it is
inserted when the system is started (and the necessary activa-
tion code has been entered).

The RenderBooster is also used for the ‘Export Storyboard’
function. The RenderBooster takes care of creating very fast
and high-quality conversions. SD- and HD-projects can be
converted to the H.264.ts format, which can be played without
issues on PCs, Macs and media players. Additionally, SD-
projects can be exported in the traditional MPEG-2 format. The
data rate can be selected by the user.

Shuttle TT:

The Shuttle TT is an input and control device used mainly for
trimming and splitting and that will make your work both easier
and faster.

It cannot replace the trackball in all menus, but it does provide
a meaningful addition in many menus.

The Shuttle TT has 15 different buttons for navigating in differ-
ent menus and also a so-called jog-wheel. This function con-
sists of an external rocker (jog) with which you can fast forward
and rewind (e.g. when splitting or trimming) and an internal
wheel with which you can go frame by frame.
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A comprehensive manual for the Shuttle TT gives you the nec-
essary support when using this hardware.

Analog Audio Interface:

This is small external piece of hardware that you connect to
your Bogart SE system via USB. This audio interface offers
you several connection possibilities for microphones or analog
audio sources. Via this additional hardware, you will be able to
record your analog audio with excellent quality in Bogart SE.

An additional output for headphones gives you simultaneous
control over the audio which is being recorded, as well as
the sound of your scenes and projects while playing them in
Bogart.

This product comes with a short explanatory note. In it, you
will find all necessary information for operating and connecting
the device.
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Chapter 3: Basics
3.1 Editing philosophy

Your system with Bogart SE operates in a non-linear fash-
ion. This means that every recorded scene can be accessed
instantly. The system does not have to wind tape to access
the desired scene. Direct access is achieved by recording the
video onto a hard drive and not onto tape . On tape, scenes
can only be accessed by time-consuming (re)winding . Hard
drives store data differently than tape, because hard drives
have a freely movable read/write head. This head can move
directly to any area of the disk in a way that is similar to that
of a record player needle, but in a very short time. This means
that there are practically no waiting times, even when jump-
ing from the beginning to the end of a video. This technique is
called ‘random access’. Random access (or direct access) is
the fundamental characteristic of a non-linear editing system. It
allows for a direct and total control over the recorded data.

The following principles apply to Bogart SE video editing:
1. Recording of the desired material (video and audio), either
completely or in designated sequences, which is stored in
independent projects

2. Splitting of the recorded material into individual scenes that
can each be named as you choose.

3. Trimming of the individual scenes (setting the In/Out points
to ignore unwanted footage) .

4. Sequential ordering of the trimmed scenes on the story-
board, in the order that you designate. You can also add Insert
Scenes, (the overlapping of video without affecting the original
audio)

5. Selection and use of transition effects (e.g. crossfade,
double exposure, etc .), with preview of the effects, and when
you like what you see, the effects can be rendered, even in the
background, if necessary

6. Selection of image processing effects (e.g. solarize, sharp-
en, etc .) to add to scenes or entire sequences

7. Titling of the storyboard (the addition of text in different
fonts, sizes, colors, and effects)

8. Audio mixing with up to six tracks for original sound, com-
mentary, background music and sound effects

9. Recording of the finished project on DV/HDV tape or, export
to several multimedia formats on external storage media or
CD, DVD or Blu-ray. And of course, you can record and edit
more footage at any time. There is no set sequence. This list
serves only to outline the basic concepts involved.
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3.2 The user interface

Your system makes use of the Bogart SE user interface, which
contains various elements. These elements are explained here,
although they are fairly obvious. To use a function, click on the
appropriate button. Light buttons can be selected (clicked).
Dark buttons are inactive and cannot be clicked. Using certain
functions may cause some buttons to de-activate, meaning
they cannot be used. Some buttons may appear usable but at
the moment have no corresponding function. When they are
clicked, a red, crossed-out circle appears indicating that no
function is currently possible.

Help Texts (bubble help)

To Image Processing

Fr“ry J¥]

-

Navigate the screen pointer across a user-interface element
that is only represented by a symbol, and let it rest there for

a little while. After about one second, a Help Text will appear
just above this interface element, telling you what the function
does. As soon as you move the pointer again, the Help Text
will disappear. This function is available for most symbols;
however, it is not available for all add-on products. You can
(de-)activate the Help Texts by going to ‘Settings’ and then
‘Operation’.

In a similar manner, information with respect to a scene will be
displayed when you pause the mouse pointer on a scene in the
Storyboard or in the scene bin. You will be shown information
on the indicated scene.

Buttons

Buttons are simple fields containing text captions that describe
the functions they perform. They cause something to hap-

pen when they are clicked upon, and they are usually clearly
labeled. For example, clicking with the left trackball button on
the ‘Delete’ button causes the selected scene to be deleted.

Selection buttons

These buttons are indicated with three small, white horizontal
bars in the upper right corner. Clicking with the left trackball
button opens a list of different options. You can scroll among
them with the trackball (by rolling the ball up and down). The
currently active field will be highlighted. Clicking on the left
trackball button then activates the selected option. Clicking on
the right trackball button cancels the operation and restores
the original situation.



16 [Chapter 3

Sliders

Sliders can be either horizontal or vertical. After a slider has
been clicked, the ball of the trackball is used to control move-
ment of the slider. The cursor disappears and the trackball
now controls the slider. Control of the slider is relinquished

by again pressing one of the trackball‘s buttons. Clicking the
left button accepts the current slider setting and relinquishes
control. Clicking the right button cancels any changes you
have made, returns the slider to its previous position and relin-
quishes control.

You can use the arrow buttons (usually to the right of a hori-
zontal slider or below a vertical slider) to step through footage
one step at a time (e.g. from one effect to the next).

The symbols |< and >| are used in the Edit menu to jump to the
beginning or end of the storyboard.

B g 8

Some of the vertical sliders feature a small square box on

the top edge. You can find this box in items such as lists, for
example in the Clipboard. The box has three different modes,
which can be selected by clicking on the box itself. If the box
contains an X, you are selecting merely the highlighted item

in the list. If the box has a checkmark, you will be selecting all
items from the list that are ‘checked’ for loading. A highlighted
item without a checkmark in its box, shall not be selected. If
you can see horizontal lines in the box, all items in the list are
selected. Now, you can either leave all items selected, or re-
move a single item from being selected by clicking into its box
and removing the checkmark.

KENT]

There are also sliders which allow you to select numerical
values, such as effect options. A special feature of Bogart SE
is that you can click onto the value to the right of the slider to
revert to the preset value. For example, if you have changed
the value for the ‘Bars’ effect from 10 to 20 and confirmed it,
simply click onto the number 20 to revert back to the original,
preset value of 10. The slider will then automatically jump back
to the original position and become active.

Name field

4

By clicking on this button you cause an on-screen keyboard
to appear, showing the name of the currently selected scene.
You can then use this keyboard to enter a new name.

On-screen keyboard

Input text
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At certain points, such as in the text input menu for titling,
Bogart SE allows or requires text input, (for example when
naming scenes, entering text for titles, and naming audio
sequences).

Users who have installed the Power Key option or who have
connected a USB keyboard can enter the text with the external
keyboard (But only when the on-screen keyboard is displayed).
Otherwise the on-screen keyboard appears, allowing text entry
with the trackball. The text is entered by using the trackball to
click on each individual letter key. Some of the keys are espe-
cially important:

(1) Delete key (delete text letter-by-letter)

(2) Newline key (start a new line)

(3) Shift key (toggle between uppercase and lowercase)

(4) Single shift key (only the next key appears in uppercase)
(5) Alt key (special characters, such as @ and €)

(6) The S key to the left, used to display the special characters
menu. This menu contains all available characters. This in-
cludes many letters that are primarily used in foreign languag-
es, such as the ¢ or accented letters in French. If you want to
enter the characters ‘é’, ‘d’, or ‘6’, you can either select them
in the special characters menu or use the normal keyboard.
Click first on the accent and then on the corresponding letter.
The accent is not displayed until you select the letter.

When the keyboard is displayed you will see that the entire
current name of the scene is highlighted. This allows you to
immediately delete the entire name, with a single click on
Delete. A new name can then be quickly entered. If you only
want to change one letter within the word, click on the letter
just after the letter to be changed or move the cursor (vertical
bar) by using the arrow buttons to the right of the scene name.
Press the delete key and then the key for the new letter. This
works the same way when inserting new letters: simply click
on the character just after the desired insert position and then
type in the desired characters. Characters are always inserted
just before the cursor.



IN and OUT Points
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These points are set to mark certain segments of a scene. This
can be a Trim procedure, but also the placement of an Image
Processing effect in the storyboard (‘Range’). When you click
with the left trackball button on ‘IN’ or ‘OUT’, the trackball
function changes. Rolling the trackball then causes the video
to scroll forward or backward through the video scene with a
speed depending on the speed the ball is rotated. An ad-
ditional click with the left button sets the new beginning (IN)
or end (OUT) point. A click with the right button reinstates the
original setting. The time (Time code) is shown in the same
format you have chosen for the Time code display: 000:00:00
(min:sec:frames) or 00:00:00:00 (hrs:min:sec:frames).

(<[> —

Scene check

These two buttons (see above) serve to quickly review the first
and last few seconds of a scene or audio segment. The ‘|>’
button plays the first 3 seconds starting from the IN point. The
>|” button plays the 3 seconds just prior to the OUT point.

Arrow buttons

Stepping through individual frames (see slider) works by click-
ing on the ‘>’ and ‘<’ symbols. Clicking on ‘>’ moves forward
to the next frame. Clicking on ‘<’ moves backward to the
previous frame. This behavior is found at several points in the
program, for example when trimming, splitting, or using sliders
within the effect lists.

Symbols for recording, playback, pause, stop

Several menus have buttons for recording, playback, pause,
and stop, with which you can play your video and audio mate-
rial. You are probably familiar with these functions on other
devices, such as your DV-player.

- This is the symbol for Record. It can be found in the
recording menu. Clicking on it causes your system to start
recording, at which time you can start your video input device.
(For best results, be sure to start the input device first).

u This is the symbol for Play. Clicking it will play the video
scenes or audio samples. In the recording menu, it starts the
DV/HDV input device.

n This is the Pause button. Clicking on it causes a pause in
the playback of the video footage. Clicking on it again ends the
pause and the video material is played from the point at which
the pause was made.

u Clicking on the Stop symbol stops playback/recording. If
you initiate playback again, the video footage will be replayed
from the beginning. Playback can also be stopped by pressing
the right trackball button.
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If you are using a DV/HDV input device, you can control it di-
rectly from the Record screen. (But please be aware that most
devices are compatible, but some are not. If this is the case,
the DV/HDV device can be started manually and should then
input correctly.) In the recording menu you will also find the
three symbols listed above, namely stop, playback, and pause,
plus both other symbols:

Rewind: m and Forward: m

Both of these buttons have a triple function.

Fast rewind and fast forward are achieved while the DV source
is in stop mode, viewable slow rewind and slow forward in
playback mode, and frame-by-frame backward and forward in
pause mode.

Color box

LIER

The color box enables you to select a color, any color. Clicking
on the palette arrow (1) enables you to choose a specific color.
Scroll through the color palette (2) until your desired color is
displayed in the color window below (3). After confirming this
color by clicking the left trackball button you can define the
color more precisely. Click in the large color window and use
the upper arrow (4) to scroll left or right in order to attain the
desired saturation. Use the left arrow (5) to scroll up or down
to set the color brightness.

With a little practice you can specify your desired color by
simultaneously using both arrows. The intersection point of
both arrows (if you imagine them extending until they touch
within the box) indicates the selected color, which is always
displayed to the right in the rectangle (6). Clicking on the left
trackball button confirms the setting. You can also click direct-
ly on the color you wish without having to use the arrow keys,
by simply clicking on the desired color within the color window
(8). The color that you selected is at the same time displayed
in the top left color button (9) for as long as the button remains
activated. Below it you will see five other color buttons/mem-
ory buttons (10), which allow you to select frequently-used
colors quickly and conveniently. To assign your preferred col-
ors to the memory buttons, first activate a memory button and
then select a color in the big color window. Once the required
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color is assigned to the memory button, activate another
memory button or the top color button (9). In many cases (e.g.
when titling) the color box provides the Alpha option (7). Here
you let the desired color shine through your motif displayed

on the right (6), (the Eiffel tower is shown here as an example).
You can specify the alpha value in percent by moving the scroll
bar. The lower the percentage value the more transparent your
selected color and the more clearly your motif shines through.

Clicking on the ‘Pick color’ button (11) opens the first frame of
the scene that is selected in the scene bin (in the case of the
‘New’ menu) or in the storyboard (in the case of the Effects
menus). There is a toolbar in the foreground containing several
buttons:

If you have opened the color box from an effects menu, you
can first of all use the top left selection button to specify
whether the scene (‘Effect’) that is currently selected in the sto-
ryboard or another freely selectable scene (‘Choose’) should
be displayed.

Clicking on ‘Choose Scene’ opens the scene bin and you can
specify a scene from which you want to capture the color.

If the upper selection button was previously set to ‘Effect’ it
will automatically switch to ‘Choose’ after you select another
scene. You can then use the selection button to conveniently
jump back and forth between the two scenes. (By activating
the color box in the transition effect menu, you can use the
two ‘Left scene’ and ‘Right scene’ buttons allowing you to
switch back and forth between the respective scenes.) You
can use the slider control or separate buttons at the bottom to
roll through the selected scene frame-by-frame. (In the case of
image-processing effects, you also have the option of roll-

ing through the entire length of the effect, i.e. through several
scenes.)

The ‘Position’ and ‘Size’ buttons allow you to adjust further
settings for the color capture function. The smaller the little se-
lection box is, the more precisely you can specify the color. In
the little ‘Color’ box, you can view the color over which the box
is currently placed. If there are several colors contained within
the area of the selection box, an average color value is taken.

After you click on ‘OK’ you will see that your selection is
applied to the color window of the color box. If you click on
‘Cancel’, you will close the menu without applying any settings
changes.

You can use the Archive function (8) to save the colors you
specify for later use (see ‘Archive function’).

When you have finished making all the settings you want, click
on ‘OK’ to confirm and to exit the color box.

Tip: If you would like to reuse a color for titling that has already
been used for an effect (e.g. picture-in-picture), archive the

effect color, change to Titling and reload the color. You can
access archived colors from all projects.

The symbols for direct menu change

Most of the Bogart SE screens are represented by symbols.
You will find these symbols on small buttons at many places
and they serve to directly switch from one menu to another.

It is always possible to return to the Main menu and go from
there to the individual menus, but the experienced user will
save time by using the symbols to access menus directly. You
will become used to the symbols while doing some editing.
Instant memorization of their uses is not necessary.

Wave form (envelope curve) and audio scrubbing

The menus Insert, Range, Split, and Trim (video and audio)
contain a loudspeaker symbol in the operating panel (on some
editors, only if the Gold Edition has been activated).When this
symbol is active (blue) a small box containing the Audio Wave
Form is displayed at the other side of the operating panel.

The wave form graphically displays the volume over time. The
height of the curve represents loudness (the higher, the louder)
and the width is a measure of time. In the wave form you see
a vertical, black position marker indicating your current picture
position. This position marker is also shown when you scroll
through the scene or the audio segment.

The audio wave form is automatically played when one of the
buttons ‘In’, ‘Out’, ‘Split position’ or ‘I » * or ‘ » I is clicked and
the trackball is held motionless for approximately 0.5 seconds.
A movable, vertical white-hatch bar indicates the actual play-
back position.

When trimming the beginning of a scene (In) the black position
marker can be seen to the left on the curve. When trimming the
end of a scene (Out), it can be seen to the right. As you scroll
through the scene you hear the corresponding audio. Depend-
ing on the scrolling speed you hear the audio faster or slower
(often referred to as ‘scrub audio’). The wave form has two dif-
ferent display forms. When scrolling through the scene you see
a detailed wave form or a segment of the wave form. As soon
as you receive a preview of the last second the wave form for
the entire playback time is shown.

If you do not need the wave form, it can be deactivated. Click
on the button with the loudspeaker symbol to make it return to
its original color and to make the frame disappear. To bring the
wave form back, click on the symbol again.

i-buttons

Most effect menus, including the transition effects, image
processing effects, and titling screens all have an ‘i’ button.
This is a button for obtaining information. If you have selected
supplementary or bonus effects and click on this button, a
Product information menu opens and gives you an explana-
tion or summary instructions for the selected effect. If there is
a manual available for a product, the information will refer to



that manual. This button is inactive for those effects for which
no information is provided. The ‘i’ button is also present in the
Install product menu in the System Settings screen. There you
can bring up information on the products selected in the list
(e.g. effect modules, font packages, etc.). You will also find in-
formation and summary instructions for products that are only
installed as demo versions, if available. The info button of the
edit menu is available both in the ‘Storyboard’ part (displays
information about the storyboard) as well as in the ‘Scene Bin’
(displays information about the activated scene).

Archive function

You will see the *Archive’ button in various menus and screens
(e.g. titling, color box). Clicking on this button opens a screen
in which there are four buttons: ‘Load’, ‘Save’, ‘Delete’, and
‘Cancel’. Clicking on ‘Load’ displays a list of the titles, ef-
fects, or settings that have previously been saved. You can
then directly select an entry or scroll to an entry in this list and
confirm. A click on ‘Save’ displays the same list. There are now
two possible courses of action:

1. You can click on the rectangle directly below the list so that
the keyboard is called up and you can type in a name, after
which you click on ‘OK’ in the keyboard and in the text archive
field. This creates a new archive entry.

2. You can select an entry from the list and then click on the
rectangle in which the name of the selected entry is now
visible. Now you can use the keyboard field to overwrite this
name with another name of your choice. You may also click
on an entry without clicking on the name field. You can then
confirm by clicking on OK. The selected entry will be replaced
by the previously created entry, but it will keep its name.

With the help of archiving you can save frequently used stan-
dard text and reuse the text at any time in any of the projects.
If you click on ‘Delete’, a list of the saved entries is displayed
in which you can select an entry to delete and confirm with
‘OK’. Clicking on ‘Cancel’ exits the window without making
any changes.
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Defining position as an effect property
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Many effects, such as transition effects, image processing
effects or titling effects make it possible to define a position in
their settings. This is necessary to set the origin or the ap-
pearance of the second scene in a crossfade, for positioning
texts in the Titler or for setting the position of an effect for
image processing effects. ‘Rectangle fade’ is an example of a
transition effect where this occurs. Open the position menu to
display a small menu in which the position and the size for the
effect can be set. A dotted frame will be drawn on your scene
to determine the position and the size of the effect.

The position can be changed by clicking on the ‘Position’ but-
ton. The position of the frame can then be changed directly.
The size of the frame can also be changed, by clicking on
‘Size’. The top left corner will always be fixed.

A grid can also be activated, to make it easier to set the posi-
tion of a scene. Positioning by means of a raster is especially
useful when a multi-location effect has to be created, taking
into account other existing transitions.

Image-Pool

Select Pattern
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The Image Pool is a particularly useful function. This is a global
area in which graphics and masks can be stored. Graphics
and masks can also be exchanged between different software
packages. For example, graphics can be stored here, directly
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from your video footage. The main program and almost all
add-on programs make use of the Image Pool. In this way,
graphics brought into the system by one program can auto-
matically be used by all other programs.

The Image Pool is used in many areas of the system, e.g.
titling, when creating new scenes, in the edit screen or in con-
junction with DVD Arabesk. If you select the scene ‘Pattern’

in the menu ‘New’, the option ‘Select Pattern’ appears to the
right. You can click on this to open the Select pattern screen
which offers you a number of patterns to choose from. In the
upper left area, the selection button ‘Product’ offers you a list
of the main program ‘Bogart SE’, ‘Arabesk’, different additional
programs that have been installed and the option ‘Custom Im-
ages’ 8 (only in the Gold Edition).

The next selection button ‘Type’ offers you up to four different
types of graphics:

Masks are used mainly by programs such as Liquid Images.
The masks are gray pictures whose form is used by these pro-
grams to specify the course of effects. But the masks can also
be used for other purposes. For example, they can be colored
and used to achieve variety in backgrounds for titling.

Monochrome (gray) patterns (also called ‘textures’) are listed
here. These can be colored and used as a background else-
where. Because the patterns are usually smaller than the
screen, they are automatically tiled on the screen, until the
desired surface is completely covered.

Color shows multi-colored patterns that are used in the same
way as the monochrome patterns. No further coloring is pos-
sible as the patterns already contain color.

Pictures can be found in this category, (e.g. you see here the
maps of the program ‘Columbus’ (if it is installed) or the back-
ground pictures for DVD Arabesk). Although they are intended
to be used as a background for DVD titles, the pictures can
also be used elsewhere in the system.

You'll find ‘Bogart SE’ under ‘Product’. From here, you can
also find logos of the single systems as well as the Macro-
System logo. These can be used as background pictures
when creating your own text panel in the titling screen and

are therefore very useful for credits. In addition, you will find
many pictures provided here (e.g. stars). They have many uses
particularly when creating titles.

In the bottom left corner of the image pool you will see the
i-button described earlier. This button allows you to access
information on the currently selected ‘Product’.

If you click on the ‘Save Image’ button, the ‘Product’ selec-
tion will change to ‘Custom Images’ and the ‘Type’ selection
will change to ‘Images’. The system will also ask you to select

an entry. Confirm this notification with ‘OK’ and select a free
(black) image from the list. If you click on an entry that is al-
ready in use, its contents will be replaced by the new contents.
Then click on ‘Save Image’ again to open the scene bin so you
can select the starting frame of a scene that you want from
the bin. Once you have selected and confirmed the scene in
the list, you get to a menu that allows you to scroll through a
scene, in order to choose a specific image from this scene.
After you confirm with ‘OK’ it appears in the image collection
and in a large preview (right). You can store a total of 18 of
your own images here, which you can later use anywhere in
your video editing work.

Tip: You can‘t delete your own pictures, but you can replace
them anytime with new ones. You can of course also readjust
the ‘Product’ selection and ‘Type’ selection manually before
saving a picture.

S I8 Coloring textures

All patterns can also be used as textures for fonts in the
Titling menu. In order to select an image, it should be selected
directly in the image list by means of the trackball. A magnified
preview of this image will then be displayed on the right of this
menu. If the image to be displayed is smaller than suggested
by the preview, it will be displayed in front of a checkered
background. This will not be visible in the final rendering. In
the top left corner of this preview window, you can see if this
is an image in HDV quality. You can also see the names of the
selected mask above and to the right. Below this window you
find several buttons:

The ‘Colorize’ button allows you to colorize all patterns - even
colored ones. For masks this is only possible when they are
not used for movement. If you click onto the ‘Colorize’ button,
a menu with several buttons will appear. Use ‘Mode’ to select
how many colors are to be used. This will then lead to the
respective amount of palette buttons appearing.

Your coloring will be displayed in the preview window.

Original: There is no coloring and the pattern remains in its
original color or monochrome. Additionally, you can use this
function to return to the original color of the pattern.

1 Color: The pattern brightness remains; yet one color is add-
ed according to the color you choose in ‘Color 1'. The bright-
ness chosen in the color box is ignored as this is controlled by
the monochrome part of the pattern.

2 Colors: You can create a color gradient from one color to
another. “Color 1’ is added in the parts used by the mono-
chrome image. ‘Color 3’ replaces white. Depending on the pat-
tern, instead of the black and white parts, the most bright and
dark parts of the pattern are used. Between the two colors, all
previously monochrome tones are replaced by the respective
color tones and a soft color gradient is created.



3 Colors: In comparison with the shift between two colors,

a third color is added: ‘Color 2’. This color replaces the gray
tone found in the middle of the original monochrome gradient.
The result is a gradient from Color 1 to Color 2 and from there,
to Color 3.

Tint: This mode is only provided for color masks . If you select
this function, the ‘Color 1’ button is activated, which you
should then click. Specify a color and confirm with ‘OK’. All the
colors of the mask are then replaced by the one you selected.
The entire picture is then filled with one shade of color, though
the saturation and brightness are retained.

Hue: This option is likewise only provided for color masks.

If you click on this button, the system first of all determines
which is the dominant color in the mask and then displays it as
‘Color 1’. You cannot select this button. Now click on ‘Color 2’
and use the upper palette arrow to select any color shade that
you want to replace the dominant color with. All the colors in
this mask are thus replaced with a new one, whereby the dis-
tance in the color palette between the original and replacement
color is equal to the distance between the dominant color and
Color 2.

Hue 2: This option functions in a similar way to ‘Hue’, and is
therefore only displayed for colored masks. Though in this
case you can freely select the color that is to be replaced by
capturing it from the image (see Color box). You can customize
the settings for your mask still further by using the ‘Brightness’,
‘Contrast’ and ‘Color’ buttons that are located in the bottom
area of the window.

For simple, soft gradients, it is recommended that you use the
‘Linear H’ (horizontal gradient), ‘Linear V’ (vertical gradient) and
‘Linear D’ (diagonal gradient). The direction of the color shift
can be altered using the ‘Mode’ button. The little box next to
the ‘Colorize’ button can be used to activate or deactivate the
colorization of the pattern displayed in the upper preview win-
dow. If a dash appears in the little box, you can see the original
color. If a check mark is shown, you can see the pattern with
the colorization that you set. You do not have to activate the
check mark in order to colorize a pattern. All you need do is
click on the ‘Colorize’ button.

With ‘Mode’ you can choose from eight different positive and
negative inverses. To select a color, you can access the color
box directly using the little color box in the bottom left corner
of the right-hand image pool area (on the left next to ‘OK’). If,
for example, you click on the ‘Color/Pattern’ button when se-
lecting a border for the titles, you will first of all see the image
pool in which you can either select (using the button described
here) a mask or a color as desired.

S The pattern chosen, with its chosen settings (e.g. direction,
color), can be saved and used again at a later stage. For this
purpose, use the ‘Archives’ button.
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The pattern archive makes a distinction between patterns (Edit
menu ‘New’, ‘Pattern’, such as patterns for fonts and back-
grounds in the titler) and effects (alpha masks for pattern fades
or the add-on program Ultimate Spice Box). Patterns that have
been stored in one of both archives cannot be accessed from
the other. Included, you'll find a number of pre-set examples
(‘Granite dark’, ‘Wood’,...) in the archive.

Selecting from lists

In some parts of the program, it is possible to select more than
one entry from a list. This is, for example, the case in Record-
ing, when importing from USB/CD/DVD or in Audio Mixing
when you want to apply effects to a sound track or sample. It
can also be used in the image processing effect ‘Effect stack’.

All selection lists function the same way.

In front of the entry, there is a field with a ‘dash’ if the entry has
not been selected.

Should you want to select it, you should click in this field. You
will now see a ‘check mark’. Should you want to select or
deselect all entries, you should click the button on top of the
vertical scroll bar. This will display a menu in which you can
‘Select all’ or ‘Deselect all’.

This selection will also help when you want to select almost all
entries for import. You should then select ‘Select all’ and dese-
lect the entries you do not need. Depending on the individual
case, this can be quicker and simpler than select everything
one by one.

Menu

There are different menu types in Bogart SE. Some menus take
the entire screen. These are, among others, main menus such
as ‘Editing’, ‘Recording’ or the effect menus.

When menus are opened that partly cover a main menu, the
background will be darkened somewhat. This will help you
keep your attention on the currently or options that are cur-
rently open.
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Chapter 4: Reference

Bogart SE

P Settings Video 11 Audio
Settings Recording Recording, Edit
Project Edit Mix

Video

Archives

Media Manager

23 Video Effects © Finish
Transition Finish
Image Arabesk
Title

This part of the manual serves as a reference to the individual
menus. Look here for information on individual functions or
menu items you may be unsure about, as well as additional
features not explained in earlier tutorials. Beginners should
not read this part before starting to use the device - this is a
detailed reference text. Please note that depending on the
system model, the functions explained in this text may vary
slightly or may be missing.

Bogart SE always starts in this main menu. From here, it is
possible to switch to the individual applications. It is also pos-
sible to switch directly from one application to another. For
example, it is possible to switch directly from the transition
effects menu to the image processing menu. It is also possible
to go via this main menu. When a menu is displayed, clicking
the right trackball button will go back one menu level. The last
step will usually also be this main menu. Current Bogart SE
hardware does not have a directly accessible hardware switch
to open the DVD/BD tray. (This is hidden behind the front panel
and can only be accessed via an extension.) Because of this, a
button to open and close the DVD/BD tray has been incorpo-
rated in the main menu and in some other menus. From Bogart
SE 4 onwards, you can also use the F4 key on an external
keyboard to open and close the DVD/BD tray.
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THE ENVIRONMENT

4.1 System settings

This menu is used to make general settings.

Installing system product

Click on the System button to open an extra menu. Clicking on
the ‘Install Product’ button opens up a window with three op-
tions. You can use the ‘activate’ function to activate software
contained on the CD/DVD. You do this by first selecting the
desired software, after which a window is displayed in which
you then enter (through the keyboard) the code obtained from
your dealer. The product is displayed in the corresponding
selection menu and can now be used. Software demo ver-
sions are installed by activating the product without entering

a code, instead by pressing the Demo button (see section 2.4
‘Unlocking software’). The ‘Hide’ button prevents display of the
product and thus also prevents its use. A hidden product is not
deleted from the hard-drive. It can be reactivated at any time.
You can activate the software by telling your dealer the serial
number of your system (bottom left in the information field) so
that you can purchase the code for the software.

By clicking on ‘delete’, you can remove the program which

is activated in the list above. After having clicked on ‘delete’,

a warning appears. If you confirm it by clicking on ‘yes’, the
corresponding software will be removed. It is certainly possible
to install it anew afterwards. This function can, for example, be
used in order to delete demo software which is not required
any longer.

Another function in this window is the ‘i’ button. Clicking on
this button displays additional information on the selected soft-
ware (see section 3.2 ‘i-buttons’). To the right is the button to
open/close the DVD/BD tray.

S Among these buttons, there is a button with a USB sym-
bol. The button is only present when the Silver or Gold Edition
has been activated. This function can make it easier to repeat-
edly enter unlocking codes. When you have unlocked all your
products, and manually entered the unlocking codes, these
codes can now be stored on a USB key. This has the advan-
tage that you will not have to manually re-enter the codes in
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the system after a reinstall. Connect a USB key to your sys-
tem. Click on the button with the USB symbol. A small menu
will open in which you can choose between Import and Export.
When you want to store your licence codes, click on Export. A
file named ‘licenses.txt’ will be written to the USB key. This file
now contains all the product codes you have entered so far.
You can also look at this file or print it out.

If you have saved this file and you need to re-enter the codes
after reinstalling the system, you will now be able to use this
USB key. Insert the USB key in your system, click Import in
the menu and then select your key in the list. The file with the
license codes that was written on your USB key will then be
read into your system. These products will then be unlocked
on your system. This means that, if these products are already
on the hard disk, these will be activated automatically. Should
you load these products afterwards, you will not have to un-
lock them.

System - System update

This menu gives you the opportunity to perform a system
update during which you are accessing any update files that
have been made available via the Internet or on a USB stick.
You can read more about this in chapter ‘2.3.2 Online system
update’.

If your device is connected to the Internet via Ethernet, this
can be done without additional settings, insofar it is a DHCP
network. Should you want to use your device via W-LAN or
with a specific IP, you must set this in the Media Manager. You
should go there in Settings — Device — Network settings.

Here, you can make the W-LAN setting or an IP configuration.

System - System information

Here, you will be shown some information about your system.
It is the same menu that you have obtained up to now (and
later), when you clicked in the Settings menu on the version
number at the bottom left of the menu.

Operation

User Interface
Language ’English
Keymap (As language
Trackball sensitivity [Normal
Display bubble help |
Timecode display [000.00:00
Play-Timecode [casablanca
3D display [left only

respond to IR remote control [=

respond to IR keyhoard [=
J

[ok

Use ‘Operation’ to select basic settings for the operation of
the system. Use this menu to select the language that should

be displayed in menus and on buttons. This is also used to
set the desired keyboard layout. There are cases in which you
will want to use a different keyboard layout. It is, for example,
possible to use a French keyboard, but with German or Italian
as its language setting.

‘Language’: This displays a list with several languages that
can be used to change the language of the system. Select the
desired language and the switch takes place immediately.

‘Keyboard’: 'S This displays a list in which the desired
language of the keyboard layout can be selected. This is also
true for an externally connected keyboard. The ‘As language’
setting automatically uses the same setup defined under ‘Lan-
guage’. You can of course also set it to a different keyboard as
specified by the interface language.

Use the trackball sensitivity to set the speed of screen pointer
movements. There are three possible speeds. Select the speed
according to your personal preferences.

‘Display bubble help’: S This activates (checkmark in the
box), or deactivates (dash in the box) the Help Texts. Once
activated, Help Texts appear for the many user interface ele-
ments that are only represented by symbols. If you leave the
screen pointer unattended for about one second, resting upon
the function symbol, the text will appear. This option is not
available for some separately purchased add-on products.

If the option has been deactivated, these texts will not be
displayed.

The ‘time code display’ is used to select one of two possi-
ble time displays for play back. The formats 000.00:00 (mmm.
ss.ff) or 00:00:00:00 (hh.mm.ss.ff) can be selected (ff = frame

or image number).

The ‘Play-Timecode’ 88l determines if the time is displayed
running from 0 to the end (Casablanca) or if the tape posi-
tion (on the DV/HDV tape) is shown. This tape position can of
course only be shown if the information was transferred cor-
rectly when the footage was loaded into Bogart SE.

‘3D-Display’: This setting is only available if you have activated
the add-on product ‘3D Edit’. Its functionality is explained in
the information about this product.

On some systems, there is an option called ‘respond to IR
remote control’ and ‘respond to IR keyboard’. These options
can be activated (mark box) if you wish to power up (and
down) the unit using the optional remote. This is possible if
you own our remote control. The remote can also be used to
partially operate the entire system and the Media Manager.



Storyboard, Timeline

Storyboard, Timeline
Storyboard
Mode ’Sloryboard
Video [small
Insert [off

Stamps ’Iarge

=
Change colors | =—

Draw Envelop [+

Scene hin
Mode [automatic

Stamps ’Iarge

You can choose here if you want to use the Storyboard view or
the Timeline view in your projects.

S Only available when the Silver or Gold Edition has been
activated. The complete functionality is only available in the
Gold Edition.

Note: When you are using the Video screen mode (connected
over SCART), it is not possible to switch to the Timeline view,
and you will get a message advising you to choose a higher
resolution screen mode.

Use the Mode button to indicate whether you want your movie
to be displayed as a storyboard or in a timeline.

To use the ‘Timeline’ method, you require a VGA-DVI or HDMI
resolution of at least 1024x768 pixels. A video monitor is not
suitable for Timeline editing. Before you activate the Timeline,
it is essential that you select a suitable screen resolution.

Storyboard - Mode: This switches between the Storyboard
and Timeline display. The Timeline method gives you two op-
tions. Either ‘Timeline’ for using the Timeline in all menus, or
‘Timeline (Mix only)’ for using the Timeline only in the audio mix
screen.

Storyboard — Video: you van display a text in the video track,
using the name of a scene as identification. It is also possible
to use a relevant image at the start and the end as representa-
tion of the scenes. If you opt for the image, you can also select
a size (small, medium, large). The images have priority over
the text so in some cases, the text may be overlapped by the
image.

Storyboard - Insert: You can make the same settings that are
possible for the video track. In addition, you can also deacti-
vate the insert track altogether, if you don’t need it.

Color change: This button activates an alternative scene dis-
play for the video track. If you activate this option, scene will
also be displayed in differing tones of blue, in addition to the
yellow separation line.
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Display sound envelope: This is used when mixing sound
when sound samples are displayed with a sound curve and
an envelope in the timeline view. If you remove the checkmark
for the sound curve, the sound curve will no longer be drawn.
This makes it possible to have a smoother image when work-
ing with longer samples (several minutes) on older equipment.
Therefore, when you think that the image in the sound mix
menu seems very slow to come up, you can try to deactivate
the sound curve display.

Note: This concerns most people who have upgraded from
Bogart SE 1 or 2 to V3 or higher. Image construction with the
sound curve displayed is significantly faster for newer projects
made with Bogart SE 3.

The display mode of the scene bin can also be set in this
menu. This setting is also dependent on the currently selected
screen resolution and therefore not always available.

Scene bin mode: in case of a resolution of at least 1024x768,
the display of the scene bin will automatically change from a
single line scene list to a multiline scene list. With these set-
tings it is possible to set the type of scene bin you want to use,
even in higher resolutions.

Scene bin images: This is used to select between three set-
tings for the size of the scene images. This changes the size of
the scenes in the bin, the Storyboard display does not change.

Screen

Screen

Screen 1 [DVI/VGA 1280x720 60Hz (16:9)
Screen 2 [HDMI 1920=1080p (16:9)
Show as [Field
16:9 as 21:9 Cinemascope [
[Screen 2 - Options
'Change interface colors

(Edit visible position and size

Bigger mouse pointer with higher resolutions [=

[ok (Cancel

S This menu is only available when the Silver or Gold Edi-
tion has been activated. In the basic version, screen 1 can only
be chosen directly in the settings menu. The complete func-
tionality is only available in the Gold Edition.

Click on the ‘Screen’ button to make various screen settings.
Under Bogart SE, you can choose to work with one or two
screens, if your device allows it. There are two separate selec-
tions for this.

‘Screen 1’ allows you to select different modes
and resolutions:
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e Video - The output here is made via the SCART connection
or using the additional CVBS and YC connections on a stan-
dard TV set or video monitor. Depending on the aspect ratio of
the connected monitor, you should choose 4:3 or 16:9.

e DVI - This mode is for DVI output. Use this to connect an
HDMI-equipped TV set using a simple DVI->HDMI adapter
cable. There are three resolutions available, all in 16:9. The
576p resolution is only available on PAL systems. Please note
that, depending on the system, there are several DVI connec-
tors available. Please refer to the hardware manual of your
device.

¢ VGA - l8l You can use a computer VGA screen. There are
many resolutions available. The corresponding aspect ratio is
shown next to the resolution. True 16:9 is not possible in VGA.
Bogart SE however, tries to maintain the correct aspect ratio.
Depending on the system, output is possible via a DVI->VGA
adapter. Please refer to the hardware manual of your device.
Ask your dealer about subsequent changes.

e DVI/VGA - This setting is about DVI resolutions for the DVI
output on the mainboard. It is located directly above the HDMI
output and is therefore not available on older hardware. This
can be used to connect a DVI or VGA monitor. Once you

have switched to this monitor, more monitor resolutions could
appear in the list since the properties of the monitor are only
known at the start.

e HDMI - Many devices, especially current ones, also allow an
HDMI connection.

To do this, you should connect your HDMI monitor to the
output of the Bogart SE system using an HDMI-HDMI cable.
HDMI does not only offer a great resolution, but also the pos-
sibility to use digital audio via the monitor. Since the sound can
be output via S/P-DIF, this functionality should be activated.
This happens in the Media Manager of the system. The type
of digital audio transfer can be set in the settings of the Media
Manager. There, you use the settings for ‘Image, Sound’ and
the ‘HDMI sound’. This allows you to set whether your digital
audio should be made audible over HDMI or over S/P-DIF. If
you have connected an analog audio output, it will always play
the audio.

Please note that not all screen resolutions may be possible
on your particular monitor. This is why the system gives a 30
second time span to the user, in which the resolution must be
confirmed. If it is not confirmed, the resolution reverts to the
last selected resolution.

If you select ‘Screen1’ to use VGA mode, you can also select
a second simultaneous screen. Bogart SE then switches to
the so-called dual-monitor mode. Screen 1 displays the actual
user interface, while screen 2 displays video footage.

If you have opted for the single monitor VGA mode, you can
(depending on the system) select between ‘Single monitor’
and ‘Dual monitor’ use. A one monitor set-up shows the user-
interface and video footage on the VGA screen, in two monitor
mode, the user interface and video footage are split: Interface
in VGA, video on the TV screen. Using the ‘Single Monitor’
mode activates the ‘Play as’ button below, so that you may
use it to determine the type of play back: The options are
‘Field’, ‘Frame’ or ‘Deinterlace’.

The ‘Field’ option has the advantage that it doesn’t create
movement artefacts like ‘Frame’ does, but on the downside,
the vertical resolution is lower.

The option called ‘Deinterlace’ has complete resolution, much
like the ‘Frame’ option, but any stripe patterns within moving
objects are reduced as much as possible. Depending on the
model type, the number of visible frames per second may be
reduced. Because VGA is not perfectly suited for video play
back, there are some disadvantages in doing this. There are
the above mentioned movement artefacts, but in addition also
some jerky movement and so-called ‘tearing’ effects, par-
ticularly during camera pans. Even the color tones may look
different. On the other hand, the advantage of VGA lies in the
flicker-free display, much like modern 100 Hz flat-screen TVs.
The single-monitor VGA mode is therefore a kind of compro-
mise. More details on this subject can be found in Chapter 5:
VGA and DVI mode.

Note: When you first switch to VGA, you may see different, ad-
ditional VGA modes in the list. This is because of a comparison
with the monitor that has been connected and which may allow
higher resolutions.

16:9 as 21:9 Cinemascope G you have activated the
Cinemascope product, this will allow you to switch your 16:9
screen to a 21:9 presentation.

SCART output: If your system is provided with a SCART
Video Out and if you hardware supports the switch (e.g. not
the S-4100). This will allow you to switch between ‘CVBS’
and ‘YC’. If your video recorder supports a YC signal, please
choose this option.

In devices with a SCART output this delivers an RGB signal
of higher quality than Y/C. However, this can only be set for a
television. A video recording will normally only have a CVBS
signal.

If you are working in dual-monitor mode, you’ll find that the
button ‘Screen 2- Options’ has become available. This function
allows you to set the second screen content, whenever the
monitor is not used for play back. You can choose a still image
from the image pool. This menu is activated when you choose
an image. If the selected image is smaller than the screen size,
you can have it displayed in original size or tiled.



S The menu ‘Change color’ allows you to change the menu
colors. In ‘Change color'. it is possible to change the colors for
the background, the buttons and the texts separately. It is also
possible to set the hue and the saturation of the colors. The
color saturation can be changed for every color palette. If the
saturation is set to 0%, only the color white will be selectable.

Note: The saturation for the text color is set to 0% or white, the
first time it is accessed. Should you want to change this text
color, you should first set the saturation in order to get a color
selection.

The ‘Standard color’ button returns all choices to the default
color theme. Color selection is divided in two color scales. In
order to change them, you should change the ‘color scheme’
setting. There are a few schemes available for selection that
correspond to our standard color schemes in individual areas.
The changes are shown immediately in a small preview screen.
Make sure that the colors you choose fit well, remember that
the changes will also affect the audio envelope display, which
can be difficult to read if the colors are too unusual. You
should always check if the colors you choose are beneficial
everywhere.

If you have a color scheme that you would like to save, you
should click on Archive. This calls up the known archive struc-
ture to load, save and delete archive entries. This way, your fa-
vorites schemes can be loaded back any time. In addition, the
list contains some default color schemes. The entries found in
the list depend very much on the color scheme you are using
at the time. This means that when you have set the option
‘Color scheme’ to ‘Bogart SE’, you will automatically get to
the corresponding archive. A color of the ‘Bogart SE’ color
scheme that has been saved will only be found in the archive if
this scheme has previously been set by you. The other archive
entries are stored under the Smart Edit color scheme.

The setting for ‘larger mouse pointer for higher resolutions’
displays a larger mouse pointer when you set a higher screen
resolution. The relationship between the size of the mouse
pointer and the resolution is internally fixed. This setting only
allows you to activate or deactivate this function.
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Recording, playing

Record, Playback

Record

Cut recognition Automatic =

Display during DV/HDV recording [7

AVCHD shorten IN | | 000.00:00

| 000.00:00

AVCHD shorten OUT | @

Playback

Volume | @100
A/V asynchronity | 9 | Oms
Presentation Options

S &l This menu has several settings for recording
and playing.

The selector ‘Cut recognition’ gives HDV videographers the
ability to recognize cut points automatically, even if the HDV
signal was converted in the camera and sent to Bogart SE as
a DV signal. The default setting of the software is ‘Automatic’.
It attempts to recognize the best setting by itself. If the auto-
matic split using the start code is not possible, the system is
able to search for cut points via the ‘clock time’. It is essen-
tial to switch to this mode before transferring the footage to
Bogart SE. Depending on the camcorder you use, the required
method and editing accuracy can vary.

‘Display during DV/HDV recording’: On current devices it is
possible to activate an HDV preview when recording. This
makes it possible to monitor the footage that is being input.

In older devices, the preview has been deactivated and this
option is switched off. The advantage of not showing an image
when recording is that HD footage is stored faster in the back-
ground. This way, finishing after recording will take less time.
‘AVCHD shorten IN/OUT’: The recording menu also allows

the import of recordings via USB/CD/DVD. These recordings
can now be shortened while they are being imported. A value
of up to two seconds can be entered in order to shorten the
beginning (IN) and the end (OUT) of sequences that are being
imported. This can be useful to remove imperfections at the
start and the end of a recording.

‘Sound volume’: Use this slider to set the sound volume of
your system. This allows you to adjust the sound volume on
your monitor. This is particularly useful on notebooks.

‘Headphone volume’: This is a setting on some systems,
especially on laptops. It controls the sound volume of your
headphone output.



28 [Chapter 4

‘A/V asynchronicity’: This controls the adjustment of the
synchronisation between image and sound. This setting only
influences the display of footage with the device. It has no
effect when burning to DVD or exporting to tape. It can be nec-
essary to use this setting to adjust the time difference between
the sound and the image when you play the sound on another
device than the image (for example via a monitor and a sepa-
rate amplifier). Many monitors need a short time to display the
video. In case you are listening to the sound via headphones or
a sound system, this can lead to a minimal, but irritating timing
difference. In order to adjust the timing difference during play
back, you should do the following:

e In case your sound comes before the image, e.g. in case the
sound of a closing door can be heard before you see it, you
should move the slider to the right (positive direction)

e |f, on the contrary, you see the image before you hear the
corresponding sound, you should compensate by moving the
slider to the left (negative direction)

Effects, rendering

Effects, Rendering

Cover Border [—
[Set Border
[Sound after creation
Operator Lists [with favorites
[Edit Favorites

[reset often used effects

Smart Rendering
Smart Rendering aclive [=

[cancel Rendering
Number of Effects
Total length

render last insert [first

S The menu is only completely available in the
Gold Edition.

This menu contains settings for the display of effect lists and
effect rendering.

‘Render Border’: This function can be activated by plac-
ing a mark next to it . This creates a black border around the
edges of the screen, covering any unwanted disturbances dur-
ing play back. Please note that the affected border is so thin
that it is normally not visible on a normal TV set. This function
will only become visible when displayed on an HDTV screen or
projector.

‘Set border’: This sets the size of the border area.
‘Sound after creation’: This setting is used to set up a sound
after a rendering process. This is to let you know that the

process has ended. The rendering time after which the sound
signal has to be played can be set here. This function is useful
when you want to do something else during longer rendering
times, but still do not want to miss the end of the rendering
process.

Should you not want to hear a sound signal, you should
change ‘when’ to ‘never’. Use ‘when’ to set the minimum ren-
dering time after which a sound signal should be played.

The duration of the sound signal can be set with ‘Max. sound
signal duration’. Should you choose a sound that is shorter
than the set duration, it will be played shorter as well. It is also
possible to set a repeat to indicate how often the signal should
be repeated. It is also possible to set the sound itself. Either
the system default sound is used or you can choose a sound
from the audio jingles.

‘Operator list’: This is where you define if and how you use

the favorites list. This list consists of effects that are listed
once again at the start of the list. The followings settings can
be made. The setting ‘List only’ lists no favorites, but displays
the effect list as a normal list. The setting ‘Often used’ lists the
most recently used ten effects as a favorite list on top of the
effect list. When you choose ‘with favorites’, you must also set
the favorites list. In that case, only the effects you designate
will be shown on top of the list.

‘Edit favorite list’: This menu is used to fill your favorites list
with operators of your choice. First, choose the list you want
to edit and then select the effects in the list on the right. To do
this, multiselect must be activated. This can be found on top
of the scroll bar. Below the list, you can select one of the effect
lists in order to only be presented with certain effects for selec-
tion. You also have the possibility to delete the correct mark-
ings of the list or even all markings of all favorites lists.

Should you want to delete the list with the most used effects,
in order to rebuild it, click on ‘Delete list of most used effects’.

‘Smart Rendering’: This can be used to activate the back-
ground rendering of the effects.

Just checkmark the box (next to ‘Smart Rendering’) to do this.
Click on it again to deactivate the background rendering func-
tion. When you activate the ‘Smart Rendering’ function, most

effects are rendered in the background. In the meantime, you

can continue working in other menus. Several renderings can

be started that will be completed one after another, while you

continue to work.

The function ‘Abort rendering’ is used to abort the current and
waiting renderings. Below this, you can see the number of ef-
fects and their total time.



In addition, you can decide how the current effect is to be ren-
dered. For the ‘last inserted’ effect, you can choose between
‘first’ and ‘last’. Confirm your settings and close the window
with ‘OK’. While rendering in the background, you will see a
small 'k’ symbol in the top right corner of the effect menu.

You can also access the ‘Smart Rendering’ menu from the ef-
fect screen by pressing the ‘fx’ symbol.

Date, time, timer

Set date, time

Month ’August

-
Year | 2012
r r r
Mo 13 |20 |27
r r r
Tu 21 |28
r 'd r r
We 15 |22 |29
’r r T
Th 16 |23 |30
r r (s
Fr 24
r fr r
18 |26
r r
Su 26

Hour

Minute
Format [Automatic = 08:46 am

[ok [cancel

S The button ‘Set date and time’ offers the possibility to
set the date and time of your machine. This time is used if

as soon as you create new scenes. These new scenes use
the current time mode. The creation time can be found in the
scene information panel. Clicking on the button opens a win-
dow in which you can choose the ‘Year’. Click onto the year,
so that a window is displayed in which you can select the year
by moving the slider. Afterwards confirm it with ‘OK’.

‘Year’: Click in the text field where the year is displayed. This
will call up a slider you can use to modify the year.

By clicking onto ‘Month’, a menu is displayed allowing you to
choose the current month. Afterwards, the dates which are
displayed underneath change, so that they correspond to the
weekdays of the selected month. Now choose the current
date. Then you can set the time by moving the sliders and
finally confirm your settings by clicking on ‘OK’.

‘Format’: Use this to set the format of the time display. The Au-
tomatic setting bases itself on the language that has been set
in the system. The German or English format can also be used.

‘Auto. off after’: You can set the amount of time after which the
unit powers down automatically. You can set it (in minutes) to
stay on for up to one hour (in the Main Menu) until it powers
down or you can deactivate the automatic power off procedure
totally (slide the slider to the left).
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Archive

The ‘Backup/Restore Archives’ function allows you to store
saved data archives (colors, title texts, audio-effect combina-
tions) to a separate medium and later restore back into the
system. This way, you can access your archives data after a
full re-installation, or you can transfer data to a second unit.
Click onto the ‘Backup/Restore Archives’ button and a win-
dow will appear. This allows you to choose between ‘Backup’
and ‘Restore’. Click on the button ‘Storage’ to select as the
destination medium a CD/DVD, external Firewire hard disk or
USB key. Select one option and click on ‘OK’ and you will be
asked to enter a name for the stored file. Additionally, here you
will see all previously saved files. Confirm with ‘OK’ and insert/
connect (USB key, Firewire hard drive) medium as requested.
Should you choose CD/DVD when there is no appropriate
medium in the drive, you will be requested to insert a writable
medium. If you are using an already burned CD/DVD RW, the
system will first delete the contained data it is not possible

to add data to the disc! Then, the CD/DVD will be burned or
the data will be saved to the USB key or hard-drive. You can
confirm the procedure by pressing ‘OK’.

When you want to ‘restore’ data, you should insert the data
carrier in the unit or connect the external storage medium. You
should then select a ‘Source’ (CD/DVD, USB key or external
Firewire hard drive) and decide if you wish to ‘Overwrite exist-
ing files’ (checkmark in the box). Once you have opted for a
medium and pressed ‘OK’, you will be requested to insert the
medium or to connect the external medium containing the
archived data to your system. The backup data on the external
medium will then be copied to your system.

Information field

At the bottom left of the menu, there is an information field
with the program version number and the serial number of the
device. Click on the information field to bring up the system
information of your device.

Menu symbol
Clicking on the menu symbol returns you to the Main menu.
Clicking the right trackball button does the same.
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Image size \ Pixels \ Aspect ratio \ When used

HDV 2,073,600 16:9 This resolution is commonly used by AVCHD cameras and is compliant with the HDTV
1920x1080 standard

HDV 1,555,200 16:9 Is usually i=interlaced, and is the standard resolution of HDV cameras. Many cameras
1440x1080 can also be switched to p=progressive.

HDV 921,600 16:9 There are a few cameras that support only this resolution and that mostly record in
1280x720 p=progressive

SD PAL 414,720 4:3,16:9 Analog and DV quality of imported PAL footage

720x576

SD NTSC 345,600 4:3,16:9 Analog and DV quality of imported NTSC footage

720x480

i Interlaced, this means that the image has been recorded or is being displayed with half images
p: Progressive, this means that the image has been recorded or is being displayed with full (complete) images

4.2 Project settings

In this menu ‘Project settings’ you make the settings for your
current or next project. This affects, for example, the project
name, image size, and audio settings.

Your HD/AVCHD projects can be optimized for the resolution
of your camera or the output medium you have selected. The
settings of a project come after you have clicked on the For-
mat button. You can define the properties of your project here.

Note: You can only set the format for new or completely empty
projects.

It is now possible to create HD projects in the following resolu-
tions: 1920x1080, 1440x1080 and 1280x720. In addition to the
resolution, the aspect ratio can also be set. You can choose
between 4:3 and 16:9. If you have installed the Cinemascope
product, you can also opt for 21:9.

Once you close the settings by clicking on OK, they will be
displayed as text, to the right of the Format button.

The table on the next page contains an overview of common
resolution and aspect ratio combinations, and when they are
used. You should try to adapt the resolution of a project to the
camera you use the most.

Selection (hard disk): The ‘Selection’ button enables you to
switch to projects on a different hard disk. This function can
only be used if you have the paid add-on product ‘Store ‘n’
Share’. The function of this menu is explained there. The hard

disk partition used for this can have the following form: ext2
ext3 and ext4 as well as NTFS.

Name: S On the top edge (of the ‘Hard-drive’ section) you
see the ‘Name’ button. Clicking on the name-field brings up
the on-screen keyboard with which you can enter the de-
sired name for the hard drive. You can also see (on a suitable
system) which hard drive is currently in the system . This is
otherwise not possible because the label on the hard drive

is not visible when the hard drive has been inserted into the
machine .

‘Used capacity’: gives information on the space used on the
hard drive (in dark), and on the total remaining time (in light). A
display for individual projects is not possible because this dis-
play refers to the entire hard drive. Audio and video are pooled
together here. They ‘dynamically’ divide the area among
themselves.

The percentage value also takes into account the usage in the
Media manager and vice-versa. For example, when you export
a storyboard to the movie archive, the used capacity will in-
crease. In order to be able to use this capacity again, you must
erase the exported movie in the Media Manager (and empty its
trashcan).

Select (Project): Clicking on the ‘Select’ button brings up the
Select Project menu, in which you can select several different
projects. If some projects already contain scenes, the corre-
sponding projects are marked to the right of the project name
(with a little dot).

After you click on ‘OK’, the project you have selected is
displayed next to the selection button (e.g. ‘P 1’). If you want
to rename the project, click on ‘P 1’ (or ‘P 2’, etc .). The on-
screen keyboard appears so that you can enter another project
name. The chosen project name is also displayed in the edit
screen above the scene bin.

Only the currently active project can be edited. Exchanging
video data between different projects is possible using the
Clipboard feature in the Edit screen (Please refer to Chapter
4.7, item (20)).



Image size: S Under ‘Image size’ you have the choice
among Small, Normal, Large and Complete. We advise to set
this to ‘Complete’ for use with modern HDTV screens. The
image size can be changed at anytime in the current project.
It takes effect only when applying to the calculation of effects
and titles.

Format: The ‘Format’ button provides different settings. The
settings that are made here should be adapted to the footage
that is being used.

Resolution: 'S This setting allows you to set the basic prop-
erty of your project. This setting will usually be in accordance
with your video footage. If you have a DV camera and want

to edit this footage, you should set the SD resolution. Should
you want to edit an HD project, the product ‘HD Video edit’
must be activated. You will then be able to choose between
the following formats 720x576, 1280x720, 1440x1080 and
1920x1080. This selection will only be available in projects that
are not yet in use. Once you have selected a format and you
have started editing, it is not possible to revert back to another
format for that project. However, it is possible to import any
footage in the current project. This footage will then be scaled
to fit the resolution of the project.

Should you be mixing footage with different aspect ratios, it

is possible that this will lead to undesired side effects inside
effects, such as a change of aspect ratio.

Aspect ratio: 'S This is where you indicate whether your
project should have a resolution of 4:3 or 16:9.

Interlace: Cameras which support the ‘Progressive’ func-

tion only work with 25 frames (NTSC: 30) instead of 50 fields
(NTSC: 60) or half images (interlace) per second. If you activate
one of the Progressive formats, a warning is displayed say-

ing that you should only use this setting in combination with a
Progressive Scan camera. Otherwise you could limit the use of
effects.

If you have chosen a progressive format for your project, the
system will edit with a progressive (full frame) display.

Copy: S This enables you to copy individual projects.
There are several ways to make use of such a copy:

e Save the current version of your film, in order to try some-
thing without risking losing it.

e Create several different versions of a movie, for example a
short one and a long one.

e Save a ‘Start project’ to start all new projects with. This way,
your opening and closing credits, or your favorite background
music will always be available.
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Note: It is not possible to use the ‘Copy project’ function to
combine two projects.

To copy a project, you should select the project you want to
copy in the Project menu under Project - Select. This project
should not be empty. You can now choose what parts of the
project must be included in the copy:

e Storyboard

e Scene bin

e Samples

It can be useful not to copy the storyboard if you want to cre-

ate another version on the basis of the same material. In order
to create a direct copy, all checkmarks must be set. Now you

can select the destination project. Only empty projects can be
chosen here.

Note: You must have at least one empty project in order to be
able to copy a project.

It usually doesn’t take more than a few seconds to copy a proj-
ect.

Delete: Clicking on ‘Delete’ (in the Project area) opens a win-
dow which offers the possibility to determine which areas of
the selected project can be deleted. You have three options:
‘Delete Storyboard’, ‘Delete scenes’ and ‘Delete samples’. It
is possible to select two or even all three options at the same
time. A click on the box next to the option activates or deacti-
vates that particular function.

If you choose all options, all data (video and audio, and all ef-

fects) within the currently active project are deleted. All project
settings can now be reset. Project settings are fixed only after
video recording or creation has begun.

The following are not deleted:

e Other edited projects

e Archived colors and titles

e Effect modules, including those that have been installed later
e Installed fonts

e Other supplementary programs

If you choose only one function, merely this part of the project
will be deleted.

Information: The ‘Information’ button gives information on
project name, storyboard length, scenes and effects inserted
into the storyboard, and on the total number of existing scenes
and samples.

Backup storyboard: 8l The ‘Backup storyboard’ function
allows you to save the DV or HDV storyboard to an external
medium. This button is only available if there are scenes in the
Storyboard. Make sure to check what the mode of the but-
ton next to it is this setting very much determines the type of
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storage/backup. Additionally, you will be able to set a quality
setting from low to very high for a DV backup. In case of an
HD project, you will be able to set several quality levels for
the MTS mode. The maximum setting for HD projects cor-
responds to 16 Mbit/s (when using the RenderBooster) and
30 Mbit/s (without RenderBooster). Since the RenderBooster
achieves better encoding quality, lower quality levels result

in a very good image quality. However, in the film ultimately
present data rate also depends on the video, so that there can
be variations. Click onto the ‘Backup Storyboard’ button. You
must then select the destination medium (CD/DVD, internal/
external hard-drives or Firewire hard-drive). Then click on ‘OK’
and enter the name for the Storyboard you wish to save. You
will then be requested to insert or connect the medium. If you
are using the ‘HDV’ (in a HDV project) or ‘DV’ mode, the first
thing to happen is that the non-created effects are rendered.
If you are using the ‘DV-Backup’ mode, the footage is left
unrendered (see mode). If you are using an already burned
CD/DVD-RW BDRE, the system shall overwrite after you have
confirmed a warning. This means it is not possible to store
multiple backup sessions on one medium. Please remove the
destination medium only when you get a message that the
backup was successful and when any status lights on USB
devices stop blinking. To import the Storyboard again, read
the next section.

Restore storyboard: k8l The function ‘Restore storyboard’
makes it possible to load the previously saved DV footage
Storyboard back into the system.

Insert the CD/DVD or connect the Firewire hard-drive and start
the process. Once the data has been loaded, the automatic
split functionality (see chapter 4.7, item (21)) will kick in but
only if you selected the ‘DV-Backup’ mode. You will then be
asked if the recovered footage is to be added to the Story-
board or to the Scene bin. Inserting the scenes to the Story-
board will also add the saved effects in between them. If you
saved your work in ‘DV’ mode, the recovered material will be
added in the form of a normal scene. Make your selection and
confirm with ‘OK’ to find out the number of scenes to be cre-
ated. Confirm again and enter the Edit menu to work with the
recovered data. If you restore a backed-up HD storyboard, the
scene can again be split into separate scenes.

Mode: 88 The ‘Mode’ button has an ‘HDV’, ‘MTS’ (in the case
of an HDV Project), ‘DV’ and ‘DV-Backup’ setting. Before sav-
ing your Storyboard, set the option for an ‘HDV’ or ‘DV’ project
to save the entire material. Prior to saving, the all non-rendered
effects and audio is created. If you load the footage back into
the system with the ‘Restore Storyboard’ function, you will see
only one scene in the Edit menu (Scene Bin), named ‘Story-
board’.

If you use the Mode button to select the option ‘DV-backup’
before backing up the storyboard, the backup will not only
contain the footage of your DV project but also additional in-

formation. This will enable a Restore to reconstruct most of the
Storyboard: the different scenes will get their original names
again. The original sound will be restored, and the transition,
image processing and title effects will be restored with their
settings. Please note that inserts, the single audio tracks, title
texts and the settings of effects which have their own interface
can not be recovered (for example, PIP Studio). The same
goes for Insert scenes that are coupled with effects.

In ‘HDV’ projects, you can also use the ‘MTS’ mode. This
stores projects in ‘MTS’ format for play back on other compat-
ible systems.

Depending on your project, you will be able to set different
quality levels for your backup.

If you are using the RenderBooster (optional additional hard-
ware), and if it is activated and connected, you will have more
modes to select. In case of an SD project you will have the
additional modes MPEG-2, H.264 and MP4 at your disposal.
In case of an HD project, you will also be able to select the
H.264, MP4 and MP4 SD modes.

Delete backup: If you have saved your Storyboard to an ex-
ternal Firewire hard-drive, you can use the button ‘Remove’ to
remove all data of the Storyboard that was archived.

This menu symbol returns you to the Main menu, the
same as clicking the right trackball button.

4.3 Video settings

This menu ‘Video’ in the environment field is not available
when you have activated an HD project or when you are using
hardware that has no analog inputs. This is where you can
adjust the settings for an analog video signal with respect to
brightness, contrast and color saturation, as well as the se-
lected video input, when you are editing a DV or SD project.

Brightness o |100%

Contrast o | 100 %

Saturation o | 100 %
Input [SVHS Back =

S You need an active Silver or Gold Edition for this. You
can use this to specify the brightness, contrast, and color of
the analog video material before recording. This allows you to
see the footage as it will be digitized. This setting is not avail-
able when using DV or HD footage. It is possible, of course, to
use Image Processing effects to make corrections to recorded
video material after input, but this involves rendering time.

The better the material has been recorded, the better the result
will be. Corrections after the fact have their limits. A picture



that is too dark can never be as radiant as a picture digitized
with the correct lighting, even after using brightening effects.
Simply modify the settings until you have attained the desired
levels. When your source material changes, e.g. when bad-
weather pictures appear, then you can simply readjust the
settings.

Note: The settings ‘Brightness’, ‘Contrast’ and ‘Saturation’
cannot be changed, if you chose the input ‘DV".

Input: Below ‘Input’ the video input can be changed. You can
also add analog material, which is then converted by Bogart
SE to DV data. Digital and analog material can be combined in
the same project. The DV input device is often automatically
recoghized and labeled as such. After you have connected
the DV recorder, you see that the input, e.g. is titled with ‘DV
Sony’. This way you can quickly determine the connection has
been made.

If your device is equipped with an HQ audio input (optical
input, ‘High Quality’) you can also use a combination of analog
input and simultaneous HQ audio input.

The video settings menu works with ‘Overlay’, meaning

that it shows the incoming video signal in the back-
ground of the settings adjustments screen. Should the bar
bother you in its present location, a click on this button will
move it up or down at anytime. The screen pointer will remain
on this symbol, regardless of the location of the bar.

Clicking on this menu symbol takes you to the Record-
ing menu or to the Main menu.

4.4 Archives

Filmarchives J3 Musicarchives

Import Import
Export scene

Export storyboard

Quality [lighmn= Photoarchives

MPEG convert =) Import

Length (@] 000.03:00

S You need an activated Silver or Gold Edition, otherwise
these functions will not be available.

These functions allow you to import movies, sound samples
or pictures from the Media Manager in your current project.
Likewise, the storyboard can be exported to the movie archive
of the Media manager to keep it available for presentation.
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Film archives - Import film(s): Access the film archive and
import a film to your current Bogart SE project clipboard. This
is done via the Import menu, where you can select a film. As
films in the Media Manager may carry additional information,
you can enter certain data, such as a genre to filter only for
certain film types. If films have been assigned genres, the ar-
chives can be sorted according to genre, which makes it pos-
sible to narrow down your search for the scene you are looking
for. Use the ‘>’.button to switch to another level in the selec-
tion. Use ‘<’ to return a level or go up one selection. If you wish
to see all films in one list, select ‘All recordings’.

Film archives - Export scene: You can select a scene from
the scene bin and export it to the film archive. The scene bin
will be shown as a list in which you can select the desired
scene. Just to be sure, you can play the scene again in this list.
Click on ‘OK’ to place the scene into the archive. From there,
you can either keep, delete or move the scene to another
project. You can use this function if you wish to use the scene
in many future projects.

Film archives - Export storyboard:

If you wish to transfer an entire Storyboard rather than a scene,
use this function. Before exporting, the Storyboard is rendered
and is then stored in the film archive. This way, you can quickly
store different development versions of your storyboard or dif-
ferent versions of your movie in the archives and watch them
from there at any time. Before exporting, you should set the
image quality and possibly an MPEG conversion.

Music archives - Import audio:

If you have stored several sound samples in the music archives
of the Media Manager, you will be able to use ‘Import audio’ to
transfer them to your current project.

This way, audio can be collected in a central archive, making it
possible to access it from any project at any time.

Photo archives - Import photo(s): Just as with the music
archives, you can also store photos in Media Manager and use
them as scenes in your video projects. Enter a length to gener-
ate a video still scene from the photo.

4.5 Media Manager

S You need an activated Silver or Gold Edition, otherwise
this function will not be available.

The Media Manager is used to organize all your data and to
play finished projects. For more information on this subject,
please refer to the end of the manual (the Media Manager ap-
pendix) or use the Relax Vision manual. Both of them contain
detailed descriptions on this subject.
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4.6 Recording

If you are working in the Basic Edition, this button will take

you directly to the import menu. The top left field of this menu
displays the currently selected device. If you connect multiple
USB devices, you will be able to switch from one to the other.
You should now click on the device button and select the
device you want in the list. You will now be presented with a
list of the scenes found in the device. The way in which these
scenes are listed, may differ. It can be switched between all
scenes or a list with folders. To change the display, you should
click in the left-hand menu on the setting for files or folders.

If the setting has been changed, the list must be updated. To
this end, you should click on ‘Display contents’. If you have se-
lected the folder view, two extra buttons will appear below the
scrollbar: ‘<’ and ‘>’. These make it possible to change folders
on your medium.

Select the desired scenes in this menu. Use the multiple selec-
tion to choose all or some scenes. Selected scenes will then
be marked with a checkmark.

Individual scenes: Before importing the footage, you can
choose whether you want to import the scenes you selected
as individual scenes or all together as a single scene into the
scene bin. Should you wish to store all scenes separately, you
should select the appropriate checkbox.

Once confirmed, the scenes you selected will be imported into
the scene bin. Should you wish to store all scenes separately,
you should select the appropriate checkbox.

If you have AVCHD footage with very long recordings, the
recording will be split into several separate files, the result of a
file length limit. These data will be recognized when the foot-
age is input, and imported in a contiguous fashion.

Once confirmed, the scenes you selected will be imported into
the scene bin. You will then be able to work further on these.

S If you are working in the Silver or Gold Edition, more
functionality will be available to you in this menu.

This screen is a very important and fundamental one, since it is
used to record the raw material for your projects.
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You can now use the recording menu to switch between the
modes ‘Normal’, ‘Time’, ‘Photo’ and ‘Fast M.’. DV and HD vid-
eos can be mixed directly in one project. It is also possible to
record HDV and AVCHD footage in a DV project. In the same
way, it is possible to insert DV footage in an HD project. The

footage is automatically converted to the current project set-
ting. When importing via Firewire, the format will automatically
be recognized and displayed during the recording (SD / HD).
If the format is displayed in a yellow font, it is not compatible
with the project and will be converted during the recording.
You should pay particular attention to the format display, in
case you occasionally change the HD->SD conversion (iLink
conversion) of an HDV camcorder.

The USB recording function can now be used to import several
different video formats, in HD as well as in SD projects. This
allows not only to import AVCHD files, but also DivX or MP4
files, without having to take the detour via the Media Manager.
If you have AVCHD footage with very long recordings, the
recording will be split into several separate files, the result of a
file length limit. These data will be recognized when the foot-
age is input, and imported in a contiguous fashion.

Compatibility and quality can vary, depending on the source
material.

When you record analog video footage, only the recording
modes Normal and Time will be available. Except for that,
analog footage cannot be imported into an HDV project.
Analog source footage can only be recorded in an SD project.
Once the footage has been recorded, it can be transferred and
converted in an HD project via the clipboard.

By clicking on the volume display button you can call up

a volume display on the opposite screen edge which
serves to adjust the decibel (dB) level before or during record-
ing (not available in HDV projects). Try to set the level as high
as possible in order to achieve the best audio quality, but do
not overmodulate it (stay out of the red area). You can change
the level by clicking on the dB slider below it. The sound
becomes quieter (up to 30 dB) or louder (up to 20 dB), de-
pending on whether you move the slider toward the left or
right. Flashing blue or yellow means there are no problems and
flashing red represents overmodulation. Clicking on the volume
display button closes the volume display again.

This button is used to start recording once a video signal

is available. Please note that, when HD/SD signals are
being recorded, a video monitoring picture may not be dis-
played, depending on the monitor settings. For HD signals
there will only be a preview in the middle at the bottom. This
preview will not be in full size and at the full frequency. Re-
cording non-HD footage however, is shown in a full-size/
frame-rate preview. The control image shows the footage that
is being recorded on your device. Depending on your hardware
(on newer devices) the control image will be shown as a
so-called ‘read after write’. In this case, your control image will
be displayed as it is recorded on your hard disk. In this case,
the video footage is first saved on the hard disk and is only
then read and displayed as control image. For this reason,
there will be no video image for a few seconds after recording



has started. During this time, you will see an L in front of the
recording time. When the control image is displayed, a ‘P’ in
front of the recording time will indicate that it is a display from
the ‘Read after Write’.

While recording, a click on the right trackball button has the
same effect as pressing the stop button in the small display.
By alternately clicking on the left and the right trackball but-
tons, while the pointer is located over the recording symbol, it
becomes possible to separate desired footage from undesired
footage, while recording is taking place. If you want to divide
up your recorded video material, you should proceed to the
Edit screen when your recording is finished. You can find more
information in section ‘4.7 Editing’ under ‘splitting’.

There are two recording buttons in the recording menu. One is
used for taped recordings, the other is for USB imports.

Should you have HD data on an external medium or an AVCHD
camera which is connected via a USB-connection, you should
click on the USB-Import button. After that, you will be shown
an import menu.

Mode: 'S The selection button ‘Mode’ offers several pos-
sibilities. In HDV projects, they may partially not be available.

‘Normal’ indicates a normal recording. The setting ‘Time’
activates the ‘Time’ slider (see item (4)), with which you can
set the recording duration exactly. After this time, recording is
automatically stopped. The setting ‘Photo’ is appropriate for
single, flicker-free pictures. Casablanca records about a half
second of material that is then extended as a single image to
the duration you have set (see (4) ‘Time’). The video record-
ing mode ‘Fast M.’ allows you to create extreme fast motion
recordings using Bogart SE. To use it, connect your camera
and switch it to record mode. Make sure that there is no tape
in the camcorder. Focus and light should be manually set to
an optimal value. The camera should be able to stand on a
firm surface or be mounted on a tripod. The ‘live’ image from
the camera shall now be transferred to the video record menu
using the ‘Fast M.” mode at the intervals that have been set.
These single images are then used by Bogart SE to construct a
continuous sequence.
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The slider ‘Time’ is used to set the interval at which single
images are ‘shot’. For example, if you set the slider to
‘00:00:10:00’, Bogart SE will record an image every 10 sec-
onds. The slider allows for values ranging between 1 second
and 24 hours, making even extreme fast motion recordings
possible. If you exit the menu after a fast motion recording, the
recorded sequence will be placed as one scene in the edit bin
of the Edit screen. Make sure to use the correct video input in
the video settings.

Note: Fast motion does not record sound.

[; Name | Stop M. ]

Length

Frames/s | @ [1.25 [Select scene

[_ Display m Opt_f [T [_,

The ‘Stop M.” mode allows you to create animations, much
like the famous claymation films. Using this feature, the system
merely records images to create an animation using the stills.
This animation recording (unlike the ‘Photo’ mode) creates
scenes in the scene bin and automatically connects them. So,
to create an animation, connect the camera pointing towards
the object you wish to animate. You can decide if the scene

is to be added to a previous animation (using the scene bin
selection ‘Choose scene’), or if you want to create a entirely
new scene. Define the number of frames per second to be
recorded. As a rule of thumb, animations usually use 3 to 10
frames per second. More fluid animations can be achieved us-
ing about 8 to 10 recordings per second. The ‘Display’ button
changes the live image:

‘Live’ always shows the image as received from the camera.
‘Loop’ plays the last few single frames and the new camera
image. This is useful for checking if the new image suits the
animation so far.

The ‘Time’ slider is activated by the modes Time and Photo.
The Time mode allows setting the duration for the still scene
to up to 180 minutes. A duration for up to 10 seconds can be
set to a precision of a single image, while a duration of 10 to
59 seconds can be set to a precision of one second and from
1 minute onwards to a precision of 1 minute. In Photo mode,
a duration of up to 10 seconds can be set to a precision of a
single image, and up to one minute to a precision of 1 second.
You can always stop recording with the stop button, regard-
less of the time that has been set.

When a new scene is recorded, the system will automatically
name it (S1, S2 etc.). Its name is displayed below the record
button. Clicking on the name brings up the keyboard which
allows you to give scenes the name you choose.

After the scene name, you can see the length of the scene that
was just recorded.
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Rest: The field Rem. shows you how much time remains,
meaning how much video can still be recorded. This amount is
an estimate. This is especially the case for longer recordings or
for HD footage, because the system calculates the remaining
time on the basis of the level of detail of the footage already
recorded. The value is not recalculated until the current record-
ing is finished. If the quality settings change, the actual space
may be slightly more or less than this estimate.

Just like the video settings, this menu is superimposed

over the video. You can see the video during recording
and thus always decide whether you want to digitize a se-
quence or not. The symbol at the bottom left with the two
triangles moves the panel to the top edge of the screen. This is
useful if the panel happens to be covering important parts of
your material.

You can use the button above it to reduce the menu to a
much smaller bar, in case too much of your video image has
been covered. Then the only buttons available is the button
described above and the button (Recording menu symbol) to
restore the entire menu.

nﬂnmm DV control’ is done with these
five buttons. You can directly
control the connected DV device through the i-Link interface.
You should be aware that most devices are compatible, but
some are not. If this is the case, the DV/HDV device can be
started manually and should then input correctly. Seen from
left to right, the buttons are used to: stop the recorder, play,
pause, rewind, and fast forward. Rewind and fast forward have
three different effects. Fast rewind and fast forward are
achieved while the DV source is in stop mode, viewable slow
rewind and slow forward in play back mode, and frame-by-
frame backward and forward in pause mode.

The four menu symbols bring you

.-- directly to the Edit, Record/Edit, Video

settings, and to the Main menu screens.

4.7 Editing

This screen is used for most of your editing work, and for se-
quencing of trimmed scenes. This is the most important menu.

The view of the scene bin can also be modified or defined in
the menu under Settings-Storyboard, Timeline.

The menu can be displayed in different ways. The display de-
pends on the screen resolution and also depends on whether
you are using the Timeline or the Storyboard modes. Resolu-
tions higher than 1024x768 pixels (1280x720 for a 16:9 project)
will result in a slightly different edit bin screen section. All but-
tons described here are present in both view types.
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(1) The Storyboard is displayed in the top third of the Edit
menu. This is a tool that has been used since movies were
invented. The idea is to clearly lay out all the scenes of a pro-
duction in order to more easily implement editing principles. A
single frame, (the first pictures of a scene), are used as sym-
bols (‘thumbnails’) to represent the scene. A glimpse at the
storyboard allows you to grasp the whole story without having
to review all of the material. Traditionally, the storyboard was
a large board composed of hand-drawn pictures. Your system
uses an electronic storyboard.

Scenes are selected from the scene bin and put into order on
the storyboard, located in the upper section of the screen. In
the storyboard the selected scene is in the center. The se-
lected scene length (duration) is displayed above the scene

to highlight it. If you insert a new scene in the storyboard, it
will be inserted just after the current scene. If there is only one
scene in the storyboard, however, you will, only in this case, be
able to determine whether the next scene must be inserted in
front of or after this scene. Clicking on a scene in the story-
board causes it to be moved to the center (often referred to

as the ‘selected’ or ‘active’ scene). Depending on the chosen
resolution (see chapter 5: VGA mode), at least seven complete
scenes will fit into a visible part of the Storyboard. But there is
no limit to the number of scenes that may actually be present
on the storyboard. The storyboard can be scrolled to the left
or right. The starting point is to the left, and scenes are played
sequentially from left to right.

To scroll up or down in the scene bin, you can use the scroll-
bar on the right or the arrow button below. It is even faster



when you move through the scene bin using the left/right/up/
down arrow keys (cursor) on a Power Key keyboard.
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Go with the mouse pointer to a scene in the bin or the sto-
ryboard and let it stay there for a second. Information will be
displayed with respect to this scene or the effect that has been
applied to it. In the storyboard, you will see the name of the
scene and its length, in the scene bin you will also see if the
scene has been shortened (and the shortened and original
length) and if it has already been used.

Note: This function assumes that the option ‘Display bubble
help’ has been activated in the settings. Otherwise, nothing is
displayed.

play
trim
delete
mark
action

rename
set group

copy to clipboard

info

copy marked scenes to clipboard

If you click with the small right trackball button on a scene,
you will get a context menu that allows fast access to several
actions. This will greatly reduce your work when you have a
high screen resolution because the long mouse movements
necessary to trim or display a scene in the bin will no longer be
necessary. The functionality included in the menu is also avail-
able via buttons or options of the edit menu.

The menu allows you to play, trim or delete the scene. k8l You
can also mark the scene or put the pointer on top of it and
open its action menu for the markings. The scene can also be
renamed, be assigned to a group, stored in the clipboard and
its scene information can be accessed.

The Storyboard can also be displayed as a ‘Timeline’. For this,
you require a VGA, HDMI or DVI screen resolution of at least
1024x768 pixels, or 1280x720 for HDMI. To use the Timeline
display, you must activate it in the System Settings. Until now,
you have been using a Storyboard style editing suite, which
sorts the scenes in order of play back. These scenes are
tagged with symbols representing the effects. This (particularly
for beginners) very effective method can be further optimized
by also making use of a Timeline display (especially for more
professional use).
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The Timeline
An activated Gold Edition is needed for this function.

With the new system software, you can make use of the
Timeline display as opposed to the Storyboard method. This

is often preferred by many professional video editors. In the
Storyboard, all added scenes are shown as a sequence of
pictures, each representing a specific scene. Effects, inserts
and titles are also shown as pictures in the Storyboard. This
allows for a very clean and uncluttered display of the sequence
of scenes and effects used. Important information such as the
length of the scene in relation to the entire Storyboard can not
be seen right away however.

When viewing the project as a Timeline, you instead see
scenes and effects as bars positioned on a time axis. The
length of the bars is shown in proportion to the length of the
entire project. In addition, you can compare scene lengths
directly with each other.

Effects and inserts are also shown as bars in the Timeline. In
order to improve the overview, they are shown as separate
bars - or tracks as we’ll call them. Apart from the video track,
there’s a track for inserts, image processing effects, titles and
transitions. Above the tracks, there is a time scale to help you
keep track of the time position for the scenes and effects. The
Timeline is the central element for your video editing work.

You can activate the Timeline via System Settings > Story-
board options > Mode. Depending on the settings you make,
the system switches between the Storyboard and Timeline
display mode. This menu can also be used to access even
more settings to adjust the scene bin and the storyboard. The
Timeline is shown in the same way in the edit menu, as well as
the effect menu. The audio menu additionally shows the audio
tracks.

The top part of the screen contains the Timeline, which is
divided into different parts. The view depends on the settings
you have made for the Timeline. The top of the screens holds
the time scale for reading the time and position of scenes in
the project. You can change the time display type via System
Settings > Additional Settings > Time code display. Below the
time scale, you'll find the video track. All scenes are shown as
a sequence of bars or tracks, which can be zoomed at vary-
ing factors. One option is to zoom so that the first and last
frame of a scene are seen on the ends of the bar. The scene
name is shown in the middle. If the bar is too short to show all
elements, only the start frame is shown. If you zoom out even
further, only the scene name will be displayed. Each scene

is separated by a vertical line, representing the beginning of

a new scene. The active scene is highlighted by a different
color and is not, unlike the Storyboard mode, positioned in the
middle of the screen. In addition, the active scene (or the ac-
tive insert part) sports a bright line at the bottom.
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If you position an insert over a scene, you’ll find the insert
scene in the insert track, just below the video track. It is posi-
tioned correctly below the background scene. The elements
found in this track can also display frame pictures or just text,
depending on your settings. Below the insert track is the effect
track for image processing and title effects. The effects are
also precisely positioned in the timeline, on the basis of time
and their relation to the scenes. Just as scenes, effects are
shown as stripes, with a corresponding effect symbol in them.

Transitions can be positioned on the lowest track, they are
shown in a way which is similar to image processing effects.
The display method is the same as used for image process-
ing effects. As soon as you insert a transition, the video track
display will change. Two consecutive scenes will be placed
‘over each other’. The overlapping area will be shown as hav-
ing its own field, at the same length as the transition. The field
contains a diagonal yellow line. In addition, depending on the
setup, two smaller images representing the first and last frame
of the area may be shown.

To the right of the Timeline, you can see a larger version of first
frame of the currently used scene. Directly below the image,
the scene name and the scene length. Below this, there are
various settings for ‘Range’ and ‘Zoom’ to help you define the
best possible overview for the Timeline part you are working
on.

Zoom +: Zoom into the Timeline display to improve visibility of
short clips and effects. Each click doubles the zoom area. The
time scale carries information about the currently displayed
area in seconds (s) or minutes (m).

Zoom -: Zoom out of the Timeline to improve the overall
overview of the project. If you are using long scenes, a smaller
Timeline view may be more appropriate. Each click makes the
view half as small.

O: This button switches the view to 20 scenes wide, but at a
maximum of 10 minutes length of your project. The current
scene is shown in the middle.

N: This normalizes the view and the current scene uses up
about 25% of the video track space.

Range: This function is used to set an area length for display-
ing the Timeline in seconds or minutes. The time scale then
switches to the value you are using. To set the value, click into
the number field for ‘Range’ and use the keyboard to enter a
number.

s for a range in seconds (1-60)
m for a range in minutes (only complete minutes)

number. If you enter a number without a letter, the number will
be set up in seconds per default. Also in the effect menus the

Timeline is displayed in the same way as described above. The
audio mix screen displays the audio tracks below the Timeline.

In this area, you will also find a play button and a stop but-
ton, as well as a counter. In this area, you will also find a play
button and a stop button, as well as a counter. This specific
play button starts playing your storyboard in a small preview
window in the top right area of the screen. This window can be
seen in your storyboard while the counter to its left indicates
the point in time of the play back. Play back is stopped with
the stop button. There is no pause function.

Play back always starts with the first scene of the current
Timeline view, not with the currently active scene. A vertical
bar in the Timeline indicates the current position during play
back. When play back goes beyond the visible part of the
Timeline, it will scroll further in order to remain current. The
scene currently displayed is highlighted. Should you stop the
play back, the scene last displayed will remain active.

The Timeline offers a very fast method for switching over to
an effect menu. If you want to change or delete an effect in
the Timeline, click onto it directly in the Timeline itself. You
will then be transported to the respective effect menu with the
options for the effect you have selected. Activating an effect
in the Timeline also activates and highlights (with color) the
corresponding scene. The scene will also be marked by a
bright line that highlights the relation between the effect and
the scene. This is particularly useful when working with inserts.
If you are working with an insert in the Storyboard and wish to
apply a transition to it, the line will help you to see if the effect
will be positioned at the beginning of the insert (Storyboard
scene during insert sports a low line) or at the end (the scene
has a line). If this part of the scene is brightly underlined, the
transition will be placed between the marked and subsequent
scene.

Using the timeline to edit audio

In the audio mix, the timeline is constructed in the same way
as in the other menus. Additionally, the audio tracks are being
displayed.

The top audio track is the original sound belonging to the
scene above it. If there is a transition effect between two
scenes, the crossfade will also be applied to the correspond-
ing original sound, by means of a diagonally divided range.
Positioning and manipulating audio in the Timeline menu is
generally similar to the well-known Storyboard view. Across
the entire area, the audio tracks show status bars, giving you
information (via its color) about the audio below. If the audio
is rendered, and the volume levels are adjusted correctly, it
will be shown in blue. If the audio is overmodulated, it is red.
Finally, unrendered audio is shown in yellow.

At the bottom left of the menu, there is button to switch the
view. This makes it possible to quickly switch between Time-
line and Storyboard View.



Setting up the timeline
Setting up the timeline is described in item 3 of Chapter 4.1
System settings.

(2) To scroll through the Storyboard, click on the slider below
the Storyboard and roll the trackball to the right or to the left.

(3) The buttons ‘<’ and ‘>’ next to the slider can be used to
move from one scene to the next in the storyboard, one scene
at a time.

(4) The buttons ‘|<’ and ‘>|’ take you to the beginning or end of
the storyboard.

_ (5) You can use the Play button to the right of the
slider to play the storyboard, beginning with the
selected scene until the end of the storyboard (or until you
stop playing either by pressing the Stop button which is now
visible, or by clicking the right trackball button.) In addition to a
representation of a scene or the Storyboard, sound modulation

is also shown. This way, you have a means of assessing the
sound mix.

.
Castle Tower

Halt at this scene [m

When the Storyboard is played, a window can be displayed
with information relevant to the scene that is being played.
The reference image from the storyboard and the name of the
scene are being displayed.

In addition, you have the ability to stop playing at the scene
that is being displayed, regardless of where play back was
started. This information window is quite large. It should there-
fore only be opened for information purposes and should not
usually remain open when everything is being played. If you
use your system in dual-monitor mode, this information will
automatically be displayed in the playback window on the VGA
monitor.

Note that the displays quality may be lower than the actual
output, depending on the screen-mode used (e.g. in single-
monitor VGA mode). You also have a pause button which you
can use to stop play back until you press the pause button
again (or press the play button). The last frame appearing be-
fore the pause button was pressed remains as a single picture
on the monitor until playback is resumed.

(6) Click on this button to display information about the

Storyboard. You’'ll see the project name, the current
position of the Storyboard (the time is displayed), the length of
the whole Storyboard and the remaining length (after the
current position).
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(7) This button starts the Storyboard rendering process.

All effects found in the Storyboard are rendered, as well
as the audio. It has the same effect as the render button in the
‘Finish’ menu, allowing you to render the complete Storyboard
in one go (if you want to avoid seeing unrendered parts).

(8) Recorded scenes appear automatically in the Scene bin in
the lower section of the screen. They are represented as small
thumbnails (the first frame of the video scene). In video mode
(not VGA) up to eleven scenes can be viewed simultaneously
in the scene bin. For more than eleven, the slider (item (9)) is
then used to scroll to the desired scene. The edit menu display
resolution depends on the monitor mode used.

With resolutions higher than 1024 x 768, the scene bin will be
organized in multiple rows. Scenes from the scene bin that
have been inserted into the storyboard are indicated by a small
white triangle in the upper right corner of the scene, or they
can alternatively be hidden using the options. A scene in the
scene bin can be tagged with various symbols.

>’ = The scene is trimmed in the IN area

‘<’ = The scene is trimmed in the OUT area

‘X’ = The scene is rendered, is an empty scene, has been im-
ported or contains rendered parts

‘A’ = The scene is also used in the Storyboard

‘n’ = The scene is marked

‘p’ = This is the current scene

In the scene bin (right), you can see the project name you have
chosen. When using a higher resolution, you will see a larger
view of the currently selected scene on the right side.

(9) The slider below (right) the scene bin is used to select the
scenes to be displayed. The buttons next to the slider can also
be used to move through the Scene bin one scene at a time.
The buttons ‘|<’ and ‘>|’ are used to jump to the beginning or
the end of the scene bin. The ‘<’ and ‘>’ buttons will move
through the scene bin one scene at a time.

(10) The play back button is to the right of the Storyboard
slider. This button is used to play back the active scene dis-
played in the center of the scene bin. Stop and pause buttons
are also available.

(11) S Clicking on the ‘i’ button displays a window show-
ing information about the activated scene in the scene bin.

In the upper part of this window you’ll see the time code, the
recording date, the recording time and the format. Further, you
can call up the keyboard by clicking on ‘Enter/ change com-
ment’ in order to add your notes to this scene, which then will
be displayed in the lower box. Clicking on ‘OK’ confirms the
notes, so that it will be displayed in this information window
when it is called up again.
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(12) In case you have not yet renamed the scenes in the
Record screen, you again have the chance here to give the
scenes your own names. Simply select the desired scene in
the scene bin and then click on the button below the large

preview image on the right of the scene bin to bring up the on-
screen keyboard. If you have the Power Key option, then you
can use this keyboard to clear the old name and enter a new

name.

(13) Many users require ‘overlapping’ of certain video se-

quences with other scenes without changing the original audio.
Example: A music video must be created. A complete record-
ing of the singer is available. Certain portions of this recording

are to be substituted with other scenes, but the view of the
artist singing is to reappear several times. The movement of

the singer’s lips should always be synchronized with the mu-
sic. This means that the original audio does not change, even

though scenes are changed.

With an Insert-edit, the selected scene in the scene bin is over-

laid onto the Storyboard. Only the video is overlaid, not the
audio of the scene. Clicking on ‘Insert’ overlays the selected
scene in the Storyboard with the selected scene from the
scene bin. The scene in the Storyboard (background) is then
partially or completely covered with the insert scene (fore-
ground). The background scene must, of course, be longer
than the foreground scene.
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The range (start position, length) can be set freely and changed
at any time, even after the Insert is placed. Every click on ‘In-
sert’ leads automatically to a Range menu. The starting point,

which is by default set to the first frame of the insert, can be
moved towards the end (‘Start’ button). To do this, you have

to select ‘Position’. Now you can see the background scene.

To trim the insert-scene either from the front or from behind,
switch the selection button to ‘Trim’ so that you can see the
‘IN” and ‘OUT’ buttons. During this setting, you can see the

background scene. Set the selection button to “Trim E’ so that

you can see the insert-scene instead.

The “Trimming small’ mode is used to show both foreground

and background scene in smaller versions. When trimming an

Insert scene, you’ll see the ‘Foreground IN’ and ‘Foreground

OUT’ screens. Above, you’ll see two smaller screens depicting

the scene frame just prior (‘Backgr.IN-1°) and after (‘Backgr.

OUT+’) the insert. In this fashion, you have all the information
about the insert length and the position on top of the base
scene.

Using the ‘Position, small’ mode, you will see the same layout
of the menu, however, in this case you are moving the insert
scene on top of the background scene. The preview for ‘Start’
and ‘End’ shows you the position of the background scene,
where the insert begins and ends. The smaller scene images
above show you the ‘IN’ and ‘OUT’ frames of the insert itself.
Press play in the Insert menu to monitor how your insert has
been added. Click the Play button to play your insert. The Sto-
ryboard is played from 2 seconds before to 2 seconds after the
Insert. While this is being played, the original audio track of the
Storyboard scene is also played. This gives you good control
over the position of the Insert. To the right of the play button,
there is a special play button. When you click on this play but-
ton, a split screen will be displayed.

Play

Background Insert

I

002.19:03

The left image shows the background scene and the right im-
age the Insert scene. Since the combined play back begins a
little before the Insert scene and stops only after it, you will see
the storyboard scene in both fields at this time. Play back can
be paused, restarted and stopped at any time. When you exit
the Insert positioning and return to the Edit or Main menu, your
settings will be saved. The so-called ‘background scene’, in
other words the Storyboard, can be split in three parts:

1. The background scene before the insert
2. The Insert part
3. The rest of the background scene after the insert

This division allows you to place any number of insert se-
quences onto a single background scene. It is also not neces-
sary to manually split the long recording of the singer, since
this is done automatically. Inserts are indicated in the story-
board by a symbol (two overlapping rectangles) in the upper
part of the scene in the storyboard and can be removed at
any time. Divided background sequences are automatically
put back together. The button ‘Remove’ offers the possibility
to delete the first and the last part of the background scene in
front of or behind the insert scene. Transition effects can also
be used. The operation is hardly different from the usual pro-
cess. One difference is that the length of the Storyboard does
not change. This is important, since the unchanged sound
would otherwise no longer exist. Instead of a hard fade-in of
the insert scene, it will -depending on the effect- be faded-in



smoothly. Therefore, the transition is entirely at the expense of
the insert scene. In the Insert menu, the audio envelope can be
faded in and out, using the speaker symbol. You can find more
details in Chapter 3.2.

Neighboring insert scenes can also be connected with transi-
tion effects. For this to be possible, the system must push the
next insert scene forward for the duration of the transition.

(14) After you have added an insert and if the scene is still
selected in the Storyboard, you can use the ‘Range’ button to
modify inserted scenes. These scenes can either be moved
(Set the mode to ‘Position’, and then click ‘Start’.) The Insert
scene can also be re-trimmed at the beginning or at the end
(using the ‘IN/OUT’ buttons in Trim mode). The function “Trim
E’ allows you to see the insert-scene while trimming.

For insert scenes, the user is taken to the usual Range menu.
Here also you can display and hide the audio wave form with
the loudspeaker symbols (section 3.2 ‘Envelope and audio
scrubbing’).

If you click on the ‘Range’ button while no insert scene is
activated, you can reach every position of the activated scene
or of the entire storyboard. This function is helpful if you have
added a very long scene to the storyboard and want to view
its middle position. You can reach the desired position by the
help of the button ‘Position’ or with the arrow buttons. The
slider to the right shows the current position in relation to the
complete Storyboard. The position can also be changed by
clicking the play button; the stop button stops the play back.
If you exit the ‘Range’ menu by clicking on ‘OK’, the new
position is confirmed and you will be taken to this Storyboard
position.

Use the button with a camera icon, to transfer the current
scene image to the picture archive of the Media Manager. Im-
ages that have been exported this way, can then be accessed
from the Media Manager picture archive. The images will be
put in a ‘Bogart SE’ folder in the archive. The name of the im-
age is created on the basis of the project name and the image
position.

Note: Exporting an image from a scene is also possible by
means of the Opt button in the editing screen.

(15) Scenes are added to the storyboard from the scene bin.
The selected scene in the scene bin is added to the storyboard
by clicking the ‘Add’ button. The added scene always appears
after the currently selected scene in the storyboard.

There is one exception. When the very first scene is the cur-
rent scene in the storyboard, the user is asked by the system
whether the scene to add should be put In front or behind
the first scene. It is also possible to cancel. If you add the
scene before the first scene then you will be asked -if there
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is audio on a music track- whether the music track should be
shifted backward. Answering ‘Yes’ causes all audio tracks to
be shifted (synchronized to the picture). ‘No’ causes the free
music tracks (by default sound tracks 3 and 4) to stay at their
time position, and this causes them to slip under another pre-
vious scene. When the scene has been inserted, the original in
the scene bin can be deleted or trimmed without affecting the
storyboard scene.

(16) The function ‘Remove’ deletes the scene located in the
center of the storyboard. An ‘Insert’ scene can also deleted,
and this covers the background. If you have already created
audio and this affects the scene that is to be deleted, you will
receive a warning message. When a scene is removed from
the storyboard, this scene will automatically be activated

in the scene bin. This will enable a fast re-sort of the story-
board, since the scene that has just been removed must not
be searched for to keep it ready for re-insertion. If you have
marked several scenes in the storyboard, you will be able to
use ‘Remove’ to remove all of them directly from the story-
board. If you have markers in the storyboard, a click on the
Remove button will offer you a choice between removing all
marked scenes or only the current one.

(17) Clicking on ‘Replace’ causes the selected scene in the
center of the storyboard to be replaced by the active scene

in the scene bin. This can be a completely different scene, or
the same scene with different In and Out points. For example,
if you find that a scene is too long and needs shortening. If
the scene makes use of effects, remember that changing the
scene may result in a different effect length. If the new scene
is shorter than the previous one, it may also affect the audio
tracks below. You will get a text message to this effect before-
hand.

Note: Trimming scenes in the Storyboard can be a lot easier
with the optional Power Key keyboard and software.

(18) S The ‘Search’ button makes it possible to find the
same scene in the scene bin that is currently selected in the
storyboard (assuming it has not been deleted or renamed). Af-
ter clicking on ‘Search’ the scene in the scene bin is activated
and can, for example, be trimmed. Finally, the scene in the sto-
ryboard can be replaced with the newly trimmed scene. If you
have deleted the scene from the scene bin, then after you click
on ‘Search’ the message ‘The scene was not found. Should it
be restored?’ will be displayed. If you then click on ‘Yes’ and
the scene will again appear in the scene bin. This function

can be activated at any time, even after restart, after which a
deleted scene cannot normally be re-created.

Note: Searching for scenes in the Storyboard can be a lot
easier with the optional Power Key keyboard and software.

(

19) ‘New’ creates a scene whose duration (‘Length’) can be
freely set and various content that is available to you from a
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selection list. This is very interesting for leaders and trailers
(black video), but also for certain transition effects. The length
of the scene can be set using the slider (max. of 1 minute).
Alternatively, enter the length directly. Clicking on the button
‘New’ causes a list of various options to appear. The list is
already split. The top part, above the dividing line, shows al-
ready used effects. This is the favorites list. It contains the last
10 used effects. You can use this list for faster access to these
effects. Below the line, you can see the regular effect list. The
following new scenes are available in the standard version:

a) Countdown
b) Color bars
c) Color

d) Ksebara

e) Pattern

f) Black

Further effects are available on additional CDs/DVDs that you
can obtain either as full or demo versions from your dealer.
You can select a new scene simply by clicking on it or by acti-
vating the slider control.

a) Countdown

This function creates a countdown effect. For each second, it
shows a number counting backwards. The properties of the
counter can be modified. You can change the font and style
used. The background picture for the countdown can also be
changed. If you want to show a background picture instead

of a color or pattern, set the alpha channel value to 0%. This
makes the selection completely translucent and allows you to
select a background picture. The current project’s scene bin
will be shown, allowing you to select a suitable image from the
available scenes. If the background scene is shorter than the
countdown, the scene will repeat. If it is longer, only the neces-
sary part will be shown.

b) Color bars

This scene creates a striped test image according to the stan-
dard IRE 100 (for PAL) or IRE 92.5 (for NTSC) with changeable
duration. In professional usage, it is normal to have a color bar
test image several seconds before each video project.

c) Color

This option creates a one-color scene that is mainly used as
background for titling. Selecting the option ‘Color’ opens the
color box so that you may select a color.

d) Ksebara

The ‘Ksebara’ function allows you to convert Video DVDs that
have been created with Arabesk back into a video scene. Click
on ‘Import’ and then on ‘Display contents’.in the selection
window.

The menu will allow you to select films from the Video DVD
(you can select multiple entries). Press OK or ‘All’ and wait until

the import has finished. This can take a few minutes. For each
film, a separate scene will be created. The scenes are added
to the scene bin of the current project.

Note: Please remember that the scene will most likely display
compression artefacts compared to the original footage. DVDs
are compressed with MPEG Il. The sound of the DVD must
also conform to the norm (PCM of MPEG Layer I/ll). Audio in
Dolby Digital AC3 will not be imported.

It is not possible to import a Blu-ray production with this func-
tion.

e) Pattern

After you select this button, you see the ‘Select pattern’ button
to the right. Click on this button to open a screen in which you
can select a pattern. The special effect called ‘Pattern’ applies
the aspect ratio of the used pictures and patterns to the 16:9
format (in PAL and HD). Activate the function ‘Enable distor-
tion’ to stop this correction.

f) Black

This mode creates black video that can be used as a back-
ground for titles or combined with the transition effect Cross-
fade for fading into and out of a video.

Below the selection list you find the ‘Preview’ button. On the
right-hand side, you will be able to set the scene length to a
maximum of 1 minute. To make quick settings possible, we
have put frequently used scene lengths below, for direct ac-
cess. Clicking on OK brings you back to the editing menu. The
scene, named after the effect, is now available. Clicking on the
button ‘Full size’ (if your system is provided with this button)
brings up another menu that again displays the effect options
in the area to the right. In the left area you see the ‘Frame’
slider under the effect name. With this slider you can set the
point in time in the new scene you wish to see.

Below, you can see the button ‘Display’. In the case of these
effects, it does not hold any further options. The function is re-
quired for other effects options. You can also shrink the panel
by pressing the button above. With ‘OK’ the settings for the
effect options in this menu are accepted and you are returned
to the ‘New scene’ window. With ‘Cancel’ you exit the ‘Single
image’ menu without having made any changes. The arrow
button serves to move the single-image menu to the top edge
of the screen.

Next to the ‘Full size’ preview, you’ll find a loop preview option.
This plays a small preview of the scene with all current set-
tings. You can directly change options and see the result in the
animated preview.

The selection button displayed below the ‘Preview’ button of-
fers several settings. The function ‘All’ shows all possible ‘New
scenes’, which can be found in the system. ‘Default’ shows
the scenes, which are integrated in the system, ‘Favorites’ are



the ones you have recently used or have selected in ‘Settings-
Effects, Rendering-Edit favorites’. and ‘Optional’ shows only
the scenes, which have been installed afterwards.

(20) In the ‘Special’ menu you find various special effects and
all image processing effects.

Listing of all image processing effects under this item has a
special reason: multi-layering. If you want to edit a scene with
several image processing effects then you must first activate
the scene in the scene bin. Then select the image process-
ing effect from the list in the ‘Special’ menu, (not in the image
processing effects screen). The image processing effects
listed in the ‘Special’ menu are not applied to a scene in the
storyboard. Instead, a copy is made of the active scene in the
scene bin. The copy incorporates the effect, and its name is
supplemented with SP, SP 2, etc. You can repeat this proce-
dure at will. (see also section 4.10 Image Processing effects,
item (12)) The list is separated into two sections, the first of
which is also divided. The top section contains the effects you
already used, if the option has been activated in the extended
settings. This is the favorites list. It contains the last 10 used
effects. You can use this list for faster access to these effects.
Below the line, you can see the regular effect list.

Some of the special effects (the ones listed in the upper
part, or when the frequently used effects are inserted, in the
middle part of the list) can be applied to scenes in the scene
bin. After rendering, a copy is made of the scene with the cal-
culated effect. The starting point is always the scene selected
in the scene bin. Here too, there is a preview and -for some
effects- the single image menu (only available if you are using
an activated Gold Edition). Below the effect names, the effect
options are on the right, and the Image button on the left, with
which you can set the time point of the scene that you want to
use. The button ‘View’ provides a few options.

With ‘Original’ you can view your original scene, with ‘Effect’
you can view your scene with the special effect applied, and
‘Orig. + Effect’ puts the original scene on the left screen half
and the applied effect on the right half, so that you can directly
compare them. Additionally, you will be able to view the scene
in its original version and with the effect, completely but in a
smaller version.

The option ‘Compare’ divides the screen into two parts. To
the right you see your new scene (with effect) and to the left

a scene that you can freely choose from the scene bin using
the button ‘Choose scene’ positioned below. This enables, for
example, an exact color adjustment. The effect options can be
set directly in this window. You’ll even get a real-time preview
without having to confirm the selection with the slider. With
‘OK’ the settings for the effect options in this menu are ac-
cepted and you are returned to the ‘New scene’ window. With
‘Cancel’ you exit the ‘Single image’ menu without having made
any changes.
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Further on you’ll see a selection button below the ‘Preview’
button, which offers you a few functions. The function ‘All’
shows all programs which are to be found in the system.
‘Default’ shows the scenes, which are integrated in the sys-
tem and ‘Optional’ shows only the scenes, which have been
installed afterwards. ‘Favorites’ are the ones you have recently
used or have selected in ‘Settings-Effects, Rendering-Edit fa-
vorites’. It is also possible to only include one add-on program
in this list. This function is helpful if you have installed several
effect packages, but only want to work with one at a time.

The arrow buttons serve to move the single-image menu to the
top edge of the screen.

Copy A scene can be copied as often as desired within the
edit menu without requiring additional space on the hard drive.
Copying also requires no time. You can simply select one of
the scenes by clicking on it. The outline of this scene changes
to blue. Clicking on ‘Copy’ creates a copy immediately. The
copy appears in the scene bin with the same name as the
original, with the suffix ‘.K’ (e.g. Vacation.K). By creating such
copies, it becomes very easy for example to test several dif-
ferent scene lengths in the storyboard. Instead of inserting
one scene and trim and replace it several times, you can now
simply create several copies. You can trim these to the desired
length and replace them for testing until you have found the
right length. In case a previously used length was a better fit,
this will always remain available, without new trimming. Super-
fluous copies can be deleted afterwards.

Jitter Sometimes, a jitter or stroboscopic effect is desired.
This can lead to a change of pace or give your video an artis-
tic note. Simply pick a scene, select ‘Special’, click on ‘Jitter’,
then set the Still time (still time 000.00:04 = one image remains
as it is for a length of time corresponding to four frames), and
in ‘Type’ select between ‘Half frame’ and ‘Full frame’. Now you
have created a stroboscopic scene that has an extension ‘RU’.
The option ‘Full Frame’ has an improved picture quality and

is recommended for scenes with little motion. The full image
option results in a better image quality and is recommended
when there is not much movement in a scene. For scenes with
considerable motion the option ‘Half Frame’ is recommended.
Audio is not affected by jitter and remains lip-synchronized.

A preview of this effect is not possible. If you click on the ‘Pre-
view’ button, a white, crossed-out circle appears.

Backward Clicking on the button ‘Backward’ creates a scene
with the extension ‘RW’ which has the same length as the
original, but runs backward. The audio is also run backward.
You can mute the audio in the ‘Audio Mix’ screen if you don’t
want to hear it. This function can be used to reverse camera
movements, to lengthen a scene where it is run forward and
backward.
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Still scene Frequently a still scene is required in a video. For
example, when introducing actors. Bogart SE can quickly cre-
ate such stills, without noise lines. The selected scene (with

a blue frame) is simply frozen at its first frame for the length

of time set (up to 1 minute), using the slider to the right. Any
remaining part of the scene after the first frame is not used to
create the still image. If you want to have a specific still image
that is not the first frame in the scene, then simply copy the
scene and trim it down to where the first frame is the desired
one, then apply the Still Scene function. The created scene has
the extension ‘SC’.

Under Type you have the choice between Half Frame and Full
Frame, whereby Full Frame has a better quality and is recom-
mended for scenes without too much motion. ‘Frame’ means
that Bogart SE tries to remove unwanted artifacts which occur
during fast movements or also during quick camera pans.

If the movements are not too dramatic, you will gain better
results and a very calm still by choosing ‘Full Frame’. In some
rare cases, it may be better to use the ‘Field’ option. There is
no audio for still images.

Scene --> Sample This function copies the original audio

of the active scene contained in the scene bin to the audio
sample list of the audio menu. The new audio sample is named
the same as the video scene it was created from. If you click
on the ‘Preview’ button, a white, crossed-out circle appears
meaning that preview is not possible.

Slow motion ‘Slow motion’ creates a scene that is a copy

of the original but which runs more slowly. You can specify
the delay factor with a slider. The higher the delay factor, the
slower the scene. A value of 2 (the smallest possible value)
creates a scene that runs at only half the speed of the original.
If the original scene was, for example, 4 seconds long, then
the scene in slow motion is 8 seconds long. To calculate the
length of the new scene, the scene length must be multiplied
with the delay factor. The finished scene with the extension
‘ZL’, can be trimmed like any other scene and placed in the
storyboard. Effects can also be applied if needed. Bogart SE
plays the scene more slowly than the normal 50 images per
second. Movement can be jumpy. The extreme slow motion
known from sports transmissions is only possible with the use
of expensive special cameras that can film at a much higher
frame rate per second. A preview of this effect is not possible.
If you click on the ‘Preview’ button, a red, crossed-out circle
appears indicating that preview is not possible.

Quick motion ‘Quick motion’ works principally the same way
as slow motion, but creates a new scene that runs faster than
the original. Here you can specify a speed-up factor between
2 and 50. Uneven values are recommended in order to obtain
full resolution. The new scene has the suffix ‘ZR’. You calcu-
late the length by dividing the time of the original scene by the
specified speedup factor. Here, too, a preview of this effect

is not possible. If you click on the ‘Preview’ button a white,

crossed-out circle appears indicating that preview is not
possible.

Clipboard S (only available if you are using an activated
Silver or Gold Edition)

Clipboard
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This is a function for temporary storage. This clipboard is also
accessible directly from the edit menu, via a dedicated clip-
board button.

Select ‘Clipboard’ to access a selection menu. You can add
scenes from the current project to the list or choose an item
from the list to be added to the current storyboard. The top
part of the menu shows a list of all scenes in the Clipboard.
When you first use this function, the list will be empty.

These are the available functions:

Add current scene: The currently selected scene (in the scene
bin) will be added to the clipboard.

Add other scenes: If you wish to insert another image of this
project in the scene bin, this is the button you should use. You
will then be shown the scene bin of the current project, in a
magnified display, from which you can select the scene to be
inserted.

Insert all marked scenes: If you have marked several scenes in
the scene bin, you will be able to insert all of them together in
the clipboard.

Add scene from different project: You can add any scene from
one of your projects. To do this, first select the right project
and then choose from the scene bin of this project.

Remove scene(s): This option is only available if you activate at
least one scene in the list. All marked scenes will be deleted.

Import scene(s): This option is only available if you activate at
least one scene in the list. All marked (tagged) scenes will be
imported into the current project.



Options: You can choose if trimmed parts of a scene are cop-
ied as well. You can also choose to import scenes with a dif-
ferent format, if required. You will then see the inserted scenes
in the scene bin. The scenes might have new numbers if the
scene or scene name are already present in the scene bin.

Click on the function ‘Remove scene’ in the clipboard. This
will open the ‘Remove scene from the clipboard’ window in
which you can select the scene you want to delete from the
clipboard. Using checkmarks, it is possible to select more than
one scene. You must then click on OK to delete the scenes.

Note: If you click on ‘Remove scene’, you will see that the win-
dow that pops up has a ghosted (grayed out) OK button that is
not selectable. This is a security function to prevent the acci-
dental deletion of a scene. However, if you really want to delete
a scene, you should then click on the scene you want to delete
(even when it is already displayed with a gray background) and
then on the now activated OK button.

The function ‘Scene with project choice --> Clipboard’ is
meant to allow quick access to scenes from other projects,
without having to first open the project settings.

Clicking on the button ‘Scene with project choice --> Clip-
board’ opens the ‘Select project’ window in which you can
select one of your projects from which you want to export a
scene. After you have marked a project and clicked on OK,
the scene bin of this project will open from which you will now
be able to select the desired scene. After confirming with OK,
the scene will be in the clipboard. Now you can click on the
‘Clipboard --> Project’ button. This will open the window in
which you can select the scene just exported. After confirming
with OK, the scene will be imported into the scene bin of your
current project.

The most important function of the clipboard is to provide a
temporary storage for video scenes that you will eventually use
in other menus. The clipboard goes beyond projects. It is, of
course, also possible to use the clipboard to take video foot-
age from a DV project and use it in an HD project.

In order to quickly deposit scenes in the clipboard, you can
do this by means of the keyboard, if the Power Key option
(add-on) product has been activated. Press the b key to insert
the currently select scene in the scene bin in the clipboard,
after confirming. Use the key combination Ctrl+b to insert the
current scene and to activate the next scene in the scene bin.
It is also possible to select scenes that should be included in
the clipboard and then simply press ‘b’. You will then confirm
that all selected scenes must be put in the clipboard. ‘Nav+b’
directly opens the clipboard menu. Should you switch to an-
other DV project and use new project settings, then the scenes
already contained in the clipboard are marked with an asterisk
and may not be usable. If you select one of these scenes in
order to insert it into the scene bin, the following message
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appears: ‘These scene properties do not conform to project
settings!’. The scenes contained in the clipboard are deleted
when you turn off your machine. These special image process-
ing effects (only to be found in the edit menu) are shown first in
the list.

The remaining effects in the special menu are the same as the
image processing effects (the individual image processing ef-
fects are explained in chapter 4.10).

(21) In general, you will record scenes that have more than one
camera setting (take). These scenes must usually be split up in
order to make the video you intend. You can skip this step only
if you want to keep the complete footage as is without transi-
tion effects.

Clicking on the ‘split’ button brings you to the split menu: split-
ting can be compared to cutting a roll of film. The film is still on
the roll. A segment of film, (the first take in the scene selected
in the scene bin), is pulled out of the roll. This happens by
clicking on ‘Split position’. The trackball can be used to scroll
through the entire scene.

current scene next scene

r\
——

Name [Church 4.1 0000421 [
/" [Split Position Auto [Use

i S =]
Select the last frame of the first take and click on the left
trackball button. Check (and correct if necessary) with the ar-
row buttons (‘<,>’) that you have hit the exact split points. The
audio wave form (Chapter 3.2 ‘Envelope and audio scrubbing’)
can help you. You can turn if on and off with the loudspeaker
symbol. Audio ‘scrubbing’ can help you with splitting by allow-
ing you to make splits according to specific moments in the
audio. Now you have isolated the first take. The segment is
highlighted in light blue. You can play back the segment (and
rename it, if desired). You must now decide whether the seg-
ment is valuable or can be deleted. Clicking on ‘Use’ causes
the segment to be ‘cut’ and placed into the scene bin, where
you can access it later. ‘Drop’ skips the segment and moves
on to set the next the split position in the scene.

Bogart SE offers a further display mode for splitting a scene,
which makes it even easier to determine the correct splitting
position. Click onto the button beneath the speaker symbol to
see the display of two scene images next to each other. The
left scene is the current frame at the set split position. The right
frame display the direct next frame after the split position. You
can therefore see both options at the same time and can de-
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cide more easily which frame really ends the scene, just prior
to a new scene, or when new content begins.

Note: In this mode, it is not possible to move the menu to the
top of the screen.

Bogart SE does not delete any video material during this
procedure. The individual scenes are only copied (‘Use’) or not
copied (‘Drop’). The original scene with all takes (the ‘film roll’)
remains unchanged until it is intentionally deleted in the Edit
menu. After clicking on ‘Use’ or ‘Drop’ you continue to work
with the rest of the roll. Another strip must be taken out and
judged either as good (‘Use’) or bad (‘Drop’). The last scene

is automatically displayed as ‘.Rest’ in the scene bin. This
enables you to easily interrupt your work and to continue later
with the ‘.Rest’.

An additional function is splitting a scene in series through the
‘Index’ button. Click (in the splitting menu) on the Play button
so that you see the ‘Index’ button. While the video is running
with audio, each time you click on the ‘Index’ button a split
position is set. Afterward the split segments are positioned
after the original scene in the scene bin. This function serves to
roughly split up a scene before you begin with final editing.

In addition, you can make use of the automatic splitting
function if the video material has been recorded via DV/HDV/
AVCHD. Click on the ‘Auto’ button to cause your footage to
be automatically split. You now can decide where the divided
scenes are to appear. You can choose from the options ‘Add
to Storyboard’ and /or ‘Add to Scene Bin’. The newly created
scenes will appear directly after the currently selected scene.
The video scene that you have filmed most recently is split

up very quickly according to shot changes. (If there are no
camera changes, no splits will be made.) For scenes that are a
little further back, splitting can take some time because a new
analysis is made of the scene.

(22) Scenes must generally be trimmed before they are suit-
able for production. Jittery and blurred images can be re-
moved down to the last unsuitable frame. Clicking on ‘Trim’
brings up the trim menu. This is where every scene can be
precisely edited. You can set a scene’s In point (start, first im-
age) and Output (end, last image) anywhere you want. Clicking
on ‘IN’ displays a much smaller strip (depending on the screen
resolution [video]) that enables you to scroll through the scene
and set the new In point. The blue area shows how much of
the scene is still active, the gray area to the left shows the
trimmed away part. The time display to the right of the blue
bar shows the length of the scene. Once you have found the
correct starting image, confirm by clicking on the left button
and the ‘“Trim’ menu appears again. This ‘switch’ will not hap-
pen on a sufficiently large display. You will continue to see the
same menu: The current position is represented by a bar and
shown in figures next to the buttons.

You proceed in the same manner with the Out point. You

can carry out fine editing by using the arrow keys (below the
‘IN’and ‘OUT’ buttons) to step through the individual frames
one at a time. This takes you one image further or back. You
can play the trimmed scene to check it by clicking on the play
symbol (all the way to the right).

Note: When trimming the IN-point, the system always displays
the first available even field. When trimming the OUT-point, the
system shows the odd (later) field. When splitting, the first field
is even, when positioning, it’s an odd field. This makes it easier
to have clean edits.

The sound envelope curve and audio scrubbing can also be
used in this menu (Chapter 3.2 ‘Envelope and audio scrub-
bing’, k&1 only available in the Gold Edition). Bogart SE offers
an alternative mode for trimming, showing multiple scene
positions next to each other. Press the button just below the
speaker symbol.

You will see several scene positions next to each other. Using
the images for IN and OUT, you can immediately see the first
and last frame of your trimmed scene. It begins with the IN
frame and ends with the OUT frame. The smaller images left
and right (above) show the respective frame just before and
after the trimmed area. You can easily determine if the scene is
trimmed correctly.

Note: In this mode, it is not possible to move the menu to the
top of the screen.

With the two buttons next to the time displays for the start and
end images you can play the first and last 3 seconds of the
scene.

Note that segments of a scene removed by trimming can be
reinstated at any time by repeated trimming.

To the right and below you can directly activate the Edit screen
and the Main menu with the menu symbols.

(23) You can delete a scene at any time. Clicking on the ‘De-
lete’ button deletes the currently selected scene in the scene
bin. When you wish to delete several scenes, you can select
the scenes beforehand and then click the Delete button. You
will then be shown a selector in which you can choose to only
delete the current scene or all scenes that have been marked.
If you do not wish to delete any scenes, click on the Cancel
button.

(24) In case you want to retrieve deleted scenes, you can use
the UnDo button (curved arrow) to be found to the right of the
‘Delete’ button. With the UnDo button you can retrieve the
last ten most recently deleted scenes. Deleted scenes are lost
permanently when the system is restarted, when switching
between two projects, and when there is no more space for



recording (video or audio).
This button can be used to reinstate scenes that you deleted in
the scene bin and now have removed from the storyboard.

Tip: You can use the ‘Delete’ and UnDo functions to easily sort
scenes in the scene bin. Delete the active scene, activate an-
other scene, and then click on UnDo. The scene removed from
the scene bin is now reinserted just after the activated scene.

(25) i1 If you activate the ‘Smart Rendering’ function (render-
ing effects in the background), you will see a small symbol ‘Fx’
shown in the top right corner of the screen. If the system is
currently rendering an effect, you will see a small dot flash-
ing behind the symbol. Rendering multiple effects in the edit
menu results in an additional dot for each extra effect being
rendered. In the System Settings, you can determine if render-
ing should start with the last placed effect or if the effect is to
be rendered at the end. The rendering will be activated either
with the button ‘Smart Rendering’ in the ‘System settings’
(see chapter 4.1, item (6)) or by clicking onto this display in the
upper right corner (as well as in other menus, which support
inserting effects), which also opens the window.

After rendering was started, you can continue editing - the
rendering will be done in the background. The scene with the
rendered special effect is automatically placed right behind the
original scene in the scene bin.

Note: The display allows a maximum of 10 dots. If there are
more than 10 effects (which have to be rendered) inserted,
you'’ll see three little dots, which means that further effects are
waiting to be rendered.

(26) To the right below you see six menu symbols for the fol-
lowing menus: Recording, Transition effects, Image Process-
ing effects, Titling, Audio mix, and Main menu. If you enter the
menu via these symbols, you can exit using the right trackball
button. This will even work if you enter several menus in suc-
cession using the symbol buttons.

(27) In the VGA/DVI modes, underneath the scene names, you
can see a field with the group name. An empty field means
that there is no group affiliation. In video mode, this field is not
shown, because of lack of space. You can access the group
info by pressing either ‘Opt.’ or the info button ‘. If you wish
to change the group affiliation, press the text field underneath
the active scene (VG/DVI only). This will prompt a list of avail-
able, existing groups to select from. Working with groups is
described below.

Bogart SE 5 User manual | 47

(28) The ‘Opt’ button gives you further options that can be
used to improve and optimize the scene arrangement in the
scene bin.

Options

r
Choose reference frame

[set group name

f .
Group selection

Show already added scenes v
3D Mode (2D
'Exporl actual scene

rExporl picture to archives

Choosing reference image B8l In order to differentiate better
between the various scenes, it may be necessary to change
the ‘Reference frame’ which represents the entire scene. Even
effects that are available in the scene bin could be easier to
recognize thanks to an individual reference image. For ex-
ample, if you apply an image processing effect to a scene and
create a new scene from this, you could give the scene an
expressive reference image. To do this, go to the options ‘Opt’
and press ‘Select reference image’. You will see a menu that
allows you to determine the image within the scene. Activate
‘Position’ to scroll through the scene and to select a new
image.

Note: Changes the reference image of a scene has no result
for scenes that have already been included in the Storyboard,

but only on the once in the scene bin.

Set group name

Set group name
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House
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New Archives

\\ Stock |
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You can group scenes in Groups and hence make them easier
to find. For example, you can only show the scenes of a par-
ticular group. Activate the scene you want. The option ‘New’
allows you to enter a new group name. If you are working
using the video mode, press ‘Opt’ to open the group options
and select ‘Assign group name’. If you wish to delete an group
name of a scene (unassign), select the ‘---’ name from the
group list. Select all scenes you want to group and then enter
a group name for one scene. You will be asked once more if



48 | Chapter 4

you really want to add these effects, as this will place all transi-
tions in the Storyboard from this position on.

Once you have a large number of group names, it may be ben-
eficial to reorder the groups that are being shown. This way,
you could create archives in which only specific group names
are visible. This way you can limit the choice of groups.

This way you have also made possible to select scenes in the
group selection.

With the Stock button, all the existing group names of the
project will be listed.

When you work with groups, you have several possibilities

to select scenes in the bin. If you wish to show only selected
scenes of a particular group or even several groups, press
‘Opt’ and then ‘Group selection’. This next list contains all
available groups for this project. Use the multiple selection
function to choose one or more groups by placing a tick next
to the groups. Press OK to show only the scenes that have
been assigned to those groups. The remaining scenes are not
deleted, merely ‘hidden’.

If you wish to delete the group name of a scene (unassign),
select the ‘---" name from the group list. If you wish to see

all scenes, even those not assigned to any group, open the
group selection once more and confirm by pressing ‘All’.

You will now once again see all of your clips in the scene bin.
Whenever you are not displaying all scenes, the header of the
scene bin, on the right next to ‘Scene bin’, you'll find the text
‘Filter active’. Make sure to check for this if you feel that some
scenes are ‘missing’.

You can even improve the organization of the scene bin more
by hiding any scenes that you already added to the story-
board. Go to the options menu ‘Opt’. If the checkbox next to
‘Show added scenes’ is ticked, any added scenes (all scenes
marked with a small white dot above the stamp) will be shown
in the scene bin. An unticked box means that the function is
deactivated and that already added scenes are not shown in
the scene bin. Of course, ‘hiding’ scenes in this fashion does
not mean that they are deleted, but merely not shown.

3D mode: If you have activated the optional add-on product
‘3D Edit’, this menu will also have a setting for the 3D mode of
the current scene (please refer to the product manual for more
information).

The active scene can also be exported directly, and an image
from the scene can be copied to the picture archive.

Exporting scenes: The currently selected scene can be directly
exported as an AVI file. When you click on this button, you

will be able to select the medium to which you want to export
the scene. The medium must be connected and active before
selecting the destination. The scene will then be exported after

you click on OK. It will be stored on the storage medium as
a file, called NameOfScene.avi. This file can be imported or
played in a different area of the system.

Exporting current scene - Opt This is used to set the export
mode and export quality. In a way comparable to exporting the
storyboard, you can set a mode and the desired quality here.
The mode is usually fixed to AVI.

If you are using the RenderBooster (optional additional hard-
ware), and if it is activated and connected, you will have more
modes to select.

In case of an SD project you will have the additional modes
MPEG-2, H.264 and MP4 at your disposal.

In case of an HD project, you will be able to also select the
H.264, MP4 and MP4 SD modes.

Depending on your project, you will be able to set different
quality levels for export.

In case of an HD project, you will be able to set several quality
levels for the MTS mode. The maximum setting for HD projects
corresponds to 16 Mbit/s (when using the RenderBooster) and
30 Mbit/s (without RenderBooster). Since the RenderBooster
achieves better encoding quality, lower quality levels result in a
very good image quality. However, in the film ultimately pres-
ent data rate also depends on the video, so that there can be
variations.

Exporting current scene: Click on this button to get a selec-
tor for your destination medium. CD/DVD/BD is standard. If
you have connected additional storage media, such as a USB
stick or an external hard disk, these will also be displayed here
in order to allow you to select them. Click on the button for the
destination medium and select the one you desire.

After confirming with OK, your current scene will be exported
with the options that have been set. A progress bar will tell you
the status of the export.

Copy image to archive: When you click on this button, you
will be taken to a positioning menu. You can go to any position
in the scene. Once you have confirmed with OK, this frame will
be stored in the picture archive. The Cancel button ends this
menu without generating an image. You will find the images in
the picture archive of the media manager. The images will be
put in a ‘Bogart SE’ folder in the archive. The name of the im-
age is created on the basis of the scene name and the image
position.

Note: Exporting an image from the storyboard is also possible
by means of the Range button in the editing screen.

Another way to adjust your scene bin or the organization of
the storyboard is using the two buttons found at the bottom
edge of the of the screen.



This is where you will find the two buttons ‘Mark’ and ‘Action’.
Both of these buttons are used in combination. This func-

tion can be used to re-sort the scenes in your scene bin. This
means that, besides the group functionality, you now also have
the ability to sort your scenes within the listing according to
your wishes. In order to do this, you have to select scenes in
your bin which you can then copy/move to a new location of
your scene bin and have them listed together.

Press ‘Mark’ to tag the current scene in the scene bin. The
scene is tagged with a filled square. Should you want to mark
specific scenes, you should select it and then click on the
‘Mark’ button. It is also possible to use the small left mouse
button if you are using a 4-button trackball. This is a faster way
to mark scenes, since they do not have to be activated to do
this. In that case, you should position the mouse pointer on the
scene and click on the left small trackball button. The scene
will then be tagged with a filled square. Alternatively, you can
also use the Power Key function (an optional add-on product)
to speed up the marking process.

Action for marked scenes

marked in storyboard: 2

marked in scene bin: 6
g

mark storyboard
mark scene hin
remove all marks

3

Cangj J)

swap scenes

move here
copy here ]

Use the ‘Action’ button to open a menu to select a func-
tion for the scenes you have marked. The menu can also be
opened by clicking on the right small trackball taste. Depend-
ing on the number of scenes you have marked, different ac-
tions are available:

e ‘Swap scene’: This function swaps around two scenes and is
only available if you have tagged exactly two scenes.

e ‘Move here’: All marked scenes are moved to the position
after the currently selected scene. This deletes the scenes at
their previous scene positions.

e ‘Copy here’: All marked scenes are moved to the position
after the currently selected scene. This will place a copy of the
scene in the new location. The original scene remains at its old
position.

e Mark storyboard: This marks all scenes in the Storyboard/
Timeline.

e Mark scene bin: Marks all of the scenes in the scene bin at
once. This is useful if you want to select a large number of
scenes. Since this marks all scenes, individual scenes can then
be unmarked.
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¢ Remove all marks: This removes all marks/tags without any
further action.

e Cancel: This closes the action screen without any further
activity. The scene tags/marks remain.

If you have marked several scenes in the scene bin and you
want to insert these in the storyboard, you should activate the
scene after which the scenes should be inserted. You should
then open the action menu and select ‘Copy here’ in order to
insert the scenes from the scene bin in the order in which they
are listed, behind the active scene in the storyboard. Marked
scenes can also be deleted, if you click on Delete after mark-
ing them. Before the scenes are deleted, you will be asked
whether you want to delete the current scenes or the marked
scenes. If you select ‘All marked’, the corresponding scenes
will be deleted. Use the Undo button to reverse the dele-

tion. Please note that only the last 10 deleted scenes can be
brought back through Undo. Should you delete more scenes,
they will be lost. Scenes cannot only be marked in the scene
bin, but also in the storyboard. You should mark the relevant
scenes in the same way as in the scene bin.

The actions will then be performed in the storyboard. Please
not that if there is no activated scene in the scene bin when
you want to apply an action in the storyboard as the action
selection would be inactive in that case.

Once you have tagged certain scenes, the marks will remain
until you exit the Edit menu. Once you exit the menu, the tags/
marks will disappear.

4.8 Finish

In the Finish menu a completely finished project is recorded on
your connected tape device. In this menu, video and audio can
be rendered completely.

(1) The counter at the top right displays the length of the story-
board, which is the total length of your video project. The total
length includes not only the scenes you have taken from the
scene bin but also all additions such as color scenes, black intro
scenes, etc. This tells you how much time you will need for your
output media (VHS, DV, etc.).
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(2) The top field also indicates whether the video footage, ef-
fects and audio samples are ‘Created’ or still ‘Unrendered’. Even
if all effects except one have been calculated, the display will
show ‘Unrendered’. HD projects are treated in a special way.

In an HD project, both MPEG-2 (HDV) and MPEG-4 (AVCHD)
output of each single frame must be analyzed and changes in
the next frame must be stored in so-called GOP (Groups of Pic-
tures). The smallest change in the storyboard therefore requires
a new render process prior to output. To avoid this when you
mistakenly make some changes in the Storyboard, this kind of
‘in-between’ save is stored in the current project. If you make
changes after HD has been rendered, Bogart SE will inform you
about this. However, you can also choose to output the previ-
ous version without a new rendering process. The last changes
in the Storyboard will then be ignored.

Calculations of HD projects in the Finish menu are stored
separately for each particular project. Once it has been calcu-
lated, you can access it as often as you need to. Since you have
different HD project settings at your disposal, the final rendering
will be executed according to these settings.

(3) You can use the ‘Create’ button to carry out pending calcula-
tions in order automatically (This is commonly referred to as
batch-rendering). A display tells you which effect of the total is
currently being created and the progress bar shows the prog-
ress of the entire rendering process. Please note that this is an
approximation because the calculation times for different effects
may be different. Some effects (e.g. the 3D effects) need more
calculation time for every frame and this may lead to a certain
inaccuracy in the remaining time displayed.

Tip 1: When you render an HD project in Finish, the entire
storyboard will be calculated after the effect and audio calcula-
tions. This calculation can be done in the background. While
HDV footing is being rendered, a button ‘Smart Rendering’
appears. Clicking on it will relinquish the rendering process

to the background, allowing you to continue to work on other
projects. You should be aware however, that not all functions
will be available while the rendering is going on in the back-
ground. It is, for example, not possible to work with Arabesk at
the same time, or to render another project.

Tip 2: When you activate the ‘sound after creation’ (you can
find this in System Settings - Additional Settings), you will be
treated to an acoustic signal once the rendering process if
completed. This is a good help if you wish to do other things
in the meantime and are not sitting next to your Bogart SE
system.

Tip 3: If you turn off the machine during the rendering process
(with the switch at the front), the calculation will be finished
before the machine actually powers down (not available for all
systems). A text field on top of the calculation window will tell
you that this function has been activated.

(4) S Clicking on the ‘Choose Range’ button brings up a
menu in which you can specify a segment of the storyboard
(using the ‘IN” and ‘OUT’ buttons and the arrow buttons) to be
recorded out (currently not supported in HDV mode). Here you
can also use the sound envelope (Chapter 3.2 ‘Envelope and
audio scrubbing’) to help you decide on the segment. To use
the segment you have chosen for finishing, exit this menu by
clicking the ‘tape’ button. The other button is used to exit and
cancel the settings you have made. This segment will only exist
for a short time. Each time you go back to the ‘Finish’ menu, the
range/segment will be full length. If you wish to set up a range
for a DVD, you should do so in this menu, and then exit with the
‘tape’ button, after which you should start DVD Arabesk.

(5) The Record to VCR function serves to record your video
project out to another device. If you want to record your material
on a VCR, then select Analog and then click on the Play button
next to it. Your video plays and is recorded out to the VCR.

Note: Playing via an analog output is only possible if the screen
settings have been set to ‘Video’ and the menu has therefore
been set to video. At the end of an analog output, the screen
will remain black until any trackball button is clicked. This

has the advantage that the recorder will not record the Finish
menu, but simply a black scene.

If you want to record your material to DV, select the option

‘DV’ or ‘DV-Backup’ and use the DV Controls. The differences
between DV and DV-Backup are explained in chapter 4.2 under
item (11). Start your recorder and click on the play button to play
and record the video footage. It is also possible to use specific
software to transfer the video to the hard disk of your PC in
order to edit it further. If all effects have not yet been rendered,
you should render them first, after you have selected the desired
type of output. If you have edited an HDV project, you will also
have the ability to output your video footage as HDV.

Note: Exporting HD projects to CD/DVD/Blu-ray or USB media
is done from the ‘Project Settings’ menu. Read the section
called ‘Saving the Storyboard’ for more details. You can also
burn a Blu-ray with Arabesk.

(6) If you would like to control your DV device (camera, deck,
etc.) from your system, click on the button ‘Recorder Controls’.
You can control your DV device using the control panel now
displayed .When you are ready click the ‘Record to VCR’ button
located below the control to start recording of your footage on
DV tape. The footage is now being output. This process is not
shown on the monitor. We recommend putting a few seconds
of empty scene at the beginning of the storyboard. The recorder
can then begin recording while the empty scene is being played.
This is also recommended for the end of the storyboard. This
avoids accidental recording of the Bogart SE user interface

(7) 88 The bottom section of the ‘Finish’ menu allows you to add
specific graphics to the film. Should you, for example, want to



put a permanent logo or the recording date on your movie, there
are certain settings available. The options you set remain valid
for the entire movie. It is not possible to make these settings

for part of the movie. You can import and place a graphic (still
image, no animation), or one of the available time formats. You
should use the following settings:

Use graphic: Tag this option to render a graphic image into the
film. This will use the last imported graphic, until you import a
new one. Should there not yet be a graphic on the system, you
will be asked to import a graphic.

Import graphic: If you have an image (Format: png - True Color),
for example on a CD, DVD or a USB key, you should insert the
medium or connect the device. After this, click on the button
for importing a graphic. This will give you a selection menu with
all recognized media. Select your storage location and press
OK. After this, you will be shown the contents of your storage
medium from which you can select and import a graphic.

Place graphic: The last image you have imported can be freely
positioned on the screen. You can also change the size of the
image and therefore optimize the positioning. It is not possible
to store multiple images on the system. These must always be
imported from an external medium.

Casablanca Time code: This adds the time code of the film. The
type of time code display (mmm.ss:ff or hh:mm:ss:ff) depends
on the settings you made in System Settings - Additional Set-
tings.

Original Time code: The time code (recording time) of each
scene is shown. This also takes into consideration the type of
time code display.

Date and time: This adds the original time of the film.
Select font: This allows you to select a font type and size. You
can also import your own fonts and use them for this purpose.

‘Place time code’: You can position the chosen time format. The
actual size depends on the chosen font size.

E (8) This button opens and closes the DVD tray.

(9) Clicking on the menu symbol brings you directly to the Main
menu screen.

Arabesk can be found in the Finish menu. The button is only vis-
ible if your system has the Arabesk product installed.

Start Arabesk by clicking this button. This part of the software
allows you burn projects (the current one and others) to DVD
and even add menus.

Note: The Arabesk software has its own manual. Make sure to
read about the Arabesk functions there.
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4.9 Transition effects
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When your project has been completely arranged in the Edit
screen, and you are pleased with the results (but with hard
cuts between the scenes), then you can apply transition ef-
fects. Transition effects are transformations from one scene
to the next. The transition effects are always inserted between
two scenes in the storyboard.

Transition effects must be calculated. Creation can be time-
consuming, depending on the effect desired. For this reason

it is possible to preview the effect in a small window. You can
then ‘batch-render’ the effects in the Finish menu (please refer
to chapter 4.8, item (3): ‘Create’).

(1) The ‘Transitions’ screen shown above displays the sto-
ryboard you are already familiar with. But here, two scenes
instead of one are displayed in the center. You thus see two
time displays in the upper panel. You can now move the
scenes meant for the transition to the middle. A further differ-
ence is the Play button which in this menu only plays the effect
with 1 second before and after, and not the entire storyboard.
If you have not already inserted an effect, clicking on this but-
ton plays the last second of the first scene and the first second
of the second scene. This enables you to view hard cuts even
between very long scenes. The slider and the arrow buttons
are used in the same way as in the Edit menu.

(2) You can choose the desired transition effect in the effect
list by selecting directly or using the slider. A red flag identifies
a demo effect, that is played with a superimposed ‘demo’ text.
To purchase and unlock an effect, contact your Dealer.
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The list is already split up once you chose the first effect, as
long as that option has been activated in the extended set-
tings. The top part -above the dividing line- contains the
effects that you have already used. This is the favorites list.

It contains the last 10 used effects. You can use this list for
faster access to these effects. Below the line, you can see the
regular effect list. In this menu you can change the settings for
the starting point.

(3) After you have selected an effect that has further options,
the effect options are displayed in the field to the right of the
effect list. There you can, for example, define colors and effect
directions, and other parameters specific to the individual
effects.

(4) S Depending on whether you are using an activated
Silver or Gold Edition, there will be a different option here.
The selection button below the effect list allows you to enable
several selection types for the effect list. The button offers

at least three settings. The function ‘All’ shows all transition
effects which are to be found in the system. ‘Default’ shows
the transition effects, which are integrated in the system and
‘Optional’ only shows the transition effects which have been
installed afterwards. ‘Favorites’ are the ones you have recently
used or have selected in ‘Settings-Effects, Rendering-Edit
favorites’. If you have installed additional transition effects,
they are also shown in this list (below the three settings listed
above). Thus it is possible just to see only one effect type in
the list.

(5) Clicking on the ‘i’ button, you’ll get information about the
transition effect activated in the effect list. If it is an add-on
effect, the window ‘product information’ appears, which offers
a description of the effect. Is the effect to be found a standard
effect, the product information refers to the manual.

(6) Use the ‘Add’ button to apply the selected effect between
the scenes in the storyboard middle. The effect symbol then
appears between the two scenes with a red flag (must be
created). The effect duration corresponds to the duration that
was last used. This enables you to insert many effects with the
same duration between different scenes. If you select an new
transition effect although there already is one between the two
scenes, then the new effect replaces the old, without you hav-
ing to click again on ‘Add’. After you have inserted the effect in
the storyboard, you will be able to change its settings. It is also
possible to adjust the settings for the effect before you insert it
in the storyboard, but not all functions of an effect are usable
at that time, such as the preview of an effect.

(7) A click on the ‘Remove’ button removes the added effect
from the storyboard. If you would like to replace the current
effect with another, then you can simply select the new effect
and it automatically replaces the current effect in the story-
board. In this case you don’t have to click on the ‘Remove’
button.

R (8) With this button you can set the duration
of the effect. This button is enabled after
you have inserted an effect between two scenes. The duration
then shown is 1 second (assuming that neither of the two
scenes lasts less than 1 second). Clicking on this button

displays a window in which you use a slider to set the time
exactly.

Also provided are the durations 1/2 sec, 1 sec and 2 sec,
which you can click directly, or use the slider to set the dura-
tion to its maximum limit - the length of the shorter of the 2
scenes used. You can set your own values for the three but-
tons with fixed transition lengths. This way, you can set your
own transition durations for quick access.

This is how you can set a new effect length for a button. Set
the desired effect length with the slider. Next, click on the
Save button. It will remain pressed until you have selected one
of the three buttons. This will then transfer the new duration,
which will be available for new effects.

An effect between two normal scenes shortens the total
storyboard length by the running time of the transition ef-

fect. An effect between a normal scene (background) and an
Insert scene (foreground) does not shorten the length of the
storyboard. Transition effects may not overlap. For example,

if a scene is 5 seconds long then the total duration of the two
effects connecting this scene with the previous scene and next
scene cannot be longer than 5 seconds. For effects where an
insert scene is present, the duration of the insert scene is the
maximum limit. Audio is automatically cross-faded. This means
that the audio of the previous scene becomes quieter and the
audio of the next scene becomes louder. The fading type can
be changed in the options menu. If a scene’s audio is too quiet
or too loud, then you should correct the volume when dubbing
(audio mix). If an insert scene is involved with the effect, the
audio is not changed because Inserts do not affect the original
audio of the background scene.

(9) The ‘Preview’ button can only be clicked when the inserted
effect is an effect that must be created (indicated with red
outline). A screen opens in which the last second of the first
scene, the effect, and the first second of the following scene
are displayed, so that you can view the transition and perhaps
make further corrections (concerning color, direction, time,
etc.), before you finally create the transition effect. The dura-
tion of the preview is approximately that of the final version.
The preview may be a little ‘jittery’ because it does not work
at the normal frame rate. This will not occur in the created ef-
fect. For complex effects a certain wait time even for preview
may be necessary. A preview does not require any hard-drive
space.

(10) After you have added a transition effect and perhaps
defined its duration, you can click on the ‘Full Size’ button
and bring up a further preview menu (In the Basic Edition, you



do not dispose of all functions. Complete functionality is only
available in the Gold Edition). There you see the middle frame
of the transition effect (e.g. 1 second effect = image 12 or 2
second effect = image 24).
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The video image is superimposed by an operating panel in
which you can see the effect options (if available) on the right
side. On the left side you see the button ‘Frame’ below the ef-
fect name. You can use this button to specify the point in time
of the transition effect you want to see. In this way you can ob-
serve the applied effect at any point in time of the scene. The
button does not have to be confirmed - you can scroll slowly
through this part of the scene and view it at the same time.
The button ‘Display’ below allows you to select from different
display modes, which can help you to check an effect more
precisely. Depending on the selected effect, it may be useful
to change the display mode. ‘Original’ (shows the just selected
new scene). The ‘Effect’ setting allows you to see the scene
for the time only relevant to the effect chosen. ‘Orig. + Effect’
splits the scene display vertically and shows one scene half as
the original and the other with the chosen effect. ‘Compare’
halves the image, with the right screen half showing your new
scene and the left any scene that you can choose using the
‘Choose scene’ button (below) from the edit bin. The compare
function can therefore be used to adapt the color tone of your
scene to an already present scene.

‘O+E center’, unlike ‘Orig. + Effect’, always compares the
centre part of a scene, on the left the original and on the right
together with the effect. This comparison type is suitable for
effects that appear mostly in the centre of an image.
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The ‘O+E small’ display type shows you the complete original
scene (at transitions, the left scene) smaller in the left preview
screen. Next to it, on the right, you can see the same scene,
with the effect. This display type shows you miniature versions
of the scenes. However, remember you can’t see fine details
in this fashion, as opposed to larger effect previews. It can be
very useful for image processing effects, comparing the origi-
nal and the effect scene with each other.

‘C center’ has a preview style comparable to ‘Compare’, but in
this case, the centre part of the scene is focussed on, as the
most important part of the scene is often found in the centre.
For example, if you want to apply an image processing effect
such as Color Correction in order to adapt that scene’s color
tone to other scenes, a comparison in full size is a good solu-
tion.

‘C small’ = If however, you are fine working with a smaller
preview, you can switch it to small. This simply allows you to
compare the scene with the effect as a whole, yet in smaller
preview screens.

Tip: It is recommended to switch back and forth between the
different modes while working on the effects. This way, you can
experience the scene in its completeness. You can also change
the effect options to directly compare different colors or direc-
tions. Here you’ll also get a real-time preview, too. Therefore
the selection of the sliders does not have to be confirmed.

In the top left corner of the menu you will find a button with
which you can play a small preview. This will give you the abil-
ity to see the effect of your settings, which you have had so far
to assess in a single image, in a real-time preview.

The settings made in this menu are confirmed with ‘OK’ and
you are returned to the Effect menu. With ‘Cancel’ you leave
the ‘Full Size’ menu without saving any changes. The arrow
buttons serve to move the single-image menu to the top edge
of the screen.

(11) If the inserted effect shows a symbol outlined in red, then
it must be created. When you click on the ‘Create’ button a
screen appears in which the course of the effect can be seen
as it is created. After the creation is completed, the symbol’s
outline is blue.

(12) If your system supports the function ‘scene’ you can make
use of the multi-layer technique. In the Basic Edition, there is
only a limited functionality for the creation of a scene. If you
want to overlap several transition effects, you at first add one
effect between two scenes and create it. Then you create a
single scene from the two scenes and the inserted effect. To
do this you click on the ‘Scene’ button so that a window ap-
pears in which you can select the range for the new scene.
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The name of the used transition effect appears next to ‘Name’
and is given as default name for the new scene. If desired, you
can enter another name by clicking and using the keyboard
that appears. You also see the three options ‘Effect’, ‘Effect +
scene(s)’, and ‘Range’. If you only want to convert the effect
with the previously set range into a new scene, then click on
‘Effect’. Furthermore, you can choose if a new scene is added
to the Scene Bin and/or if it is to replace the Scene + Effect in
the Storyboard. Click on ‘OK’ so that the effect is turned into
a scene and added as selected above. You can also let the
length of the new scene extend beyond the range of the two
previous scenes (with inserted effect). In this case click onto
‘Effect + scene(s)’ and then (once you have selected where

it is to be added) on ‘OK’. Alternatively, you can create the
scene from the entire length of or from a portion of the sto-
ryboard. Click onto ‘Range’, select how it is to be added and
then confirm with ‘OK’. Use the IN and OUT points (in the now
familiar Range menu) to select the range of the new scene.
The wave form can be of help (chapter 3.2 ‘Sound envelope
and audio scrubbing’, k81 ) and can be toggled on/off with the
loudspeaker symbol.

Then click on ‘OK’ in the Range menu and the scene is created
and stored in the Edit menu. Of course, you can also create a
separate scene from a portion of the storyboard in which there
is no effect. Simply select a point in the storyboard and click
on ‘Scene’. In the window that is displayed only the function
‘Range’ is enabled. Specify a range and click on ‘OK’. Then
you can view the new scene in the Edit menu.

(13) Here, you can see two buttons that have an effect on
sound effects. Once you have added a transition effect be-
tween two scenes, you can click onto the Note symbol to add
a sound effect.

Select Sample

Product i’BogafI Shatter glass

Type |realistic sounds 4

Cliking camera 1
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A window opens up (the ‘Audio Pool’), containing a pre-selec-
tion of various effects on the left side, which you can select
with the help of the vertical slider. On the right, you can see

a graphic representation of the sound. The button ‘Product’
shows you the available products that contain sound effects.
The button ‘Type’ shows you that the sounds are split into
three groups:

You can choose between the groups: ‘Sounds for Fades’,
‘Realistic Sounds’ and ‘Synthetic Sounds’. The button ‘Play’ is
used to play selected sound. The maximum playback time is
five seconds, just like the graphic display. The button below,
called ‘Channels’, allows you to swap the left and right chan-
nels around by setting the direction symbol as desired. This
may be useful if for example, you wish to change the direction
of the wipe effect (e.g. the train the video scene travels from
left to right across the screen).

Click on ‘OK’ after selecting to close the audio pool again. You
will then see a little sound effect symbol just underneath the
transition effect symbol in the storyboard.

If you wish to play the effect in this screen before it has been
rendered, only the sound itself will play. Once the effect has
been rendered, all sounds at this position will be played back.
When you enter the ‘Audio Mix’ menu, you will see the sound
effect in the first effect track of the Audio Mix menu. If this
track was already occupied, maybe partially, the sound will be
moved to another track. In this menu, you can additionally edit
the sound (move, trim, change volume). Please note that the
sound effects are locked to the transition effects. If you remove
the transition effect, this will also delete the sound effect. Se-
lect the crossed out Note symbol found in the transition effect
menu and the sound effect shall be split and removed from the
transition effect.

(14) Clicking on the menu symbols brings you directly to the
Edit, Image Processing effects, Titling, and to the Main menu
screens.

Keep in mind: If you change a setting for an effect that has
already been created, change the duration, or even replace the
effect with another, the effect must then be created again. Be
careful!

(15) K81 Click onto the button Opt. This first menu allows you to
either automatically apply or delete transitions from the current
Storyboard position on. This is where you can determine how
the sound of both scenes has to be treated during the fade.
Should it be mixed in a uniform way, or should it be reduced
during the fade.

It is also possible to influence the speed of the effect while it is
running. To do this, you should go to the Run setting. The uni-
form setting lets the effect run at a uniform speed, if the effect
does not have any other settings. Use ‘Slow down’ to have the
effect slow down at the end of the effect. Use ‘Speed up’ to
have the effect speed up at the end of the effect.
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It is also possible to automatically insert or remove several ef-
fects in the storyboard.

Add automatically: This first leads you to a selection where you
can select if you want to automatically insert or remove transi-
tion effects from the current position in the storyboard.
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These functions are particularly interesting for slide shows

or still sequences, but they can also help with normal video
projects. Select Add automatically to access the menu listing
your transition effects. You will see that these are the standard
user interface elements required to add effects to the Story-
board. You will see that these are the standard user interface
elements required to add effects to the Storyboard. There’s
the effect list and the selection for effects shown. Also, there
are the effect settings if available for that effect and the ef-
fect length. This menu is special in that it allows you to select
several effects. You can mark single effects with a tick or make
a multiple selection. These effects are then used later, in the
storyboard. Don’t forget to apply any settings for your effects.
As you can select multiple effects, there’s also an option for
choosing the mode for applying the effects in the storyboard.
Choose ‘Cyclic’ to add the effects one after the other to the
Storyboard. Once the last effect is added, the system begins
adding the first effect in the list once again. The ‘Random’
mode on the other hand, does what it implies: It adds random
effects from your selection to the Storyboard. Remember that
in such a case, sometimes the same effect may be used sev-
eral times in a row.
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The effect length is set globally for all effects. You can not
enter a separate length for each effect. Therefore, all effects
added to the Storyboard in this fashion will have the same
length, unless the scene length itself prohibits this. After you
make the selection and make your settings, click onto OK to
confirm. You will be asked once more if you really want to add
these effects, as this will place all transitions in the Storyboard
from this position on. Any transitions already found in the
Storyboard shall be overwritten. Confirm with Yes to add the
effects.

Once you have applied effects to the Storyboard, it must be
possible to delete these effects in just as easily if you are
unhappy with your choice. This is why the menu following the
‘Opt’ click also contains a delete option. Click onto ‘Remove
automatically’ and confirm with ‘Yes’.

Tips/Notes:
¢ The transitions are always added/deleted form the current
Storyboard position on.

® You can have more variety by adding effects automati-
cally and then choosing a point in the Storyboard to add one
or more effect automatically once more. Any effects already
found will be replaced by the new ones.

e If you want to use an effect length longer than the effects
allows for, the effect will automatically be shortened. In such
cases, you may find that a transition can’t be added any more
if a scene is already occupied by another effect.

e The effect selection will be abandoned if you switch to an-
other product display.

¢ Using the optional Power Key hardware and software combi-
nation, it is also possible to insert effects with a predetermined
repetition (e.g. 20x Page turn).

¢ In the positioning menu of an effect (e.g. rectangle fade), a
grid can also be activated, to make it easier to set the posi-
tion of a scene. Positioning by means of a raster is especially
useful when a multi-layer effect has to be created, taking into
account other existing transitions.

(17) K&l Loop mode for the preview: The menus ‘New’ and
‘Special’ of the scene bin in the edit menu now have a new
button: The Loop mode. You will find the same function in the
effect menus. This button opens a small menu that allows you
to select an effect for the active scene. At the same time, the
scene will be played with the effect parameters so that you can
directly see any implications of the changes you make to the
parameters. Once the end of the scene is reached, the scene
will restart and continue playing in loop mode. As soon as you
make any changes of the effect parameters, play-back will be
stopped and the scene will play from the start again. You can
work fast using the Loop mode. In addition, any effect changes
that are only visible if the scene is in motion, can be changed
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here more comfortably than in the single frame preview, where
your changes are applied to a still image.

The transition effects in detail
The following transition effects belong to the basic package on
the program’s CD/DVD.

1. 3D Mosaic: The first scene is divided into small squares, the
number of which you can set in the effect options under ‘Num-
ber of Squares’ (between 1 and 15). The squares ‘fly’ out of the
picture and reveal the second scene.

2. 3D stripes: The second scene is pushed into the picture in
the ‘Direction’ you choose (from top to bottom, or from bottom
to top) with from 2 to 30 stripes (‘Number of stripes’).

3. Bars: The new picture either pushes (‘Type’ ‘Push’) the old
with from 2 to 200 ‘Bars’ out of view or superimposes itself
(‘Type’ ‘Inset’). Under ‘Direction’ you have a choice of six. Two
are interlocked (come from two sides). Recommended dura-
tion: 0.5 to 2 seconds.

4. Picture in picture: This is not really a true transition effect.
But Bogart SE handles it as an effect because it affects two
scenes simultaneously. The first of the two scenes fills the
entire screen in the background. The second scene is inset on
it as a reduced image. The position of the small image can be
set in the effect options with the button ‘Location’. The buttons
‘Shadow’ and ‘Frame’ are used to set a value from 0-50. The
frame color can be set with the color box through the button
‘Frame Color’. Avoid using very strong colors, because this
can lead to jaggedness in the upper-right and lower-right cor-
ners. For the picture-in-picture effect audio is not cross-faded,
as is the case with all other effects, but instead only the audio
of the first scene (background video) is used. You can change
this default setting by using audio mixing. Recommended
duration: at least 5 seconds.

5. Blue box: With this effect you can remove undesirable
elements from a foreground scene and place the remaining
motif on another background. (This is also commonly called a
‘chroma-key’ effect) You are probably familiar with this effect,
it is used by weather forecasters on television. The speaker
actually stands in front of a blue wall and is projected onto the
weather map. The background scene can be any motif. The
foreground scene, located in the storyboard directly after the
background scene, should show an object (thing or person)

in front of a single-colored (blue is very suitable) background.
You can choose any color, but avoid using pale colors, black,
or white. With ‘Color Choice’ you can set the largest possible
box that defines the color range of the foreground scene to

be masked. In case the (blue) surface of the foreground scene
(because of illumination) is not completely single-colored, then
you can use ‘Color span’ to set the range in percent that the
color may deviate from the selected box (‘Color choice’). If you
click ‘Include area’, the foreground scene appears, but with the

help of a box you select here the portion of the background
scene to be used for this effect. If you want to see your object
in front of the entire background, set the box to be as large as
possible.

The ‘Exclude Area’ button specifies the portion of the back-
ground that should remain in a single color. If you don’t want
to use this portion in your video footage, then make the box
smaller and move it out of the picture. Keep in mind before cal-
culating to adjust the running time of the effect to the duration
of both scenes by using the button x s’. Ideally, both scenes
will be the same length.

6. Double exposure: This effect is the classical double expo-
sure as it has been used in film for the last hundred years, and
leads to a very atmospheric picture transition. In essence, it

is an extended fade. With ‘Mode’ you can choose between
‘Crossfade’ (normal usage) and ‘Fade In/Out’ (recommended
for inserts). The ‘Fade time’ (sum of fade-in and fade-out)

can be set for up to 12 seconds. Under ‘Mix’ you can set the
proportion of the scenes involved up to 100%. If the control for
the mix proportion is set to 0%, then the first scene is shown
in full. For 100% you see only the second scene. With 50%
both scenes are shown with the same intensity. This is suit-
able for normal transitions. Don’t forget to specify the duration
of the effect with the corresponding buttons. You will usually
use the ‘x s’ button to set the duration to the maximum so that
the transition takes effect throughout the entire double scene.
For this case you should trim both scenes to the same length
beforehand.

7. Color fade: With this effect the first scene fades into a speci-
fiable color and from there fades into the second scene. Such
a fade is popular, for example, with edited interviews, where a
hard cut or other transition emphasizes the participant’s move-
ment. The usual color box is used here to set the ‘Color’. For
this effect black or white is the usual choice. Recommended
duration: 0.5 to 2 seconds.

8. Field changer: The scenes in this effect are alternated in
half images with each other so that a strobing effect ensues
keeping both scenes in movement. This effect can be used for
creating 3D PAL videos, if you have suitable footage.

9. Circle wipe: This effect changes from one scene to another
with a circle containing a scene and which becomes steadily
larger or smaller. The direction can be chosen with ‘Mode’.
‘In” means that the second scene overlays the first scene

with a circle that begins in the center of the screen and grows
outward until only the second scene is visible. With ‘Out’ the
first scene is in a circle covering the screen but which then
becomes steadily smaller until it disappears, having been
replaced by the second scene. The well-known end to cartoon
films can be replicated by using the ‘Black’ effect from the
‘New scene’ list and the mode ‘Out’. Recommended duration:
0.5 to 2 seconds.



10. Pattern fade: This effect fades the second scene by using
the pattern you have selected from the Image Pool. You can
choose between ‘Wipe’ and ‘Split Screen’ to achieve the effect
you want. In addition, select the color for the border: ‘None’(no
border), ‘Soft’ or ‘Color’.

11. Place holder:

This is not a real, proper effect.
This effect is used after a
restore, when the project
contains effects that have not yet been installed on the system
that is being used. This can occur after a new installation or
when transferring a project to a different system. The effects
that are not available are not simply ignored, instead they are
replaced by the exclamation mark. This reserve the space (if it
is not replaced or erased) until the project is stored and used
on the original device again, or until the extension software has
been installed.

This placeholder is also used with Store ‘n’ Share when a
project on an external hard disk is being used on a different
device. As long as only the placeholder is being shown, the ef-
fect will not change the scene when it is calculated. The effect
settings field at the right contains a warning that this is not a
proper effect.

12. Rectangle wipe: This effect changes from one scene to an-
other with a rectangle containing a scene and which becomes
steadily larger or smaller. Below ‘Position’ you can set the
‘Location’ and ‘Size’ of a rectangle where the sides increase
or decrease in proportion to each other. A grid can also be
activated, to make it easier to set the position of a scene.
Positioning by means of a raster is especially useful when a
multi-layer effect has to be created, taking into account other
existing transitions.

The direction can be chosen with ‘Mode’. ‘In’ means that the
second scene overlays the first scene with a rectangle that
begins in the center of the screen and grows outward until only
the second scene is visible. If you chose ‘Out’, the first scene
will shrink until it reaches the rectangle size you have defined.
Once this is achieved, the screen is completely filled with the
second scene, which was seen before in the background of
the rectangle.

13. Scale: Under ‘Position’ you can set the ‘Location’ and
‘Size’ of a rectangle where the sides always increase or de-
crease in proportion to each other. If you choose the option
‘Grow’ under ‘Type’, the second scene is zoomed into the
first scene. The scene is scaled to fit proportionately into the
rectangle and increases or decreases in size according to the
sides of the rectangle. If you choose the option ‘Shrink’ the
opposite occurs. The first scene is in the rectangle covering
the screen and gradually becomes smaller until it disappears,
having been replaced by the second scene.
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14. Stripe fade: This effect changes from one scene to another
by dividing the first scene into stripes which are then faded
out while the second scene can already be seen in the back-
ground. You can specify the number of ‘Stripes’ from 2-32.
Under ‘Mode’ you can specify the direction of the stripes (you
have the choice between ‘Horizontal’ and ‘Vertical’).

15. Gate: With this effect you can call up the color box with the
button ‘Color’ in order to specify which color the gate should
have. The gate closes from opposite sides of the screen over
the first scene. Under ‘Direction’ you specify whether the
opposite sides are top and bottom, or left and right. After the
bars have met at screen center, they reverse direction, moving
out of the picture and revealing the second scene.

16. Crossfade: This effect is the classical fade. Next to the
hard cut, this is certainly the most frequently used type of
scene transition. The first scene is transformed gradually

into the second, whereby with increasing time the first scene
becomes less and less visible and the second more and more.
As with all transition effects both scenes remain in move-
ment. Simply freezing a scene is not attractive and is no longer
supported by Bogart SE. Recommended duration: 0.5 to 3
seconds.

17. Random lines: This effect transforms the first scene to the
second by continuously covering the first scene with randomly
positioned lines from the second scene.

4.10 Image Processing effects
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Apart from transition effects there are also image process-

ing effects. In contrast to transition effects, image processing
effects are applied to entire scenes or segments of the story-
board. You can make a part of your video brighter or invert it,
or convert it into a charcoal drawing or relief and a lot more.
These are sometimes referred to as ‘filters’ in old analog edit-
ing systems. In the same way, for example, as a yellow filter on
a camera lens modifies the color of pictures taken, an image
processing effect is applied to a particular segment of the
storyboard. In the image processing effects screen only one
scene is selected. The selected scene represents the approxi-
mate range for the intended effect. You can process just one
image, or an entire scene, or in the extreme case the entire
storyboard.

(1) The ‘Image processing’ screen shown above displays the
storyboard you are already familiar with. You should select the
scene to which you want to apply the image processing effect.
A difference to the storyboard from the ‘Edit’ menu is the play
button. In the image processing effects screen the play button
does not play the entire storyboard, but only the active scene.
If an effect has been added, then the length of the entire effect
is played.

(2) You can select an effect in the effect list. Either click on the
effect directly so that it is highlighted by the bar, or use the
slider or arrow buttons in order to move the desired effect to
the correct position. If you do use the slider, then after select-
ing the effect you must press the left trackball button so that
the indicator bar selects the current effect.

(3) After you have selected an effect that has further options,
the effect options are displayed in the field to the right of the
effect list. There you can define, for example, the colors and
intensity of the effect.

(4) S This button allows you to switch the effect list to
single points. The button offers at least three settings. The
function ‘All’ shows all image processing effects, which are to
be found in the system. ‘Default’ shows the image processing
effects, which are integrated in the system, ‘Favorites’ are the
ones you have recently used or have selected in ‘Settings-
Effects, Rendering-Edit favorites’ and ‘Optional’ only shows
the image processing effects, which have been installed
afterwards. If you have installed additional image processing
effects, they are also shown in this list (underneath the three
settings listed above). Thus it is possible just to see only one
effect type in the list.

(5) Clicking on the ‘i’ button, you’ll get information about the
image processing effect activated in the effect list. If it is an
add-on effect, the window ‘product information’ appears,
which offers a description of the effect. Is the effect a standard
effect, the product information refers to the manual.

(6) K&l Options: With these settings, you have the ability to in-
fluence the course of an effect. By default, an effect is applied
to a scene with uniform speed. Here you have the option of
changing the course of action of an effect by slowing it down
or speeding it up. Use ‘Slow down’ to have the effect slow
down at the end of the effect. Use ‘Speed up’ to have the ef-
fect speed up at the end of the effect.

When you open these options in the title effects, then there is
one more option for text processing, if you have also activated
Title-Studio. Use this function to determine which titler is to be
used to create the title effects you have inserted. If the setting
is set to ‘Standard’, the next title effects that will be inserted

in the storyboard will be opened with the standard titler. If the
choice is set to Title-Studio, effects that will be inserted in the
future will be opened with the add-on product Title-Studio.
Titles that had already been inserted in the storyboard will be
opened with the titler that was set at that time.

(7) With the ‘Add’ button you can apply the selected and
configured effect to the scene located in the center. The ef-
fect symbol appears in the scene outlined in red. If you select
a new image processing effect even though there is already
one in the scene, the new effect replaces the old, without you
having to click again on ‘Add’. The length of the newly inserted
effect corresponds at first to the length of the actual scene, but
can be changed with the button located at the top-left (item(8)).

(8) A click on the ‘Remove’ button removes the added effect
from the storyboard. If you would like to replace the current
effect with another, then you can simply select the new effect
and it automatically replaces the current effect in the story-
board. In this case you don’t have to click on the ‘Remove’
button.

(9) After you have inserted a scene the scene length is dis-
played in this button (and thus the maximum length of the
effect). Click this button so that the ‘Specify Range’ menu
opens and you are given four selection options. You can let
the effect run ‘1 sec at beginning’, ‘1 sec at end’, over the
‘complete scene’, or over a specifiable ‘Range’. Choosing the
function ‘Range’ opens a Trim menu, similar to “Trim’ from

the ‘Edit’ menu, in which you can set the applicable range for
the effect. The effect will begin at the In point (first frame of
the scene), and end at the Out point (the last frame). Some
segments of the storyboard cannot be selected. The reason

is that other effects are already defined. Overlapping between
image processing effects and titling is not possible. You can
also choose between the ‘Trim’ and ‘Position’ functions here
as well. Please refer to the notes for ‘Insert’ (chapter 4.7, item
(13)). When you have set the range of your choice, return to the
‘Image Processing’ menu (click on the right button). If you have
extended the effect to other scenes, then you will also see the
effect symbol in these scenes. (By choosing the option ‘com-
plete scene’ you can remove the selected effect from the other
scenes.) The range that you just set is displayed in this button.



(10) Clicking on the ‘Preview’ button opens a small screen in
which the video plus the effect runs. In this way you can judge
and perhaps make corrections (for color, intensity, time, etc.)
to the effect before creating it. The running time of the preview
will correspond approximately to the time of the calculated
effect.

The duration of the preview is approximately that of the final
version. The preview may be a little ‘jittery’ because it does not
work at the normal frame rate. This will not occur in the cre-
ated effect. A preview does not require any hard-drive space.

(11) After you have inserted an Image Processing effect and
perhaps specified its range, you can click on ‘Full Size’ (In the
Basic Edition, you do not dispose of all functions. Complete
functionality is only available in the Gold Edition) to bring up

an additional menu. In the background you see the middle
frame of the entire segment for the inserted image processing
effect (if the effect is applied on the entire scene, then you will
see the middle frame of the video scene). The video image is
superimposed by an operating panel in which you can see the
effect options (if available) on the right side. The button ‘Dis-
play’ below allows you to select from different display modes,
which can help you to check an effect more precisely. De-
pending on the selected effect, it may be useful to change the
display mode. ‘Original’ (shows the just selected new scene).
‘Compare’ halves the image, with the right screen half showing
your new scene and the left any scene that you can choose
using the ‘Choose scene’ button (below) from the scene bin.
The compare function can therefore be used to adapt the color
tone of your scene to an already present scene.

‘O+E center’, unlike ‘Orig. + Effect’, always compares the
centre part of a scene, on the left the original and on the right
together with the effect. This comparison type is suitable for
effects that appear mostly in the centre of an image.

The ‘O+E small’ display type shows you the complete origi-
nal scene compared to the effect. Both scenes are smaller
previews. However, remember you can’t see fine details in this
fashion, as opposed to larger effect previews. It can be very
useful for image processing effects, comparing the original and
the effect scene with each other. ‘C centre’ has a preview style
comparable to ‘Compare’, but in this case, the centre part of
the scene is focussed on, as the most important part of the
scene is often found in the centre. For example, if you want

to apply an image processing effect such as Color Correction
in order to adapt that scene’s color tone to other scenes, a
comparison in full size is a good solution.

‘C small’ = If however, you are fine working with a smaller
preview, you can switch it to small. This simply allows you to
compare the scene with the effect as a whole, yet in smaller
preview screens.

Bogart SE 5 User manual| 59

Tip: It is recommended to switch back and forth between the
different modes while working on the effects. This way, you can
experience the scene in its completeness.

Above the function ‘Display’ you see the ‘Frame’ slider with
which you can set the point in time of the long-term effect that
you want to view. You can use this button to specify the point
in time of the transition effect you want to see.

In this way you can observe the applied effect at any point in
time of the scene. The button does not have to be confirmed.
You can scroll slowly through this part of the scene and view it
at the same time. Of course, you can change the effect options
as you wish and thus have the possibility of directly comparing
various colors and directions. The effect options can be set
directly in this window, while watching a real-time preview. The
selection of the sliders does not have to be confirmed.

In the top left corner of the menu you will find a button with
which you can play a small preview. This will give you the abil-
ity to see the effect of your settings, which you have had so far
to assess in a single image, in a real-time preview.

The settings made in this menu are confirmed with ‘OK’ and
you are returned to the Edit menu. With ‘Cancel’ you leave the
‘Full Size’” menu without saving any changes. The arrow but-
tons serve to move the single-image menu to the top edge of
the screen.

(12) When you click on the ‘Create’ button a screen appears
in which the course of the effect can be seen as it is created.
After the creation is completed, the symbol’s outline is blue.
When you calculate an effect Bogart SE reads all individual
images from the scene in question and applies the effect to

it. The result is stored on the hard drive. This procedure takes
time and consumes hard-drive capacity. When recording data
you should always leave a small amount of hard drive capac-
ity in reserve. Depending on how often effects are used, this
should be between 2% and 10% of the video playing time.

(13) If your system supports the function ‘scene’ you can make
use of the multi-layer technique. (In the Basic Edition, there is
only a limited functionality for the creation of a scene) If you
would like to overlay several long-term effects, you at first
insert an effect into a scene and create it. Then you convert the
scene with the inserted effect into a separate scene. To do this
you click on the ‘Scene’ button so that a window appears in
which you can select the range for the new scene. The name
of the used image processing effect appears next to ‘Name’
and is given as default name for the new scene. If desired, you
can enter another name by clicking and using the keyboard
that appears.

You also see the three options ‘Effect’, ‘Effect + scene(s)’,
and ‘Range’. If you only want to convert the effect with the
previously set range into a new scene, then click on ‘Effect’.
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Furthermore, you can choose if a new scene is added to the
scene bin and/or if it is to replace the Scene + Effect in the
Storyboard. Click on ‘OK’ so that the effect is turned into a
scene and added as selected above.

You can also adjust the length of the new scene to the range
of the previous scene (with inserted effect). In this case click
on ‘Effect + Scene(s)’ and then - once you have selected
where it is added - on ‘OK’. The new scene is created and ap-
pears in the scene bin.

Alternatively, you can create the scene from the entire length
of or from a portion of the storyboard. Click onto ‘Range’, se-
lect how it is to be added and then confirm with ‘OK’. Use the
IN and OUT points (in the now familiar Range menu) to select
the range of the new scene. The wave form can be of help
(chapter 3.2 ‘Sound envelope and audio scrubbing’, 8l only
available in the Gold Edition) and can be toggled on/off with
the loudspeaker symbol.

Then click on ‘OK’ in the Range menu and the scene is created
and stored in the Edit menu. Of course, you can also create a
separate scene from a portion of the storyboard in which there
is no effect. Simply select a scene in the storyboard and click
on ‘Scene’. In the window that is displayed only the function
‘Range’ is enabled. Specify a range and click on ‘OK’. Then
you can view the new scene in the Edit menu.

Should you want to create a scene with the possibility ‘Effect +
Scene’, you now have the additional choice to determine how
the new scene should be treated.

Replace in storyboard: After rendering the scene, the one in
the Storyboard will be replaced by a new one. This will also
remove the image processing effect on the scene, so that only
the new scene will be included for the storyboard. You could,
for example, place an additional effect on the new scene and
have it rendered.

Render scene in scene bin: Activate this function to insert your
rendered scene in the scene bin (in the Edit menu), behind the
currently activated scene. These options can be deactivated

if you do not want to store the scene. In that case, the scene
must be replaced in the storyboard.

Note: One of both options is always active, it is not possible to
deactivate both of them.

The multi-layering technique for image processing effects can
also be applied by using the Edit menu to activate a scene in
the scene bin and then clicking the ‘Special’ button. All image
processing effects are listed there. The effect you select is not
applied into the storyboard. Instead, a copy is made of the
active scene in the scene bin with the image processing effect
added to it. The copy incorporates the effect, and its name is
supplemented with SP, SP 2, etc. You can repeat this proce-
dure at will. (see also section 4.7 ‘Editing’, item (20))

(14) Clicking on the menu symboils brings you directly to the
Edit, Transition effects, Titling, and Main menu screens.

Note: If you change a setting for an effect that has already
been calculated, or change the duration, or even replace the
effect with another, the effect must then be re-created. Be
careful!

(15) The Loop mode is basically similar to the one feature in
the Transitions menu. You can read more about this in section
4.9 Transition effects, point (17).

The image processing effects in detail
The following image processing effects are available in the
standard package:

1. Sharpen: Sometimes you may want to improve a blurred
segment of a scene (e.g. old archive material). This effect is
used to increase image sharpness. The degree of sharpness
can be set from 1-8 with the ‘Strength’ control. The preview
does not do full justice to the result, so you should experiment
beforehand with a shortened version (Edit/Copy, Trim) of the
scene you would like to correct.

2. Fade out: This effect helps you to fade out the scene, e.g.

at the end of your film. Use the ‘Color’ option to select the
desired color to which the scene is faded. At first, the effect
overlays your scene very lightly with the color so that the
scene is still clearly visible. In the course of the effect the color
becomes more and more dominant until the scene is com-
pletely overlaid and no longer visible. This effect fades out only
the picture material, not the audio!

3. Control Image: With this effect you can change ‘Brightness’,
‘Contrast’, ‘Saturation’, and ‘Gamma’.

4. Binarizer: The scene is divided into two colors according to
brightness. With ‘Color 0’ you bring up the color box in which
you select a color that replaces the darker areas. ‘Color 1’ re-
places the brighter areas. The ‘Threshold’ of the transition from
light to dark can be set from 0-100%. And you can set ‘Transi-
tion’ between the two colors from 0-100% in order to prevent
‘edge shimmer’.

5. Doubler: This effect blurs the scene by overlaying the image
with itself so that a light colored shadow appears.

6. Dynamic range: This effect is used to limit the extent of
brightness and contrast. This makes interesting estrange-
ment effects possible. You should experiment a little with the
settings. The preview offers a good approximation so that

you don’t have to make time-intensive calculations. All image
information is retained under ‘Type’. ‘Clip’. The controls ‘Min’
and ‘Max’ are used to change brightness and contrast. Under
‘Compress’, however, image information is lost for areas
brighter than maximum or darker than minimum, which are set



to maximum or minimum, respectively. You lose the details in
the bright and dark areas. Other areas are unaffected.

7. Effect stack:

Effect Stack

Control Color z Red { | 100%
Cinemascope Green [ ) | 100%

- 3
R B4~ Blue ) [ 100%
[Add effect

Remove effect
Move effect up
Move effect down

Archives

Preview
Ok [oF: T[]

This effect allows you to bundle as many effects as you wish
and apply them to a scene in one go. To use it, access the set-
tings for this effect. In the screen shot above, you can see the
effect list in the top left corner. Below this, you find the follow-
ing options:

Add effect: Choose effects from the image processing effect
list to be added to the stack. Remove effect: Removes an ef-
fect from the stack.

Move effect up: Moves the currently selected effect to the top
of the stack.

Move effect down: Moves the currently selected effect to the
bottom of the stack.

Moving effects within the stack makes sense as the effects are
applied in the order going from top to bottom. This way, each
effect is influenced by the previous effect. The order of effects
may therefore be crucial. Use the preview button to check the
result before rendering.

The operator makes it possible to also include effects from
the image processing effects list. It is possible to archive your
composed effect, to make it possible to re-use it later on. The
effects that are stored in the archive will also be shown in the
effect list. If you stored a combination with the archive name
‘Binary frame’, this combination will be listed as the effect ‘ES:
Binary frame’. It is possible to show only the effect stack ef-
fects in the selection filter for the effects.

8. Fade-in: This effect helps you to fade in the scene, e.g. at
the beginning of your film. Choose the desired color with the
effect options and see how the color becomes less and less
dominant until the scene is completely revealed and the color
no longer visible. This effect fades in only the footage, not the
audio.

Bogart SE 5 User manual | 61

9. False colors: The video is strongly altered with this effect.
The original colors are ignored and new colors are created that
are dependent on the brightness. Black is replaced by blue,
gray values are converted to orange, yellow, green, cyan, and
even blue where the very brightest image areas were. You can
sometimes see similar images in TV science programs or in
crime movies as so-called ‘heat images’. Hard transitions may
lead to shimmering edges, especially for VHS or when using
the CVBS connection. The effect ‘CVBS filter’ can be used to
alleviate this (before or after.) You can set the ‘Saturation’ from
0-100%. The higher the percentage, the more color the image
has. 0% results in a black-and-white picture.

Tip: False colors are frequently used in science to highlight
small differences in brightness for the human eye. The human
eye can distinguish only about 100 different levels of bright-
ness, but about 100,000 different colors.

10. Control Color: With this effect you can correct the colors

‘Red’, ‘Green’, and ‘Blue’ in the scene (later adjustment). You
can set the color from 0-200%, where 100% corresponds to

the regular color.

11. Color depth: A very frequently seen effect can be achieved
with this. The number of colors in the picture is reduced. This
function can be used to create a sort of animation movie,
especially in combination with the special ‘Jitter’ function. The
‘Depth’ can be set from 2-50. The ‘Transition’ can be set from
0-100% in order to prevent ‘edge shimmer’.

Tip: Up to 16 million different shades of color can appear in a
video image. This allows fluid transitions.

For each color component (there are a total of three color
components) there are about 256 possible levels. This effect
reduces the number of possible color levels per component to
between 2 and 50. The resulting image has now a maximum
of between 2 *2 *2 =8 and 50 * 50 * 50 = 125,000 different
colors.

12. CVBS filter: This effect can be used to reduce edge shim-
mer which sometimes arises when using an CVBS (RCA) con-
nection. This shimmer can appear at very fine, high-contrast
edges arises to a much lesser extent or not at all when using a
S-Video connection. Using the filter causes a weak blurring of
the image. The filter should therefore only be used when abso-
lutely necessary. You can set the ‘Strength’ from 1-3.

Tip: With a CVBS connection the signals for brightness and
color, which are normally separate, are mixed. This causes
considerable loss in the video bandwidth, especially for color.
The ‘CVBS filter’ reduces the video bandwidth and thus re-
duces the extent of the undesired effect described above.

13. Movie mode: This effect is used to turn 50i format scenes
(interlace) into progressive 25p format footage. In this fashion,
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movement is made to simulate the typical cinematic look from
the movies. The effect creates 25 different frames rather than
50 fields.

14. Flip: This effect flips the scene. If you set the ‘Direction’
to ‘Horizontal’, then you see the scene with the left and right
halves exchanged. If you set ‘Vertical’, then the scene is seen
upside-down. The setting ‘Horizontal + Vertical’ combines
these two effects.

15. LineArt: With this effect the video is turned into a sort of
moving charcoal drawing. All edges and sharp contours look
like they have been redrawn with a charcoal pencil on a piece
of white paper. The ‘Contrast’ control is used to set the black-
ness of the lines from 1-8 depending on the contrast of the
original scene.

16. Mosaic: With this effect you make a mosaic out of your
scene. The scene is divided up into individual squares that be-
come larger. You specify the ‘Size’ of the squares from 2-200.
You specify the beginning and end points for the effect within
the scene with the ‘In’ and ‘Out’ points. Time can be up to 12
seconds.

17. Negative: This is the negative effect known from photogra-
phy. It is often used for special effects, but also has a practical
application. With the macro function of some video cameras

it is possible to film a slide or a negative in full-screen format.
The Negative effect can then be used to create a positive im-
age for use in the video. For this effect you also have (under
‘Type’) the choice between ‘Brightness’ and ‘Brightness +
Color’. There is an interesting effect for example, if you invert
the ‘Brightness’. The video seems like a negative, but the
colors are correct.

18. NOP: You can ignore this effect. It is listed in the regular
effect list but doesn’t do anything. This function causes no
change to your video material but is used by MacroSystem
technicians to help find software and hardware errors so that
we can help you with problems by telephone. NOP is an ab-
breviation for ‘No OPeration’.

19. Panorama Zoom: This effect converts footage to a different
format. For example: 4:3 video footage is converted to work
on a 16:9 monitor and vice versa. A special, non-linear scaling
method usually helps to avoid the black bars on the screen
edges. The option ‘Conversion’ is for selecting the format of
your source footage that does not match the project. Depend-
ing on the project format (the setting you made in the Project
Settings in Format 16:9 or 4:3), you can now choose the cor-
responding setting. The slider for ‘Distribution’ determines the
strength of the scaling (values range from -20% to +20%).

20. Place holder: This is not a real, proper effect. Instead, it is
a place holder for projects that have been copied. The effect
settings field at the right contains a warning that this is not a

proper effect. For more information, please refer to the de-
scriptions of the transition effects.

21. Rectangle: A freely positionable rectangle of any size (can
be set in ‘Position’) is inserted into your video. The color of the
rectangle can also be set.

22. Relief: The video image is transformed into a sort of 3-di-
mensional relief. It looks as if it has been chiseled in stone - a
single gray tone with light and shadow at the edges. Edges
appear where the original has strongly contrasting edges.

The button ‘Direction’ can be used to change the illumination
source in order to obtain different effects. The arrow shows the
direction in which the light shines from.

23. Color to Grey: Usually the video material is in color. This
effect can convert the video to black-and-white. If you want
to convert long segments, or perhaps even the entire video to
black-and-white, then you can set the color saturation in the
Video settings menu to 0% when initially recording the mate-
rial. This might save you long calculation times.

24. Mirror: A scene is mirrored. Under ‘Type’ the following
directions can be given: ‘Horizontal Left-Left’, ‘Horizontal
Right-Right’, ‘Vertical Top-Top’, and ‘Vertical Bottom-Bottom’.
You also have the possibility to mirror the two upper or the two
lower image halves, whereby you can also specify which im-
age half (left or right) should be mirrored.

25. Out of focus: With this effect you can make a scene appear
blurred. You can set the blur ‘Intensity’ from 2-20. Under ‘In’
and ‘Out’ you set the start and end points of the effect (up to
12 seconds).

26. Spread: Here you create a ‘shimmering’ image. This is
achieved by distributing the pixels within a circle (which you
set with ‘Step’ 1-10) containing the original pixel.

27. White balance: In case recording has led to erroneous
white balance resulting in white and gray surfaces that look
wrong but the color is OK, you can specify the location and
size of a rectangle with the button ‘Reference Color’. Then the
color fault within the rectangle is averaged and the deviations
in the entire image are canceled out. Note that only light color
faults can be improved. You can turn a red surface into a gray
one, but the effects on the rest of the image are extreme (color
distortion).

In order to identify this reference color, you should use the
slider at the bottom left to find an image that contains a white
area. In the case that there is no colorless (white) surface in
the image, it is possible to use a reference color from another
scene as the reference color. To do this, you should click on
the ‘Select scene’ button. This will enable you to select an-
other scene from your scene bin. In this scene, you will also be
able to move in time and determine a reference position. Use



the top left button to switch between the original scene ‘Effect’
and the added scene ‘Selection’. Once you have selected the
scene image, you can use the buttons ‘Position’ and ‘Size’

to select the reference color. The color that has been chosen
from the range, will be shown in the color field below.

28. Zoom: A defined image area can be zoomed in. Below
‘Position’ you give the location and size of the rectangle area.
Below ‘Zoom In’ and ‘Zoom Out’ you specify the start and end
time of the effect (up to 12 seconds).

Note: Increasing the zoom during editing does not fully replace
an optical zoom found in the camera. Digital zooming during
editing always results in quality loss.

4.11 Titling
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Titling essentially works as if it were an image processing
effect. However, instead of filtering (brightening...) the image,
titling inserts digital text in your video. Titling has two menus.
The settings in the ‘Titling’ menu correspond closely to those
of the image processing effects menu. You can read the cor-
responding description there for information about functions
such as Insert, Delete, Range, Preview, Single image, Calcu-
late, and Scene. After you have selected a desired title effect,
and perhaps set further Options in the field to the right of the
effect list, you must first add the effect into the storyboard.
You can then enter the Titler menu by clicking on the button
‘Enter/edit Text’ below the effect options.

Should you already have activated Title Studio or another op-
tionally available titler, titles may be entered in a different way.
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In that case, you should refer to the manual for that product.
You can use the ‘Opt.” menu to determine the titler that you
will be using. If you have activated Title-Studio, this Opt menu
should present you with a setting for the text treatment. If the
setting is set to ‘Standard’, the next title effects that will be in-
serted in the storyboard will be opened with the standard titler.
If the choice is set to Title-Studio, effects that will be inserted
in the future will be opened with the add-on product Title-
Studio. Titles that had already been inserted in the storyboard
will be opened with the titler that was already used for these
scene, independently of the setting in the Options.

Note: 'S Some titler functions are only available when the
Silver or Gold Edition has been activated.

Preview
f_ Archives

Tt
(Boxes

4 S = J

Cancel

Description of the standard Bogart SE titler:

(1) In the background you see the first frame of your video
scene. This full frame display serves as an orientation for
adding text. This lets you immediately see how the text looks
overlaid on the particular scene you are editing.

At the vertical or horizontal edge of the window you may see

- according to effect -a scroll bar, with which you can scroll
through the text box. If text boxes are already present in the
video image, then you can use this menu to enter text with the
help of an external keyboard.

(2) If you click on the button ‘Text’, you will continue to see the
first image of your scene. There is a task bar in the foreground.
This task bar provides you with several components that are
described in the following:

¢ With the keyboard you can enter the text of your choice. It is
also possible to connect an external keyboard (e.g. Power Key
option) to enter the text. Any adjustments you make to the set-
tings will automatically be applied to the next line of text entry.
If you want, you can enter the text later, but it is recommended
that you enter some letters now in order to better judge the
results later. If you would like to format every line with its own
settings (e.g. font, size, color), then click on the newline key
after every line you enter and then specify the desired format.
Separate formatting for individual words or letters in the same
line is not possible.

e A click on the button ‘Font’ opens a window in which you
have a choice of fonts and many type sizes (10-500 points).
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Choose font
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The font can be selected by clicking on its name or with the
slider, as you already know from the effect list. Next to the
fonts in the list, there are also different symbols. Most of the
fonts that come with the program are marked with a ‘A’. This
means that they contain all usual Western European charac-
ters). A font marked with a happy face (there is one supplied
in the standard package) contains pictures and/or symbols
instead of letters and punctuation. Fonts that are marked with
‘A+’ also contain Eastern European characters. These fonts
are available as extension products. Fonts marked with ‘A-’
are not always complete and may contain deviations from the
usual fonts. These fonts are not sold, but can be obtained free
of charge in appropriate instances.

Note: The Carolann font supplied with the standard package
has two different forms for ‘s’, in addition to ‘B’. The ‘s’ key on
the keyboard is the more frequently used long ‘s’, that is some-
thing like an ‘f’ without the horizontal stroke. The small, round
‘s’ is mapped to the ‘#’ key.

The size of the font is determined with the slider. The display
shows a preview of the current font type and font size as ap-
plied to ‘MacroSystem’. In addition to using installed fonts, you
can also directly import your own fonts. S Only TrueType
fonts can be imported. To do this, click in this menu on the
‘Import font(s)’ button. This will lead you to a selection menu

in which you can select and confirm the storage medium that
contains the fonts. You will get a list of available fonts.

Import foni(s)
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The currently selected font will be shown in a preview. The
Multi Select function allows you to choose multiple fonts to im-
port. You can import a maximum of 100 fonts. Once you have
tagged all the desired fonts, press OK to import them. Once
imported, the fonts are added to your font list. These fonts are
listed with their font name. They are marked by an ‘A’ with a
superscript x’.

Should you have installed too many fonts, you can remove the
superfluous ones by clicking on the ‘Delete font(s)’ button. You
should then mark the ones you want to delete and click on OK
to delete them.

¢ A click onto the ‘Style’ button opens another screen. Here,
you can see a preview to the right displaying a smaller version
of your video. The text part and background are related to the
position of the text cursor. If you have not yet entered text, the
system displays some other letters. In the top left corner, de-
cide which pattern is to be used for the text. Press ‘Color’ for
the color box or ‘Pattern’ to open the ‘Select pattern’ screen.
In this screen you can select a pattern of your choice, just as
described in section 3.2 under ‘Image pool’. The mode (posi-
tive/negative) and alpha value can also be specified.
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Clicking on ‘OK’ in ‘Select pattern’ confirms your settings and
you are returned to the ‘Style’ menu. Now you can see the



‘Outline’ button. With the aid of the slider next to it, define the
strength of the outline with values between 0 (not active) and
6 (strong). The ‘Color/Pattern’ button leads you to the image
pool, in which you can decide if the outline is to consist of a
pattern or color.

In the box below, you should see the ‘Shadow’ button. Use

it to determine a width between even values of 0 to 20. The
‘Direction’ and ‘Color’ of the shadow can now also be deter-
mined. The slider for ‘Blur’ allows you to change the outline of
the shadow to a blur type effects and thus make it look more
realistic.

In the right area of the screen, you can see the function ‘ltalic’.
You can activate it by selecting the empty box next to it. The
button ‘Smooth’ is use to apply a slightly smeared look to the
text. It also may help to weaken any unwanted artefacts result-
ing from video compression.

Below, you can see the ‘3D’ option. The strength of the three-
dimensional effect can be set with even values between 0 and
20 using the slider. The effect makes the letter look as if they
had a certain thickness. If you use higher values, make sure
to set a character space of around 120% so that the 3D effect
does not interfere with the letters themselves. The ‘direction’
can be set to four different possibilities. The arrow pointing
towards the left top direction is recommended.

The structure of the effect can be set using the ‘Color/Pattern’
button. It is recommended to use a tone similar to the text
color, yet with brightness between this and the background
color’s.

Below left, in the ‘Style’ screen, you can see the ‘Archives’
button. The Archives allow you to save the styles you have
created. You will also find some examples of styles that come
with the software. The Style screen can be closed by pressing
the ‘OK’ button (meaning that you confirm the settings made)
or by pressing ‘Cancel’.

'S Clicking in the text entry operation panel on the ‘Line’
button opens a window in which the functions ‘Character
width’, ‘Character space’, ‘Alignment’, ‘Line space’ and ‘Delete
active line’ are listed.

You can see that the settings of the buttons with percent
values lie between 50% and 200%, whereby 100% corre-
sponds to the default setting. Use the function Charwidth to
change the width of letters and punctuation marks of a line. In
the Enter/edit text screen, click anywhere in the line of text to
be edited. Then select the button ‘Line’ and under ‘Character
width’ enter the desired percentage. Click on ‘OK’ to observe
the result. The letters have become wider (> 100%) or narrower
(< 100%), depending on the percent given, and the entire line
has become either longer or shorter. The individual words in
a line cannot be formatted separately. The settings apply only
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to the entire line. The function ‘Character space’ increases or
decreases the space between the letters while the width of the
individuals letters remains unchanged. In the Enter/edit text
screen, click anywhere in the line of text to be edited and se-
lect the button ‘Line’. Use the ‘Character space’ slider to enter
the desired distance percentage.

The line is stretched (> 100%) or narrowed (< 100%), depend-
ing on the percent value given. The individual words in a line
cannot be formatted separately. The settings apply only to
the entire line. Under the selection button ‘Alignment’ you can
specify whether the line should be formatted ‘left’, ‘centered’
or ‘right’. With the function ‘Line space’ you can specify the
distance between the selected line and the line below it.

Click on the line that lies above the line to be changed. Now
select ‘Line’ and under ‘Line space’ change the default value
(=100%) to another value. If your percentage number is small-
er, then the line below moves closer to the selected line. If your
percentage number is larger, then the line slides farther away
toward the bottom from the selected line. The lines below the
moved line are moved along with it, but keep their respective
distances. You can also make several settings together in the
‘Line’ window before clicking on ‘OK’. Note that the settings
always apply to the line selected beforehand. The percent-
ages you have set are retained. You can view the settings and
changes for the line you have selected by activating the ‘Line’
window. Here you can also modify the percentages. (If you
have made changes but still see the default values of 100% in
the ‘Line’ screen, then you have selected the wrong line before
clicking on ‘Line’.) There is an extra function in this window. It
can be activated with the ‘Delete active line’ button. Clicking
on ‘Delete active line’ causes the line containing the position
marker to be deleted. The window disappears.

The switch Import (CD symbol with an arrow) allows you to
import texts written on a computer for titling (for instance, a
text from an e-mail with a customer’s preferred credits text).
This saves work and prevents typos. The system supports the
standard text formats ASCIl and UNICODE. When saving a
text from a word processing package, the text must be saved
accordingly. In order to make sure that even unusual char-
acters are imported correctly (such as the Euro symbol), we
recommend that you use the UNICODE format.

If you wish to import a PC text, note that only the pure text is
actually loaded, not the settings such as font type, size, style
etc. Such settings (like the text format) must be made in the
Bogart SE title program after importing. Before starting, make
sure that you have inserted the correct medium (CD/DVD) or
connected the right device (USB key, Firewire hard-drive).
Click onto the symbol button. Now you can select the source
for the text you wish to import. Choose either the CD/DVD, the
external drive or the USB key (for this, you require the Card
Drive software).



66 | Chapter 4

Following this, the texts on the source medium will be dis-
played and you can now choose the text for import.

With the buttons on the left in the menu ‘Text’ you can reduce
the task bar to these buttons or move it to the opposite screen
edge. Use the ‘TE’ button to return to the titler menu.

(8) Clicking on the ‘Boxes’ button calls up an additional tool-
bar, with which you can create and edit text boxes.

e At the top left you at first see the label ‘Box 1/1°. You see the
display ‘Box 1/2’ after you have added a text box. After adding
still another text box ‘Box 1/3’ is displayed, and so on. With
the help of the right arrow key you can move forward through
the boxes. The left arrow key is used to display the previous
box.

Note: You can toggle between the text boxes by clicking
directly on the corresponding spot in the preview screen. The
box is then marked with a broken line.

e Use the button ‘Add’ to put an additional text box onto the
video image. When you click the button a dashed box appears
in the upper left corner of the video image. You can now use
the trackball to position the box. After the upper left corner of
the box has reached the desired position, confirm by clicking
the left trackball button. Rolling the trackball now determines
the size of the box. Clicking on the left trackball button again
confirms the setting.

You can define any number of text boxes. The last text box to
be added is indicated with a dashed frame. When a text panel
is hidden by others you can make it visible either by resizing or
moving the overlying panel, or by clicking repeatedly the TAB
key on the keyboard (to the left of the letter g) until the text
panel you want appears.

Note: Please note that after calculation the text boxes are
ordered in the same sequence as they were created. The se-
quence that you used to place the boxes on top of each other
is irrelevant for the calculation.

e Clicking on ‘Delete’ causes the active (outlined) panel to be
deleted. The previously inserted panel now becomes the active
panel.

¢ Both the coordinates and the size of the currently active text
box are displayed at the lower left edge of the task bar.

e With ‘Move’ you can change the position of the active

text box. You drag it with the trackball and confirm the new
position with the left trackball button. Alternatively, you can
position the trackball cursor on the upper left corner of the text
box so that a symbol (four spearheads) appears. Then click

on the left trackball key so that the task bar is hidden and you
can move the selected text box. After you have reached the
desired position, click again on the left trackball key.

e After clicking ‘Size’ you use the trackball to resize the panel
at the bottom and right edges and fix the new size by click-
ing on the left trackball button. Alternatively, you can change
the box size by clicking directly. Point the screen cursor to the
upper or lower edge so that an arrow symbol appears, click on
the left trackball key and drag the edge up or down by roll-

ing the trackball. Moving the left or right edge functions in the
same way.

If you point the cursor to the lower right edge, a diagonal arrow
symbol appears. Click on the left trackball key and then roll the
trackball to change box height and width simultaneously.

e Use the selection button ‘Text’ to specify whether you want
to align the text you have entered or still have to enter at the
top, middle or bottom of the text box.

e Clicking on the button ‘Extended’ calls up a display in which
you have several options:

Extended

Copy style to all lines
Copy font to all lines ]

min. size
visible size

max. size

&

Settings

g

Ok

S The function ‘Copy style to all lines’ offers the possibil-
ity to copy the settings made in the window ‘Style’ from one
single line to all other lines on this page. Before you call up the
window ‘Extended’ again, mark the line (place the cursor in
this line) which contains the style you want to copy.

After selecting ‘Style for all lines’, the settings will be copied.
Similarly to the function mentioned above, you can copy the
font of one line to the other lines by clicking on ‘Copy font to
all lines’. Mark the line which contains the desired font and
choose the function ‘Copy font to all lines’. Selecting the ‘min.
Size’ button reduces the text panel to a minimum, meaning
that a narrow border encloses the text inside.



Clicking on the ‘Visible Size’ button sets the text panel to a
size visible on a television set. If you click on the button ‘max.
size’ the active box increases beyond the screen edge. This
function is helpful, for example, if you would like to fill the box
background with a transparent color or pattern. Clicking on the
button ‘Settings’ causes a display to appear in which you can
set ‘Grid’ and ‘Border’. The ‘Grid’ slider allows you to set the
size of the invisible grid. The box edges are aligned with this
grid so that positioning is easier.

With the ‘Border’ slider you set the distance of the text box to
the screen edge. It is also possible to move the text box using
the cursor keys of an external keyboard.

(4) After clicking on the ‘Pages’ button, a new toolbar appears
in which you can create and edit pages.

S <[
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all Lines |centered =
Background to all boxes

r_/ m/

e There you see at the above left (according to the effect) the
label ‘Page 1/1°. After you have added a page (see below)
you see the label ‘Page 1/2’. After an additionally added page
‘Page 1/3’ appears, etc. With the help of the right arrow you
can move forward through the pages. The left arrow displays
the previous page.

¢ By pressing the ‘Insert’ button, you can insert a new text
page. Inserting a new page prompts Bogart SE to ask if the
page is to be inserted before or after the current (first) page.
All subsequent pages will automatically be added after the
currently selected page. A page can only be inserted (added) if
the current page contains text.

e Pressing ‘Delete’ deletes the current page and you will see
the next available page on the screen. If you have deleted the
last available page, the previous page will be seen.

e The selection button ‘All lines’ offers three possibilities: ‘“Top’,
‘Centered’ and ‘Bottom’. With these options, you can select
the vertical position of the text lines of all text panels on the
current page.

® The button ‘Background to all boxes’ copies the background
of the current box to all other panels on this page. The button

has no effect if you are working with just one box.

(5) S Clicking on the button ‘Graphics’ causes an addi-
tional toolbar to appear.

Mode |free scaled =

Graphics
[p_l Chunse background f?

f_ Add graphics box
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e At first you can decide whether your text box should be
provided with a background. Next to the function ‘Choose
background’ there is a checkbox. If you see a checkmark in
the checkbox then the background for the active text box is
transparent. If you activate the checkbox so that a checkmark
appears, then the active text box is filled with a background.

e In order to specify the box background, click on the button
‘Choose background’. This opens the image pool. There you
can specify the desired pattern or color - also with transpar-
ency percentage.

¢ A click on the button ‘Add graphics box’ opens the image
pool, in which you can select a graphic (Product: Bogart SE,
Type: Images). After clicking on ‘OK’ you can position the box
in the desired size on the screen.

e The selection button ‘Mode’ provides you with several pos-
sibilities to render the box background and the graphic in
the text box. The option ‘free scaled’ means that the pattern/
graphic is adjusted to the size of the text box. Under some
conditions the proportions may be distorted.

The option ‘fix scaled’ uses the original proportions of the
pattern/graphic, meaning that adjustment is made in reference
to one edge of the box. This may result in black streaks at the
edge of the text box. In addition, it is not possible to enlarge/
reduce a text box by clicking on its border. A text box can only
be modified proportionally, by clicking on the corners. With the
option ‘Original’ you use the pattern/graphic in original size.
This means that for a small text box only a part of the pattern
can be seen. A large text box is then not completely filled with
the pattern.

The option ‘tile’ fills the entire text box with the selected
graphic. If you have selected a normal large pattern, then you
will see no difference with the option ‘Original’. If the graphic
is smaller than the text box, then it is set in original size tiled
behind each other, so that the entire box is filled with one and
the same graphic.

(6) The ‘Preview’ button can be used to (if you have already
added a title effect to the storyboard) see a preview of the ef-
fect you have selected. If you have not yet added an effect, the
trackball pointer will display a little cross when trying to click
on ‘Preview’.

(7) A click on ‘Archive’ opens a field displaying four buttons:
‘Load’, ‘Save’, ‘Delete’, and ‘Cancel’. Clicking on ‘Load’ dis-
plays a list of the previously saved titles. In this list you select a
title, either directly or with the slider, and confirm (‘OK’). A click
on ‘Save’ displays the same list. There are now two possible
courses of action:

1. You can click the text entry field below the list so that the
keyboard is displayed and you can assign a name to the
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previously created title, followed by clicking on ‘OK’ within the
keyboard and in the text archive field.

2. You can select a title from the list and then click on the text
entry field which now contains the name of the selected effect.
Within the keyboard field you now overwrite this name with
another of your choice. The difference to the first possibility

is that you overwrite not only the name, but also the archived
title, which is then irrevocably lost. Alternatively, you can select
a title without clicking on the test entry field. You can then con-
firm by clicking on OK. The selected entry will be replaced by
the previously created title, but it will keep its name. With the
help of archiving you can save your frequently used standard
text independently of projects and reuse them at any time.

If you click on ‘Delete’, a list of saved titles is displayed in
which you can now select the title to be deleted and confirm
with ‘OK’. A click on ‘Cancel’ closes the menu without accept-
ing any settings.

(8) A click on the ‘i’ button displays information on the selected
title effect, the length of the effect (in the case that you have
already placed it in the storyboard), and whether you have
applied the typefaces installed only in the demo version to
your text boxes. If, while experimenting, you have been using
a demo font and are now unsure where to find it (a space is
sufficient), use the button text / font for all lines to determine a
common, active font.

(9) With the ‘OK’ button you confirm again all settings made
and are returned to the ‘Titling’ menu.

(10) With ‘Cancel’ you exit the Text-entry menu without ac-
cepting any settings made for the ‘Titling’ menu.

In the ‘Titling’ menu you can then insert the title effect and
calculate it, or set the range beforehand, as is done with the
‘Image processing’ effects screen.

Title effects in detail

Title effects can be selected in the effect list. This list contains
several effect options. For many of them additional attributes
can be modified, as will be shown in the following:

1. Moving pages: The direction in which the title is scrolled
(over one or more pages) into (‘into’) or out of (‘out of’) the
page is specified here. Any one of eight directions can be giv-
en. In addition, the ‘Movement’ can be set up to 12 seconds.

2. Fading V-Scroll: The text scrolls from the bottom to the top
through the picture. The scroll speed depends on the scene
length and the text length (the text scrolls fast enough so that
it moves entirely over the screen within the duration of the
scene). The title enters the screen in a transparent state, be-
comes clear (solid) in the center of the screen, and again more
and more transparent as it scrolls out of view. You can set the

height ‘Fading height’ of this fade-in and fade-out from 10-200
pixels.

3. In/out fading pages: All pages are faded in and out in se-
quence. The ‘Fade’ indicates when the title should be faded
in (up to 12 seconds) and the ‘Pause’ indicates the duration
between two pages

4. Horizontal scroller: The text moves across the screen from
right to left at the bottom of the screen. In the Text-entry menu
you can enter as many letters as you wish for the text. There is
a slider below the video you can use to move the text further

5. Place holder: This is not a real, proper effect. Instead, it is
a place holder for projects that have been copied. The effect
settings field at the right contains a warning that this is not a
proper effect. For more information, please refer to the de-
scriptions of the transition effects

6. V-Scroll: The text scrolls from the bottom to the top through
the picture. The scroll speed depends on the scene length and
the text length. The text scrolls at a speed so that it scrolls en-
tirely over the screen within the duration of the scene. Several
pages can be inserted

7. Pages: All document pages are displayed in sequence.
Display is done without fading and pauses. The display time is
such so that the entire scene is affected

8. Through fading pages: All document pages are crossfaded
one after another in sequence. The speed can be set from
0-12 seconds in ‘Fade’

Audio

You should not begin audio mixing until you have finished
editing the video. Effects and titling should already be com-
pleted. Editing video or adding effects after audio mixing has
been completed can damage the careful editing work which
you have already done on the sound track. To avoid misunder-
standings: When you edit video in Bogart SE you also change
the original audio. Transition effects in the video are also ap-
plied to the audio. This section deals with audio mixing, which
involves adding additional audio tracks overlaying or supple-
menting the original audio.

Audio mixing employs the same principle as video editing:

1. Recording of the raw (audio) data

2. Splitting of the audio sample into a number of discrete pas-
sages (if desired)

3. Trimming of these data, i.e. cutting out of undesired compo-
nents such as coughing, residual material from adjacent CD
tracks, etc.

4. Special processing of the audio sample or of a part of it (e.g.
interchanging of stereo tracks)



5. Insertion of these audio samples into the storyboard

6. Adjustment of the volume of the original audio and of any
commentaries and the background music to each other, and
adjustment of any fading

7. Addition of audio effects (if desired).

8. Fine adjustment of the volume of individual audio samples
by means of wave form (if desired).

9. Creation (if necessary) of the complete sound track (all ste-
reo tracks are mixed on a single stereo track).

10. This just leaves recording to tape, and your video is

finished.

4.12 Audio Record / Edit

This is the Audio - Record menu (accessed via the main

menu, or by pressing the respective quick select button in
other menus). Use this menu to record your audio material by
clicking on the round red Record button. You can also use this
function to split, trim and name recordings.

(1) Use the volume display (top left) to adjust the volume level.
Try to set the recording volume level as high as possible so as
to obtain optimum sound quality, but do not over-modulate it.
Click on the scrollbar below the volume display to change the
volume level. Move the scrollbar to the left or right to reduce
(to a minimum of -12 dB) or increase (to a maximum of 19 dB)
the volume respectively. The range available depends on the
selected audio input. Flashing blue in the volume display indi-
cates that everything is in order, flashing yellow indicates a risk
of over-modulation during audio mixing (only if several over-
modulated segments are mixed), and flashing red indicates
over-modulation.

(2) If your system supports the ‘Sound’ button, it can be used
if an analogue input has been selected, i.e. Microphone, Front
and Rear. Before recording audio material, click on the button.
A window is opened in which you can select the Treble and
Bass from -12 to 12 dB.

(3) The setting for the audio input has different possibilities,
depending on the type of device and has already been set be-
forehand. The possible settings are also dependent on optional
hardware. If you use a USB microphone or the Analog Audio
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Interface, you will have additional choices in this menu.

(4) S Select between Mono and Stereo modes. When us-
ing a mono microphone, check that Mono is actually selected.
If DV is selected as the input, you can also select Stereo B
mode. In this case, the sound is recorded from a second
stereo audio track of the input device, provided the input is in
12-bit, 32 kHz mode. Not all DV input devices offer a facility for
selecting this mode, however.

(5) The field below the Modus button displays the remaining
capacity of the audio partition.

(6) The audio samples which you have recorded are automati-
cally assigned a label (A 1, A 2, etc) in the audio list, and their
length displayed. If you have added an audio sample to one of
the sound tracks of the Audio-Mix menu, it is marked with a
small dot next to the length indication.

(7) The New Sample button opens a dialog in which the
Sound, Silence and Sine Wave Sound functions can be con-
figured and launched by means of the respective buttons. The
effect ‘Sound’ allows you to transform sound effects from the
audio pool (see chapter 4.9, item (13)) and thus use them for
the audio mix. Click onto the button ‘Select Sound’ to open
the audio pool selection. Select the desired sound effect, exit
both the audio pool and the ‘New sample’ window with ‘OK’.

Note that the length that can be set in the ‘New sample’ win-
dow is not relevant - instead, the original length of the sound
effect is used.

The Silence button creates a completely silent audio sample
with which, for example, you can influence parts of another
audio sample indirectly for the duration of the silence (see
Audio-Mix - indirect volume control). The silence created in
the audio bin has the length you have chosen. In addition, this
sample has been trimmed 5 seconds in the IN range and the
OUT range. Should you nevertheless need a slightly longer
silence, the range can be trimmed.

Use Sine Wave Sound to create a tone the frequency (440 Hz
or 1 kHz) and volume (-20 to 0 dB) of which you can define.
Soft crackling may be audible at the beginning and/or end of
the sinusoidal tone. This cannot be eliminated entirely during
play back.

The samples created in this fashion are added to your sample
list.

(8) Special can be used to apply a number of special effects to
the audio sample, many of which are however only available
or worthwhile on stereo audio samples. With these functions,
Bogart SE creates a copy which includes the desired changes,
i.e. the original audio sample is preserved unchanged. The fol-
lowing special functions are included as standard:
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Width This function artificially increases the distance between
the loudspeakers. This increase is achieved by negative chan-
nel crosstalk. You can select a width of between 0 and 175%.

Declick reduces the click and crackle noises found in particu-
lar on records. Use the Declick-level slider to set the value to
de-clicking and de-crackling in the recording. Don’t set this too
high as this will have in an influence on the sound quality.

Denoise reduces the noise level found on old tapes and
records. First, select a noise position. A high value for the de-
noise level will also reduce the audio quality. If you are working
with very noisy material, you must find a compromise.

Equalizer offers a 10-channel control for frequencies between
31 Hz to 16 KHz.

Note: A stronger increase in some frequencies may possible
reduce the total volume to reduce overmodulation/clipping.

Copy Channel As can be seen under Mode, this function
copies the left-hand channel to the right-hand channel or vice-
versa, as desired.

Swap sides This function interchanges the left-hand and right-
hand channels.

Sound presets offers profiles, specifically suitable for classic,
jazz, rock, pop and dance music.

Sound control Sound control is used to adjust bass, mid and
treble tones.

Volume Use this function to increase or reduce the volume for
the audio sample in question from -20 to 6 dB.

Volume & fading is used to normalize the volume with select-
able fade in and fade out times. The level has a range between
-48 db and 0 db. Set the slider to 0 db and the music piece will
be raised to the maximum possible volume without clipping. If
you set a negative volume, the music will be quieter than the
maximum level. This does not necessarily reduce the volume
by a particular level, but instead changes it to a certain level.

Note that even if you apply the same normalization, some au-
dio may still ‘seem’ to have a different volume. This is subject
to differing dynamics that aren’t affected by this filter.

Volume LR Use this function to adjust the two channels (left
and right) of an audio sample separately. Here too, you can se-
lect within a range from -20 to 6 dB. Mono switches the stereo
signal to mono.

Mono switches the stereo signal to mono.

NOP This function cannot be used to make any changes to

your audio sample. As with the image processing effects, it is
used by MacroSystem for internal debugging.

Mute This function mutes either the left-hand and/or the right-
hand channel as desired. In addition, you can also deactivate
the function using the ‘---" button so that the audio track is
only muted for a specific period of time and so that you need
not remove the effect.

Surround The surround effect is used in conjunction with a
surround receiver or amplifier to assign the sound of an audio
sample to a certain channel, i.e. to a certain loudspeaker. It
can be used to create interesting acoustic impressions, in
particular during audio mixing with commentaries. On a normal
mono or stereo television set, surround audio is reproduced as
‘ordinary’ audio, i.e. without surround effects, through a single
or two loudspeaker(s). A film containing surround effects is
thus suitable for playing over any set. Once the surround effect
has been selected, the following options are available:

front left Sound is played through the front left-hand loud-
speaker only.

front centre Sound is played through the front centre loud-
speaker only.

front right Sound is played through the front right-hand loud-
speaker only.

rear The sound is played through both rear loudspeakers.

rear left Sound is played over the rear left-hand channel only.
This is possible only with a receiver/amplifier which supports
Pro Logic Il (trademark of Dolby Laboratories). Without Pro
Logic Il, sound is played simultaneously over the two rear
channels and the front left-hand channel, creating an effect
which is similar but not as clear.

rear right Rear right functions in a similar manner to rear left,
but for the right-hand rear channel. In all cases, a mono audio
sample is first generated from the original stereo sample, as
playback is ultimately through a single loudspeaker only.

Sample -> Scene Clicking on the Sample -> Scene button

creates a video sequence with black background from your
audio sample, which appears in the scene bin. You can use
this video sequence as a basis for further video operations

(e.g. insert editing). This function can greatly simplify audio-
based editing.

Copy sample Clicking on the Copy Sample button creates an
identical copy of the previously clicked sample in the list of
audio samples on the right. This function is useful when you
wish to use both the original material and a modified version.
The copy appears in the samples list with the same name as
the original, but is identified with the suffix. K (e.g. A1.K).



Make sample longer If you have a sample that you would

like to make longer by adding a silent part at the start or at the

end, this operator should be used. A silent piece can be added
on at the start or at the end. The time can be set to a maximum
of 30 seconds, which can be set in seconds. This is especially

convenient for audio samples that must be faded in or out, but
that do not have enough after-recording time.

Clipboard S If your system supports this function, you
can place the audio sample onto a clipboard. If you select
‘Clipboard’, this will open a selection menu. The sorting order
of your music recordings in the clipboard is identical to your
recording menu. The sorting setting made there is also used in
the clipboard. This menu will enable you to add samples to the
clipboard, or to insert samples from it into the active project.

The top of the screen has a list of all samples found in the
Clipboard. This list will be empty the first time you see it. The
following options exist:

Add current sample The sample currently selected is added
to the Clipboard.

Add other sample You can add another sample than the cur-
rent one from your project.

Add sample from different project You can add any sample
from any of your projects. To do this, first select the project,
then the sample.

Remove sample(s) This option is only available if you have se-
lected at least one sample in the Clipboard. All tagged samples
will be deleted from the list.

Import sample(s) This option is only available if you have
selected at least one sample in the selection list. All marked
(tagged) samples will be added to the current project.

Options You can determine if trimmed parts of the samples
are transferred or left out.

Any audio samples placed on the clipboard are deleted when
the system is switched off.

Also in this menu you see the button ‘Pre-listen’ under the
effect options. Here, you have the option of either deactivating
the function (‘off’), i.e. either hearing the effect or the original.
Once you select either Effect or Original, this will loop-play
about 20 seconds of the effect selected in the list (applied to
the music selected in the list of sound clips) or some seconds
of the original sound piece. This option can save you a lot of
time, because the audio effects can be heard and compared
with the original without being rendered.

This function also displays signal amplitude as a control.
Flashing blue indicates that everything is in order, flashing

Bogart SE 5 User manual | 71

yellow indicates a risk of over-modulation during audio mix-
ing (only if several over-modulated segments are mixed), and
flashing red indicates over-modulation.

(9) Click on the Split button to access the Split Sample menu.
You can then split audio scenes in the same way as video
scenes.

Split Sample

| [ Traffic.1
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001.33:01

1
]
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Split Position
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Insert as scenes in storyboard | ==

The name of the audio sample is displayed at the top on the
right-hand side. The name is followed by .1 or .2 etc. (e.g. A
1.1 or A 1.2). You can of course click in this field to call up the
keyboard again, and rename the audio sample. Clicking on
the Split Position button now enables you to split the audio
sample. A graphical display of the part to be split off is shown
in the bar at the bottom. In addition, the wave form and audio
scrubbing (Chapter 3.2 ‘Sound envelope & audio scrubbing’,
only with active Gold Edition [ﬂ) which cannot be disabled in
this menu, show the point of the audio sample at which you
are located. The Use and Drop buttons and the arrow buttons
have the same function as in the Split Sample menu of the im-
age material.

Click on the Play button to start playback of the audio sample
currently being edited. During playback you can split the
sample for example at a bar by clicking on Use at a suitable
point. Your audio sample will be split at this point without
play-back being stopped. If you whish to copy the split audio
pieces into the Storyboard in the Edit screen, you need to first
activate the ‘Insert as scenes in storyboard’ K8l by marking the
little box. After splitting the sample and confirming with ‘OK’

or waiting until the end of the sound, the video data will be
created. The sample parts are automatically copied in the form
of empty scenes, containing the respective parts of the sound.
These empty scenes are placed into the Storyboard in the Edit
screen. They’ll be easy to spot: Black scenes with a little music
note symbol.

Additionally, you can now press the ‘Replace’ (or ‘Insert’)
button (see chapter 4.7, item (17) / (13)), so that the selected
empty audio scene takes the place of the selected scene in the
scene bin. If the video scene is too long, it is trimmed to the
right length at the end.

This function is great for audio pre-editing as you can com-
fortably make your cuts and then implement the rhythmically
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cut up audio piece to any video footage. Once you have split
your audio sample, the sample list shows that copies of it have
been made and that your original sample is still available.

(10) Use the Trim function to remove unwanted components
at the beginning or end of the recorded or split audio mate-
rial. Coughing in the commentaries and residual material from
adjacent CD tracks can thus be eliminated. The Trim function
is also familiar to you from video editing, and functions in the
same way with audio. The wave form and audio scrubbing
cannot be disabled in this menu.

(11) Click on the Delete button to delete the selected audio
sample.

(12) Click on the Undo button to undo deletion of an audio
sample. The last ten samples deleted can be recovered in this
way. Deleted scenes cannot be reactivated following a restart.
When the sound clips have been loaded, you will see their
titles displayed in the list of sound clips.

(13) The name of the audio sample clicked on in the sample list
is displayed automatically in the name field. The name can be
changed in the manner familiar from video. Click in the name
field to call up the keyboard. The length of the audio sample is
displayed in the adjacent field.

(14) The text field at the bottom right contains the group name
that has been assigned to the sound sample. Should you want
to change the group or assign it for the first time, click in this
text field to activate the ‘Assign Group Name’ button. This
menu is also activated when you click on the ‘Opt.” button.
This menu is explained in item (19).

(15) Use these buttons to control the Stop/Record/Play func-
tions for the audio sample highlighted in color in the audio list.
You can make corrections to the volume with the aid of the
scrollbar below the volume display (1) while recording is run-
ning.

(16) In addition to recording audio, there are two ways to im-
port audio. Click on the button with the CD symbol next to the
button to open the DVD tray to open the ‘CD Import’ window.
CD Recording button. Click on this open symbol, to open the
drive tray in which you can put an audio CD or CD with MP3
audio data.

Then press the eject button of your system (or press against
the tray) in order to close it again. Now click on the Display CD
contents button to read all available tracks on the audio CD
inserted beforehand into the DVD-RW drive. To sample your
tracks, check the box next to Play intro time in order to play
the audio sample automatically as soon as it is selected in the
list. You can choose between different play back times or you
can switch off this function altogether.

You can switch to a different track or start import with OK

at any time during play. You have the several possibilities to
enter titles. Note the box above the vertical slider. If you click
on this, you will be able to select whether you want to select
(marking) or deselect (unmarking) all titles. If you only want to
select a single title, select the field in front of the title. If there is
a checkmark in the box, the title has been selected.

e If you whish to import all titles from the CD, first mark all titles
or click on the button All. It is unimportant which titles in the
list have already been selected.

If there are MP3 files on your medium, you will be able to use
‘MP3 options’ to modify settings for import. You have the op-
tion to select the filenames that must be imported and whether
or not the sample should be put in a group that can be taken
from the file information of the MP3 file.

If you cancel the operation while the titles are being read, then
all titles that have been successfully read are displayed in the
list. When the sound clips have been loaded, you will see their
titles displayed in the list of sound clips.

The other possibility to import audio is via the USB symbol.
Click on this button to get a menu that is almost identical to
the abovementioned CD Import. In this menu, next to the but-
ton ‘Show contents’, there is a second button with which the
USB source can be selected. Click this button to select your
USB source. Confirm your selection with OK and the contents
of that medium will be listed in the menu. The selection and
the import will follow after the abovementioned actions.

(17) Here, you can see a symbol of an arrow pointing to a CD.
Click on this button and a screen called ‘CD compilation’ ap-
pears. This screen allows you to select samples for your audio
CD. You could burn your audio comments or extracted original
sounds to CD or even load a music CD and re-burn it with a
different track order.

On the left, you can see a list with sound samples (‘All sam-
ples’). Select the desired sample and press ‘Add’. The sample
should now appear in the right list (‘Selected samples’). This
way, you can continue adding sounds to your CD. Any sam-
ples selected from the left list are highlighted with a little dot.

Take care not to overstep the maximum length of 80 minutes
(72 minutes until Bogart SE 3) for the CD. The ‘Estimated
usage’ of the CD can be monitored on top of the screen. Of
course, you can remove any tracks from the list again by sim-
ply clicking on ‘Remove’. Once you have finished assembling
the list of tracks for your CD, click on ‘OK’ and insert an empty
CD into the disc tray. If the medium is a CD-RW that already
contains some data, the system can optionally delete the
contents first, before the tracks are burned. Please wait with
removing the CD until the system tells you the CD was burned
successfully.



It is also possible to export your sound samples as MP3 files.
Select the button with the arrow that indicates the CD and
USB symbol. You will get a menu in which you can select
which of the sound samples in your project you want to export.
Click on the sound sample and add it to the list on the right by
clicking on the Add button. The sound samples listed there will
be exported. Before exporting starts, you must also set your
destination medium and the desired quality level. The qual-

ity is used to set the compression rate of your MP3 files. The
higher the quality, the larger the exported file will be. Select the
medium you want from the destination media.

In Settings you will find an indication of the predicted storage
capacity that the exported samples will need on your medium.
You should then confirm the export by clicking on OK. Conver-
sion and export of the samples will then start.

In case you do not wish to export samples, you should click on
the Cancel button.

The selection of samples for export is deleted once this win-
dow is closed.

(18) When you have imported your sound recordings and your
samples, you will find them in the audio bin. This list of avail-
able sound recordings can be modified to suit your needs.
Below the list, you will find the option to determine how the list
should be sorted. You may choose between:

original: This lists the sound recordings in the order in which
they have been acquired by the system through recording and
importing.

By name: The sound recording list can now be sorted alpha-
betically in ascending order.

By length: The sound recordings are sorted by length in as-
cending order.

(19) 'S I8 Opt: Group

You can assign a group to any sound recording. This will
make the list more clear and better structured. For example,
you could then only show the scenes of a particular group.
Activate the sound recording you want. Click on ‘Opt’ to open
the group options and select ‘Assign group name’ to assign a
group to a sample.

If a sound recording has been assigned a group, you will find
the group name in the bottom-left field of the menu, between
the display of the name of the recording and the counter.

Once you have a large number of group names, it may be ben-
eficial to reorder the groups that are being shown. This way,
you could create archives in which only specific group names
are visible. This way you can limit the choice of groups.

This way you have also made it possible to select scenes in
the group selection. With the Stock button, all the existing
group names of the project will be listed.
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When you work with groups, you have several possibilities

to select scenes in the bin. If you wish to show only sound
recordings of a particular group or even several groups, press
‘Opt’ and then ‘Group selection’. This next list contains all
available groups for this project. Use the multiple selection
function to choose one or more groups by placing a tick next
to the groups. Press OK to show only the scenes that have
been assigned to those groups. The remaining scenes are not
deleted, merely ‘hidden’.

If you wish to delete the group name of a sound recording
(unassign), select the ‘---” name from the group list. If you wish
to see all sound recordings, even those not assigned to any
group, open the group selection once more and confirm by
pressing ‘All’. You will now once again see all of your clips in
the scene bin. If not all of them are listed, you should look at
the top edge of the menu. To the right, you will the information
‘Filter active’. Make sure to check for this if you feel that some
clips are ‘missing’.

S You can even improve the organization of the bin more
by hiding any clips that you already added to the storyboard.
Go to the options menu ‘Opt’. If the checkbox next to ‘Show
added scenes’ is ticked, any added scenes (all scenes marked
with a small white dot above the stamp) will be shown in the
scene bin. An unticked box means that the function is deac-
tivated and that already added scenes are not shown in the
scene bin. Of course, ‘hiding’ scenes in this fashion does not
mean that they are deleted, but merely not shown.

(20) Click on one of the menu symbols to access the menus
Edit, Audio-Mix and the main menu directly from this menu.

4.13 Audio-Mix

Use this function to arrange recorded commentaries and the
background sound in the storyboard, add audio effects, and
fine-tune the volume for the sound tracks.

4.13.1 Premixing audio

The audio premixing is a possible alternative to properly edit
the sound.

In the audio premix, you can, if the storyboard contains at least
one scene, insert a sound sample in the audio mix, and then
continue to build the rest of the storyboard in a way that fits
your sample.

If the Storyboard contains at least one scene, you can, for
example, insert a song below it. The song will automatically be
shortened to make it fit the scene. You should set he track you
use for this to ‘free’ in the audio settings menu, in case you
happen to have chosen a linked track. Pre-mixing is only pos-
sible for free sound tracks.

In the audio-mix, you will now see the storyboard scene and
the sound sample which has automatically been shortened
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at the end in the sound track that you have selected previ-
ously. When scenes are added to the storyboard, your sound
sample will automatically lengthen with the storyboard. This
means that, in our example, you could insert scenes, and the
song that was previously shortened will automatically be made
longer again, until the end of the song is eventually reached.
Should the storyboard now be shortened, the song will once
again automatically be shortened at the end.

This way, you can add pre-mixed sound to a storyboard and
then modify the storyboard as you see fit. You can insert and
remove transition effects, or modify their duration. You can
replace scenes by longer or shorter scenes. The pre-mixed
sound will always remain. This makes it very easy to change
scenes, with or without transition effects, following the rhythm
of the music.

4.13.2 Audio mixing
Audio mixing is similar in principle to video editing.

S Some audio mixing functions are only available when the
Silver or Gold Edition has been activated.

The audio mix menu depends on the view that has been cho-
sen. It can be shown in storyboard or in timeline mode. You
can switch between the storyboard and timeline views using
the Mode in the settings, after selecting ‘Storyboard, Timeline’.
The audio mix menu has a button at the bottom left with which
you can directly switch the view.

The storyboard with the scenes and video effects which you
have added to it is visible at the top of the screen.

WO @E m
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Unlike the storyboard view of the Edit menu, transition effects
are however displayed as discrete scenes in the storyboard.
This display mode is advantageous, as it enables other audio
samples to be situated exactly within the duration of the effect.

Below the storyboard are several horizontal bands, the sound
tracks. If you have set the control ‘Audio tracks’ to ‘normal’

in ‘Project settings’ under ‘Audio settings’, the specific differ-
ences between the sound tracks are as follows:

Audio samples from the original sound track, the commentary
track and the effect track(s) are bound to the scene(s) above
them. Where changes are subsequently made to scenes be-
fore and after the audio samples, the sample remains synchro-
nized with its previous position. Where changes are made to
scenes which overlap the audio sample in time, the latter must
be deleted (following a prompt).

Audio samples in the music tracks are not bound to a scene;
instead, they retain their position in relation to the starting
point of the storyboard. Changes to the video before or during
the audio sample result in shifts which are, however, generally
uncritical in the case of background music etc.

Owing to this difference in behavior, the tracks bound to the
video material are particularly suitable for commentaries or

for sound effect dubbing. The music track is mainly meant for
background music and similar audio. Provided the differences
between tracks are observed, it can of course be used for any
other purpose. You can also deactivate these links and define
them freely. This is what the button with the spanner is for, at
the bottom right of the sound tracks. In the audio editing menu
the symbols next to the sound tracks change into numbers
and arrows, indicating to you the setting for each sound track.

Audio mixing can be described in the following way.

1. Adding audio samples to a sound track

2. Moving and trimming audio samples

To define the starting point exactly, select Range. This will
activate the Range menu. It can be used to move the sound
(Select Start, then Move) shorten the sound at the beginning or
end (In and Out ; followed by Trim).

3. Creating and checking audio

4. Correcting sound volume

Bogart SE offers a total of three methods of volume control:
Direct sound volume control, indirect volume control and vol-

ume control via the sound envelope.

The method of volume control employed in each case is there-
fore determined primarily by the task concerned:



e |f the volume of a complete audio sample is simply to be
increased or reduced, direct volume control is the solution. Us-
ing the wave form for this purpose would be to use a sledge-
hammer to crack a nut. Changes in the master sound volume
has a direct influence on the presentation of the envelope
curve.

e If an audio sample is to be dampened while another audio
sample is playing, for example the background music is to be
softened for the duration of a commentary, indirect volume
control is the most convenient solution. Modifying the audio
samples by means of the wave form or splitting the music
manually would also entail a disproportionate amount of work.
e |f unwanted noises are to be eliminated from a audio sample
or over-modulated passages of an audio sample adjusted to
the general volume level, the wave form represents a power-
ful tool, albeit one which is not particularly easy to use. Once
an audio sample has been edited by means of the Wave Form
function, indirect volume control is however subject to certain
limitations.

5. Smooth-fading audio samples in and out

6. Adding audio effects

Audio effects (standard effects, surround effect, supplemen-
tary effects) can be added to individual audio samples in the
same way as to complete sound tracks.

7. Rechecking audio mixing
Add the remaining audio samples in turn and adjust the vol-
ume, fading and effects as required.

8. Creating audio

Create the sound. The color control bar immediately beneath
the storyboard should no longer contain any yellow compo-
nents.

4.13.2.1 Screen elements in the timeline view

The timeline view is only available when the Gold Edition is
activated.

Using a screen shot of the audio-mixing screen, the individual
elements will be described below.

| CalE T o S—] ] o e
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1. The menu view is set with this button. This allows you to
switch between the timeline view and the storyboard view
at any time, making it possible to make use of their specific
advantages.

2. Use this button to lengthen the yellow guide lines from the
video track that optically separate the scenes from each other
to the full height of the sound tracks. They indicate the start
of a scene and improve clarity when arranging the samples on
the various sound tracks. When you move samples or when
you insert samples, the guide lines are ‘magnetic’, which
makes it possible to position them with great accuracy - more
on this later. The lines are only displayed where there is no
transition effect between the scenes.

3. There are different possibilities to identify overmodulation of
the audio. A click on this button will test the audio and tell you
if clipping is occurring. If clipping is indeed occurring, a mes-
sage will inform you and you will be able to jump directly to the
relevant position on the timeline. You can then deal with the
problem easily. Additionally, areas with clipping will be colored
red in the narrow blue strip on top of the original sound track.

If there are several clipping areas, you can edit these one after
the other by repeatedly clicking the test button. If a very long
project has not yet been tested at all, the test can take some
time.

The Timeline mode view displays the audio modulation in the
audio mixing samples. Should sound clipping occur, this will
be indicated in red in the top border of the sample.

4. There are several buttons next to the sound tracks. In ad-
dition to the existing buttons for selecting tracks (right) and
selecting effects (left), a new button has been added at the
left-hand side. It displays a stylized symbol of a speaker. With
this button, the sound of any track can be switched on or off at
any time. Clicking on such a symbol opens a window in which
you can set the volume of the sound track. There are also but-
tons with which you can mute the sound or set it at 0 dB. This
way, you could temporarily mute the original sound while you
are concentrating on the comments. Changes to the tracks are
also taken into account when a project is finalized (exporting,
DVD burning...). This makes it easy to create several different
versions (with/without music, German or English comments...).
You should be careful not to accidentally ‘forget’ a track.

5./ 6. The individual sound tracks contain sound samples.

The sound samples are shown in the top half of the so-called
sound curve. This is a general indication of the sound volume
changes. The lower half displays the sound envelope. This
allows to apply transitions and other sound volume changes as
you see fit. Details will be described later.

Sound samples that are subject to transition effects are dis-
played differently in the original sound track (5.). The transition
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between the sound samples is displayed here as a diagonal
line. The sound curve display can be switched on or off in the
settings.

7. This button is used to call up the audio settings. In addition
to the existing functions, there is an additional button on the
right for each of the tracks. If it has been activated (checkmark
present), the corresponding sound track will be shown in the
mixing display. If the button is deactivated, the track will not
be displayed. Switching off the display of individual tracks
increases the display of the others and makes it easier to work
with them. It is therefore advisable to deactivate unused tracks
or tracks on which you are currently not working. Hidden
tracks remain active and will be taken into account when you
play or finalize your work.

8. The upper part of this output field contains information
about the active sample. In addition to the name and the
length of the sample, the sound volume is also displayed, if it
has been changed.

The lower part of the field contains also several bits of informa-
tion. This is where you will see the time code during playback,
the position of a sound sample while you are moving it and
when you change the sound envelope, it will contain its level
and position.

Inserting sound samples
Use the ‘Insert’ button to insert new samples from the bin (mu-
sic, comments, noise) in one of the sound tracks.

Click on this button to open the bin. Select a sound sample
and confirm by clicking on OK. The window closes and you get
a different pointer. You now no longer only move the red arrow
over the screen, but also a stylized sound sample. (The length
and the look do not correspond to those of the selected sound
sample).

-

When you move the pointer over one of the sound tracks, it will
automatically be activated. When you leave the sound track
area, left or right, the timeline will automatically scroll in the
corresponding direction.

The sound sample can only be inserted in a free spot if you go
to that location and click on the left button. The current inser-
tion position (left side, arrowhead) is indicated right in the info
field. At the top right of the preview image, there is an indica-
tor that shows the current image position of where the sound
sample currently is.

When you insert a sample, its start will stop against the end

of other sound samples or the yellow guide line. This way, it
becomes a lot easier to accurately position the sample. When

you drop a sound sample on top of another one, it will be posi-
tioned directly behind it, as long as there is room. This makes
it a lot easier to put several samples behind one another.
When a sample is dropped in a free spot which is shorter than
the sample, the sample will automatically be trimmed at the
end.

Should you decide not to insert the sample, simply click the
right trackball button once.

Freely moving audio samples

In addition to the existing possibility to move sound samples
inside a sound track (Range button), it is now also possible to
move them around freely.

In order to do this, you should click on the little button at the
center on top of the sample you want to move. This will open a
menu in which you can select what you want to do, the sample
menu. Select the first option ‘move free’ (we’ll talk about the
other options later). The sample is the removed from the track
and you get a different pointer, the one that was described
previously when we were talking about inserting new samples.
It will also behave the same way as described previously. You
can now move the pointer and insert the sample somewhere
else.

Click on the right button to cancel this procedure - the sample
will now return to the location where it was before. Samples
that have been trimmed, do not change when they are being
moved around. Should you want to lengthen a sample that had
previously been shortened (automatically), you should use the
Range function.

Audio samples

The upper half of the view contains the sound curve of the
recording or the sound sample. The lower half displays the
sound envelope of the samples. This is where the changes are
carried out, by setting points.

Note: These new type of sound view is only available in the
timeline view.

Audio that has been inserted, usually no longer has to be
calculated. When played, it is played the way it sounds when it
is mixed with the other sound tracks. Only when sound effects
such as tone control and surround are used must the affected
parts still be calculated. The sound must also be calculated for
export via Firewire or for DVD burning, since only one sound
track can be used with these media.

Sample menus

You can see a menu icon in the middle of the active (clicked
upon) sample. Use this to access additional sound editing
functions. You should click on the sound sample you want to
work with. This will call up the corresponding menu.



Move free

Trim / move (with panel)
Volume

Correction

Fade

Envelope

Effects

Create sample
Remove

Play sample only
Remove active point
Context-Action

The functions displayed here are directly connected to the
corresponding sound sample. This is called a ‘context menu’.
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this sound recording with other sound tracks, clipping will very
probably occur at these peaks. However, this function is not
available for the lowest screen resolutions (such as SCART).

Should you wish to insert a point while in this view, you could:

e Click with the large left trackball button on the line of the
envelope curve, or

e Click on the small left button. This will activate a context
menu in which you should select ‘Insert point’. (Please refer to
‘context actions’ below).

Thanks to this type of menu, you can prevent long clicking se-

quences with the trackball, and save a lot of time as well. Here,
you should find several functions you are familiar with, but also

new functions.

You should move the mouse pointer to the icon and then click
on the left trackball button. Fewer functions will be displayed
for samples of the original sound than for samples of the
mixing tracks. The table below contains a description of the

functions.

Envelope

A red square will be inserted in this spot. It serves as a set
point. Should you want to move such a point, you should
move the mouse pointer to the icon and then click on the left
trackball button. This selects the red square and its color is
subsequently changed to green.

In order to move, you should click on the green dot. It will now
become blue to indicate that you can move it.

The envelope curve can be changed directly in each sample

that has been displayed. When you are in the timeline mode,
you can now edit the envelope curve directly while you are ed-
iting the sound. If you change the master volume of the sound
sample, you will see this immediately reflected in changes to
the envelope curve. You can now also see immediately if there

is clipping (overmodulation) in the sample.

If the peaks of the envelope are marked red, this indicates clip-
ping in these spots. This is purely computational. It is best to

Note: If you have installed and activated the Power-Key Op-
tion (an add-on product), you have the ability to select several
squares at the same time and move them together. To do

this, you must select a square on the envelope, press the Shift
key on the external keyboard, and then select the square at
the other end of the range you want to select. The squares in
between will also become green and moveable.

Should clipping occur, this will be indicated in red. While edit-
ing the envelope curve, the red color changes of the gauge line
will indicate where clipping occurs. Of course, this information
is only about the sound sample, not about the overall relation-
ship with the other tracks.

also test if this clipping can be heard. Should you want to mix

Function ‘ Description

Move free

The sound sample is represented by an icon. Move the sample freely within a track, move
it to another track or to another time point.

Trim/move (with panel)

Opens the big menu for trimming and sliding sound samples in the sound track where it is
located.

Volume Opens a volume control to change the sound volume of the entire sound sample.

Correction Opens a menu with which you can modify the sound volume of other tracks in function of
this sound sample.

Fade Opens the menu for fading the sample in or out.

Envelope Bigger menu and image of the envelope curve with extended functionality.

Effects Sound effects can be applied to the sample.

Create sample

You can create a new sound piece out of the sound sample and the sound tracks around
it.

Remove

This enables you to remove the sound sample from the audio-mix track.

Play sample only

Only plays the active sound sample, without mixing it with the other sound tracks.

Remove active point

The green dot of the envelope curve is deleted.

Context-Action (mainly for users with a two-button
trackball/mouse)

»

When context action is activated, the mouse pointer changes and you will now be able to
use the left mouse button to activate the context menu for individual points in the envelo-
pe. Clicking on the right trackball button will stop this context action.
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Context actions

If you place the mouse pointer over the envelope curve, you
can click on the small left trackball button to call up a context
menu.

Note: If you have a trackball with only two buttons, you should
click in the sound sample menu above and then select ‘Context
action’. The mouse pointer will change and you can then use

it to click the left trackball button inside the envelope curve to
activate the context menu for the envelope curve.

Change volume
Change position

Change position and volume
Remove point
Remove envelope

The table below shows the functions that apply to the enve-
lope curve and when they are available.

If you want to delete a point, simply select it and then click

on the small left trackball button to open the context menu.
There, you can select ‘Delete point’. A point that has already
been colored green can also be deleted via the sample menu.
Click on the large left trackball button and select ‘Delete active
point’. The green colored point in the envelope curve will then
be deleted. If you are using a two button trackball, this may be
more convenient.

Envelope window

Open the sound sample menu by selecting it with the big, left
trackball button. You can then select Envelope window in the
sound sample menu. The menu is explained comprehensively
in the back of the manual.

‘ Available at...
An existing point

Function
Change volume

Envelope

(Block ]

Remove

Name Nature 000.06:03
Level [ L ]

Position [@

Length
| odB (m [-» >

00 L
|000.00:00 [Range B

Cancel

You have now two buttons at your disposal:

e The left play button plays only the sample you are presently
editing, i.e. the one displayed in the envelope curve.

® The right play button plays also all the other sound tracks.
This way, you can check the overall sound of all sound tracks.

Creating samples

This function is available in both the storyboard and timeline
views. If you want to create a new sound sample from a part
of the audio-mix, this is the option you should select. You will
then get a menu with the following options:

¢ Range: Choose the range that should be combined into a
new sound sample.

e Current sample: The current sample is used as the range.

e Active scene: The current scene is used as range and may
therefore start/end in the middle of a partly underlying sound
sample.

e Active sample+scenes: The entire length of the active sample
is used. Should the scenes that are connected to it go fur-

\ Description

Move the point up or down to adjust the volume.
The volume is displayed in the info box. The position
remains unchanged.

Change position An existing point

Move the point left or right to change the position in
the sound sample. The position is displayed in the
info box. The volume remains unchanged.

Change position and volume An existing point

Move the point in order to modify volume and posi-
tion at the same time.

It is also possible by clicking directly with the big left
trackball button.

Remove point An existing point

Deletes a highlighted point.

Remove envelope

An existing point, any spot on the envelope

Deletes all points (except the start and end points)
of the envelope. This also deletes all settings for the
envelope.

Insert point

Any spot on the envelope

Inserts a point on the envelope at the location of the
mouse pointer.

It is also possible by clicking directly with the big left
trackball button.




ther, this range of the scene will also be added to create the
sample.

¢ Freely selectable: You can freely choose the range you want
to include. After confirming, you end up in the Trimming menu
where you can enter the range.

e Use original sound: Should the original sound of the scene
be included in the calculation? If yes, you should put a check-
mark in this selection otherwise, a dash should be visible here.
All other tracks will be always be put together.

e Replace sample(s) in track: Should the samples in this range
be replaced by this new sample? If this is what you want, you
should put a checkmark in the box. Your samples will then be
combined into one. This will free up space in this location to
add new sound samples.

e Insert in track: This option is activated when ‘Replace sound
sample(s) in track’ is checked. This is where you indicate in
which track the new sample should be located. Track 1 is not
shown, since nothing can be added to the original sound.

¢ Insert sample in bin: Do you wish to make this new sample
also available in the audio bin? You should then put the check-
mark here. The new sample will be inserted behind the then-
current sound sample in the bin.

e New name: This is where you enter the name of the new
sound sample.

Notes:

* When you want to create a new sound sample, you should
either replace the sample in the track, or insert it in the bin. If
you did not select one of these two possibilities, a new sample
will not be created.

e Since you are able to hide individual sound tracks in the
timeline view, for the sake of more clarity, you should take this
into account when you are creating a new sample. You could
insert the new sound sample in a hidden sound track and then
find it difficult to recognize the results. It is also possible that
a hidden sound track contains samples that have, of course,
been included in the newly created sound sample.
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4.13.2.2 Screen elements in the storyboard view
This screen can be seen in the audio-mix with the storyboard
view:

(1) The storyboard and its operation is familiar to you from
other menus. You can use the slider to move very quickly
through the storyboard scene by scene.

With the buttons, you can go from sample to sample through
the film strip in the currently active sound track. This function is
very helpful when a large number of audio samples are located
below a single video scene, as the samples are displayed only
very briefly during normal play-back. Select the desired sound
track either directly or by clicking on the corresponding symbol
on the right-hand side of the screen.

(2) This color control bar directly beneath the storyboard
shows the range of the original video scenes in which the
audio has not been created (yellow) or has already been
completely created (blue). Over-modulation is indicated in red.
Overmodulation will be indicated as soon as the audio level is
clipped. Such clipped audio should be edited until it is no lon-
ger clipping. In most cases, you can simply reduce the volume
level by -1 db for the original audio.

(3) Select a button with the fx symbol to the left of the sound
tracks to add an effect for the complete sound track.

Effect selection in the Audio-Mix menu is described under item
(14) Effects. A white dot in the associated button indicates the
presence of an effect in the sound track concerned.

(4) S Click on the Record button to play the storyboard
(from the current scene onwards). Simultaneous recording is
possible through the selected audio input. For instance, if you
have selected the microphone input, you can record a com-
mentary for your video. During audio recording, a volume level
indicator is overlaid over your video material at the bottom
edge of the screen. The recorded commentary is subsequently
added automatically to the sample list. If the commentary track
is active and provides sufficient capacity for the audio sample,
it is automatically placed in the commentary track. The system
will automatically add 5 seconds of silence at the start and the
end of recorded commentary. This will enable you to trim the
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sample if necessary and to adjust its length in order to make it
easier to set any sound mixing parameters.

(5) &8l The Opt button allows you to merge (bounce) sample
tracks into one.

Multiple audio tracks can be mixed into one track. This is use-
ful if you need more space for arrangements. The Opt button
(in the audio-mix menu) allows you to merge (bounce) sample
tracks into one. This function creates a new sample that can
be added to an audio track of your choice. The combined
sound recordings are deleted. The newly combined sound
sample can also be stored in your audio bin, e.g. as a back-up.
The ‘merge tracks’ window has the following options:

‘Replace in Storyboard’: tag this to insert the new combined
sample at the current position in the sound track.

Insert to: This allows you to decide into which track the new
sample is to be inserted.

Create sample: Tag this option to add the new sample to the
sample bin, named ‘Mix’. From here, you can continue to edit
it.

(6) Click on the Play button next to the scrollbar of the story-
board to play from the scene currently located in the centre of
the video. The other simultaneous tracks are played provided
they have been created. Should the other tracks not have been
created, only the currently selected track is played back. This
saves you from having to repeatedly create tracks, for example
when you wish only to check the position of the commentary.
Video is generally played at the same time.

During play, a volume level indicator is displayed, showing any
over-modulation. The volume level indicator has a peak-level
indicator, i.e. the maximum level is displayed continuously until
it is exceeded once again.

By contrast, the play switch at the bottom of the screen plays
back the current active audio sample. Only audio is played
back here, of course there is no video here. Here too, a volume
level indicator is displayed, indicating any over-modulation.

The name of the sample to be played back appears on the left
of the play symbol and the counter. Click on stop or the right-
hand trackball button to stop play.

(7) Add audio samples to a sound track

Select the desired sound track by activating the symbol to

the right of the track or by clicking on the track itself (selected
track turns blue). Select the scene, approximately at which the
audio sample is to begin.

Click on the Add button to call up a dialog showing the list of
audio samples. Select the audio sample of your choice here,
either directly or with the aid of the slider with which you are
already familiar. The audio samples already added are marked

with a point next to the length. Below the audio samples is a
Play button which you can use to listen to the selected audio
sample again in order to check it before adding it.

Confirm with OK to close the Add dialog. The selected audio
sample is added to the active sound track. The audio sample
is placed by default in the storyboard at the very beginning

of the active scene (the scene in the frame). Use the Range
button to move it again (see item (9)). Should an audio sample
already be present at the current point in the selected sound
track, the Add function inserts the sample after the material
which is already present. Should there be insufficient space,
i.e. the audio sample be longer than the gap, the sample is
shortened at the end such that it fills the gap exactly.

If an audio sample is inserted at the end of the storyboard and
is longer than the last scene, it is automatically trimmed in to
the length of the scene. Click on the audio sample to read the
new length in the bottom left-hand corner. If the storyboard

is subsequently lengthened, the audio sample is trimmed out
again (up to a maximum of its original length).

Note: It is easier to find a sound sample you have already used
in the storyboard if you use the Power Key (optional add-on
product). Press Ctrl+f. You will then be able to enter a title (or
only a part of it) to search for it. After confirming your entry,

the system will jump directly to the sound sample. Should you
use several sound samples with this term, you will be able to
continue the search by pressing F3.

(8) Hit the Remove button to delete the active audio sample.
This function has no effect upon the original track, as only
audio samples from the supplementary tracks can be deleted.
Remember that removing a audio sample may necessitate
recreation.

(9) Clicking on ‘Replace’ opens the list of sound clips and you
can select a clip that now replaces the previously active clip on
the sound track. Especially when you have already individually
positioned a sample, it is an advantage to replace, placing the
new sample at the exact same position.

(10) Range: Moving and trimming audio samples

When you want to precisely define the starting point of a
sound sample, you should select it in the audio-mix track and
then activate ‘Range’. The Range menu is called up. You can
use this to move it in its entirety or trim it at its back and its
front. The Range function is used for adjusting the position and
the IN and OUT points of a audio sample. The Range button
can be selected when an audio sample is clicked upon and
thus activated. A Trim menu is called up similar to that for the
trimming of video scenes.

Once you have selected Position, you can move the entire
audio sample with the aid of the Start button. Should the audio
sample be too long, you can also shorten it at the beginning



and end. Select the Trim function and then the IN and OUT
buttons in this case. To make it easier to find where the limits
of your sound recording are in the project, you can switch
between different video views. You will either want to see the
full image continuously, while you are moving the IN/OUT or
Start/End, or you will want to see both (reduced) at the same
time. This means that this menu gives you the ability to switch
between Trimming, Moving, Trimming E, Trimming small and
Moving small. While you are trimming the audio, you will be
able to hear the sound at the spot you are trimming. Should
you want to trim with respect to the original sound, you should
activate ‘Trimming E’. This way, you will be hearing the original
sound while trimming, which means that you will be able to
precisely position the sample on a specific spot of the original
sound.

The sound characteristic is displayed by the wave form (chap-
ter 3.2).

Play back again to check any changes. The new position is
also shown graphically when you return to the Audio-Mix
menu.

If you have not activated a sound recording, when you click on
Range, you will get to see a different menu. You can now move
in the storyboard and look for a specific video position. After
confirming this position, the view of the audio-mix at this point
in time will change, and the selected scene will become active.

(11) Bogart SE is able to play back several audio tracks simul-
taneously only if they have first been created (if necessary by
clicking on Create). The entire audio visible in the active image
size is generally created together with the active audio sample
(highlighted in blue), even if it lies outside the window. If the
entire storyboard is to be created, launch creation from the
Finish menu.

From the color of the horizontal color control bar between the
original sound track and the storyboard, you can ascertain
whether the overall volume of all audio samples is faultless
(blue) or over-modulated (red). Correct any over-modulated
passages with the aid of the volume control or the wave form.

(12) S Click on the Timeline button to call up a new win-
dow in which the active audio sample is displayed in full and
which shows the other samples in relation to it.
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The active audio sample thus serves as the dimension for the
full width of the new window. This permits a larger (full-screen)
display of very short audio samples (which would otherwise
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appear only as a narrow line in the storyboard), whereas the
full length of very long audio samples (which would otherwise
run over the limits of the visible region in the storyboard) is
displayed with all audio samples of adjacent sound tracks. The
timeline thus offers a scaled view by which, for example, the
volume characteristic or any fades can be viewed more easily.
This window displaying the time data serves mainly to pro-
vide a better overview. You can use the scrollbar beneath the
timeline display to move the displayed passage, click to move
the sound track to a different audio sample, and call up the
functions Fade and Envelope from within the timeline display.
The symbols >> and << indicate that the audio sample does
not end at the edge of the timeline, but continues. The original
sound track is displayed twice, one display above the other.
The reason is as follows: if for example you have inserted a
transition effect, two audio samples overlap. In the timeline
display, these two audio samples are then displayed in two
lines (in both original sound tracks).

(13) Click on the Fade button to call up a dialog in which

you can adjust fade-in and fade-out of the currently active
audio sample. The audio volume is consequently reduced or
increased for the selected duration (which of course cannot
exceed the length of the audio sample), reaching the selected
baseline volume at the end of fading.

In the ‘Audio settings’, you will also have the ability to apply

a ‘constant’ or a ‘lowered’ sound fade. Certain practical time
values for fading in and out are already provided as defaults.
Should you therefore wish to fade a commentary in softly, you
can for example select a fade-in time of 1 second (1 s), and
thereby prevent the sound from being clipped. Should you
wish to fade out an audio sample, the volume is gently re-
duced towards the end of the sample and is completely silent
at the end of fading.

The fade-in and fade-out times act upon all selected changes,
i.e. including any changes to volume of the adjacent tracks.
For example, as the commentary volume is being increased,
the background music is gently reduced to the selected value.

Please note that the fade-in or fade-out of a commentary must
be taken into account at the time the commentary is recorded.
When recording a commentary, you should wait 2-3 seconds
before you start to speak and then continue the recording for
2-3 seconds after the commentary is finished. Only then will
you be able to use these 2-3 seconds for fading in or out. The
volume characteristic is displayed clearly in the audio samples.
If you then trim a sample or move it, the fade in and fade out
times remain.
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(14) The Effects button calls up the Audio Effects menu. Audio
effects can be applied to either a single audio sample or a
complete sound track.
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Declick
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Denoise Level [ ® | 5
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Archives Remove Cancel

¢ To add an audio effect to an audio sample, first select the
desired audio sample, which is then highlighted in blue. Then
click on Effects.

e To add an audio effect to a sound track, call up the Audio
Effects menu as described under item (3) by means of the fx
button to the left of the sound tracks. The audio effects are
divided into several categories:

All effects are displayed.

Standard Only the effects contained in the Bogart SE software
are displayed.

Optional Only the effects from any add-on software packages
are displayed.

[Effect Package] Only the effects from the current Effect
Package concerned are displayed.

In order to combine multiple audio effects within one sample,
note - as is the case for the clipboard and when importing CDs
- the small box above the vertical slider. Click into the box until
you can see a checkmark. Now you can activate all desired ef-
fects one after the other. If the box contains horizontal stripes,
all effects will be selected. There is also an archive here, in
which you can store the previously selected effect combination
for later use in other sound recordings.

(15) Volume control by means of wave form

The Envelope (audio wave form) of an audio sample can be
edited directly with the Rubber Band function by means of the
Envelope button. First select the desired audio sample, after
which it is highlighted in blue. Then click on Envelope.
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The wave form is the tool to use to increase or reduce the
volume of an audio segment within an audio sample, for
example in order to eliminate a loud unwanted noise. Click on
the desired audio sample to highlight it in blue, then select the
Envelope menu item.

(@) The volume of the selected audio sample is displayed as a
wave form at the top of the envelope window. Above it you will
see a representation of all sound tracks for a better overview.

(b) The volume of the selected audio sample can be increased
or reduced selectively in the volume display directly below
the wave form display by means of the rubber-band function.
In this case, first specify the editing points within the audio
sample at which the volume is to be increased or reduced.
Insert these points either by left-clicking in the volume display
close to the desired position, or by clicking on the Add button
below the volume display. Now activate one of the new points
either by clicking on it directly, or by selecting it with the aid of
the scrollbar and the function for stepping through individual
frames on the right-hand side below the volume display. The
color of the active point changes from red to green. The point
can then be positioned exactly as follows.

e Positioning in the volume display

Click on the activated (green) point again. It changes color
from green to blue. Drag the point horizontally to the desired
time position in the volume display. To increase or reduce

the volume, move the point upwards (louder) or downwards
(softer). Note that the first and last points in the volume display
cannot be moved horizontally, i.e. against time. Left-click again
to confirm the position of the point.

¢ Positioning by means of the level slider

After clicking on Position, the active point can be moved
horizontally to the desired time position. Use the level slider to
select the volume at the desired point in time. When you drag
the Level slider to the right, the volume will be increased. Drag
it to the left to reduce it.

¢ Positioning against the video background
To determine the position of a point according to its location
within the video, click on Range. The start position can be



determined either by Position or by stepping through individual
frames. Click on the right-hand trackball button to adopt the
selected setting. Use the level slider to select the volume at
the desired point in time. Follow the same procedure with the
remaining points in the volume display until the desired result
is achieved. Then create the result.

(c) Using the Add button, insert an editing point after the cur-
rently selected (green) point in the volume display. Note that
a point cannot be inserted between two points located very
close to each other.

(d) Use the Remove button to delete the selected editing point
from the volume display.

(e) The Range button can be used to group several adjacent
editing points to form a range, i.e. a common group:

e Mark the outer left-hand (first) point of the desired range by
left-clicking it or by stepping through individual frames.

e Click on Range

e Mark the outer right-hand (last) point of the desired range by
left-clicking it. All points within the marked range also change
to green and are thus marked as active. The following func-
tions can now be used on this range:

e Increase or reduce the volume level for the entire range. Use
the Level slider for this purpose.

e Move the position. Use either the Position slider, or select
the position by means of Range.

¢ Delete all points in the selected range. Click on Remove in
this case. Click in the scrollbar beneath the volume display or
on any point to terminate selection of the range.

(f) The Level determines the volume of the active (green) edit-
ing point or of the selected range. The volume can be selected
in steps of 1 dB from -30 dB to +30 dB.

(9) Use Position to determine the position (in time) of a point or
a range in the volume display.

(i) K& Use Range to determine the position of an editing point
or a range according to its location within the video.

e During determination of the position of an individual point,
the following menu is displayed against the background of the
current video:

Determine the position of the selected point either using the
scrollbar following activation of the Position switch, or by
means of the arrow buttons < and >.
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¢ When determining the position for a range, the following
menu is displayed against the background of the current video:
The position of a range is determined either from the start
point (Start) or the end point (End), or by means of the arrow
buttons < and >.

() There are two play buttons at your disposal.

e The left play button plays only the sample you are presently
editing, i.e. the one displayed in the envelope curve.

¢ The right play button plays also all the other sound tracks.
This way, you can check the overall sound of all sound tracks.
Use the play button to play the audio sample currently shown
in the wave form display. The play position in terms of time is
shown to the left of the play button in minutes:seconds:frames.
The current play volume is shown on the volume display. Play
can be stopped at any time by means of the Stop button.

Click on OK to terminate editing of the wave form and to ac-
cept the settings. Please note the following:

e The Volume and Correction controls are no longer avail-
able for the edited audio sample following editing of the wave
forms. You can therefore no longer modify the volume of the
wave form audio sample by means of the Volume control, nor
the volume of a parallel audio sample in relation to the wave
form audio sample by means of the Correction control.

e Insertion of a fade into a wave form audio sample deletes the
edited wave form (following a prompt). All changes to the wave
form audio sample are then lost.

e Indirect volume control of a wave form audio sample is still
possible by Correction from another audio sample. Creation
must however be repeated.

¢ Audio effects may be inserted into wave form audio samples.
¢ The sample envelope remains if you have trimmed or moved
the audio sample.

(16) Click onto the ‘Sample’ button. A window similar to the
‘Scene’ video effect menu will appear. At first, you can see
the name of the sample, which can be changed if needed. The
default name is the name of the sample. Next, you can decide
if you want to create a sample that runs across the length and
position of the selected sample, combining all audio tracks in
that position. To do this, click onto ‘Sample’ and then ‘OK’.
The sample will then be added to the ‘Audio Record /Edit’
screen.

Another possibility is the ‘Sample + Scenes’ function. Here,
you can determine that the new sample starts at the beginning
of the first scene - and ends at the end of the last scene it is
positioned under.

Alternatively, you can select any time range for creating the
new sample. A sample is created, containing all sound from
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all sound tracks. Click onto ‘Range’, confirm with ‘OK’ and
select the IN and OUT points from the already familiar Range
menu. The Envelope helps you to do this. You can (de)activate
it using the speaker symbol. Click on ‘OK’ in the Range menu.
This creates the sample and adds it just after the currently
activated/marked sample in the Record/Edit menu.

(17) Direct volume control

Use the Volume button to adjust the volume of the active video
scene. You can reduce the volume of the scene (negative dB
value), mute it (slider fully to the left), or increase the volume
(positive values up to 30 dB). Use this control for example to
prevent a soft sound from being drowned by another sound
which is too loud (e.g. piece of music on the background
track).

A change in volume is shown in the light-blue bar which forms
the background to the audio samples. If the volume is re-
duced, the bar at the lower edge of the audio sample is also
displaced. The longer the audio sample, the more clearly of
course the characteristic is displayed.

(18) Indirect volume control

To emphasize a particular audio sample by reducing the
volume of adjacent tracks, use the Correction function. Click
on the sample to be emphasized, which is then highlighted in
blue.

The Correction button modifies the volume of an audio sample
for the complete duration of another audio sample. The change
is shown by the blue bar in the audio sample.

Once you have selected an audio sample (e.g. music) in one

of its sound tracks (e.g. music sound track), you can then

click on the Correction button. A list is displayed containing

all six sound tracks. From this list, select the sound track (e.g.
original sound track) in which you wish to modify the volume of
an audio sample (e.g. vocals). Then slide the control located on
the right of it to the left or right (to reduce or increase the vol-
ume respectively). This changes the sound in the track which
you previously selected (under Correction) for the complete
duration of the audio sample activated in another track.

By way of explanation, consider the following example. You
have assigned audio to three tracks. The first contains the
original sound, which extends throughout the storyboard.

The third track contains a piece of music which begins while
the original sound is running and which ends during a further
original sound. Select this piece of music. Then click on the
Correction button to call up a list of all sound tracks. From this
list, select the original sound track and reduce the volume by
means of the button adjacent to Correction until it is muted.

You now have no original sound for the complete duration of
the piece of music. You can now hear the music at this point
of the video without being disturbed by the original sound.

The second track contains a commentary which begins in the
middle of the piece of music and does not end until some time
after the music has ended. You can then reduce the volume

of the music for the complete duration of the commentary by
clicking on Correction, selecting the music track, and reducing
the volume by means of the right-hand control. The origi-

nal sound, which was muted for the duration of the piece of
music, must now also be switched off for the remainder of the
commentary.

For this purpose, create a new piece of music: silence. Create

a generous length. Insert it after the piece of music, and trim

it using the Range button up to the point in the video at which

the commentary ends. If you cannot find the point in the video
easily from the material, calculate the correct position if neces-
sary.

The volume control for the track in which the audio sample

is activated is of course not selectable under Correction, as
changes affecting the volume must be made by means of the
Volume button.

(19) Click on one of these menu symbols to jump from this
menu directly to the Audio Record, Edit menu and to the main
menu.

4.14 Shutdown (OFF)

This button turns off the system. Clicking it does exactly the
same as pushing the manual switch on the front. The power-
down procedure saves all settings, so that after turning on the
machine later you can continue your project where you left off.

The project is saved and then the system is shut down. You
can then turn on the machine only by using the manual switch
on the front of the unit. We warn against shutting down the
machine by pulling the power plug or cutting power to the
machine. You should always turn off your system with the ‘Off’
button or the front switch. Data loss may otherwise occur.



Chapter 5: VGA mode

VGA mode is only available when you have activated the
Gold Edition.

It is possible to connect a VGA, HDMI or DVI screen to your
system. You can use the screens either in combination or on
their own. In the System Settings, you can use the “Screen”
button to select the required mode.

5.1 Dual-monitor use (VGA/HDMI as extra
monitor to the video or DVI monitor)

We must distinguish between two types of hardware in this
chapter. The S-3000 and S-6000 and more recent devices
have a DVI output as well as an HDMI output, and they can be
used in dual monitor mode. Until now, the devices also had
VGA and analog outputs, whereas they usually do not have an
HDMI output. These devices can be connected for dual-moni-
tor use in several ways.

In order to enable dual-monitor use, all devices must always
have a VGA or DVI (from S-3000 onwards) as their first moni-
tor. The second monitor can be of a different type.

This means that the user interface will be displayed flicker-
free on the computer monitor and your video footage on the
second screen. When using two monitors, this order is fixed.
You can also work with a single monitor. You will then be able
to designate any output for the first monitor. With this method,
you would see both, the menu interface and the scene play-
back, on the same screen.

If you are working in dual-monitor mode, the system will usu-
ally display the “screen saver” on the video monitor. This can
be set under Settings-Monitor-Monitor 2 Options. However,
you can also activate the Storyboard’s or scene bin‘s scrolling
slider in any menu and thus display the currently active scene
(without effects) on the video monitor. In the Transitions menu,
the first of the two scenes is shown.

The settings for the VGA mode are saved locally on the hard
drive. If you are working with several hard drives (removable
drives or built-in drives), the system will always start using the
video mode saved on that particular hard drive.

The distinctions can be seen in the following menus (please
take into account that the distinctions are an example of a
VGA-TV combination):

Setup - Video: In this menu you see only the operating panel
for making settings on the computer monitor. Your video foot-
age is displayed separately on the TV monitor.

Bogart SE 5 User manual | 85

Video recording: The operating panel for recording is shown
on the VGA monitor. You see the recorded video on the TV
monitor.

Video editing: When you play the storyboard from this menu,
the playback duration is displayed on the VGA monitor on top
of the Edit menu. Your video is shown on the TV monitor with-
out any menu overlays.

Splitting: If you click on this button, then the Split menu ap-
pears on top of the Edit menu. The current video image is dis-
played on the TV monitor. Now you can use the Split menu to
cut your video scene while you observe the exact playback on
the TV monitor. Should you have chosen the 2-scene view for
splitting, you will see this on the VGA monitor while the current
scene will be displayed on the second one.

Trim: This menu is displayed before the Edit menu, just like the
Split menu. Here, too, your video will be displayed on the TV
monitor.

Transition effects: If you play back the storyboard from this
menu in order to view an inserted effect, you will see the play
indicator on the VGA monitor. Your video is shown on the TV
monitor without any menu overlays.

Image processing effects: Just as with transition effects, the
playback display is shown in the Long-term effects menu and
the video shown separately. The settings and combinations
for single or dual monitor use can be found in the reference
section.

Setting a color value: Color reproduction on a VGA moni-
tor is not the same as the actual video color. For that reason,
a control color field will be displayed on the video monitor in
addition to the color scale on the VGA monitor when you are
setting a color value. You should take this color as a guide for
your setting.

5.2 Single monitor use

Depending on the type of device you are using, there are sev-
eral possibilities to connect a monitor to your system. These
are: HDMI, DVI, VGA or analog.

A non-analog monitor will provide a calmer picture of the
menus and video footage. You must adjust the “Screen”
button in the “System settings” menu to the desired mode.
You can choose from several VGA options. After you set the
“Screen” button to the desired VGA mode, the system restarts
automatically and then displays the user interface on the moni-
tor. You can now disconnect the television from the system,
since the television was only needed to start up the system the
first time. When the screen setting is changed, it must be con-
firmed after the display was modified. Please note however,
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that if you select a screen mode that cannot be displayed by
the monitor you connected, this monitor will probably indicate
it does not find any signals. In that case, you will not be able
to confirm the screen and the system will switch back to the
previous monitor setting after 30 seconds in order to restore
your display.

A few limitations apply when running the system with a VGA
monitor, but these are not relevant to the final results of the
film. In the following we would like to give you a few tips on
how to work with VGA mode.

e Since the screen refresh rate of a VGA monitor is not the
same as a television’s refresh rate (50 Hz), the video footage
will appear jerky when played, even though this has of course
no effect on the video output via the DV interface.

If your VGA monitor supports a frequency of 75 Hz, we recom-
mend you use a VGA resolution with a frequency of 75 Hz for
PAL in order to minimize picture jerkiness during playback. For
NTSC, we recommend you use the 60 Hz modes.

e Compared to video mode, VGA mode handles complete pic-
tures (non-interlaced). This results in a comb effect appearing
on moving objects (e.g. camera sweeps or cars driving by) so
that the edges no longer look sharp (fringed). This limitation is
of course only of relevance when displaying footage on a VGA
monitor and is not part of the actual video itself. To change
this, go to the “System settings®, press the “Screen” button
and select the “Field” option. This way, play-back is exempt
from artifacts.

e The color saturation and contrast properties of the picture
displayed on a VGA monitor are very weak but they are dis-
played correctly in “Video” mode (television). Therefore, please
avoid increasing the saturation or contrast since this could
lead to color bleeding or distortion that is not visible on the
VGA monitor. Picture sharpness is also displayed differently in
VGA mode than it appears in the final video.

After you finish editing the video, we recommend you check
the saturation, contrast and picture sharpness of the footage
on a television in video mode.

e The entire video picture including the overscan area is
displayed when working with various menus in VGA mode

(e.g. when playing, trimming or splitting a video). This area
sometimes contains image distortions that are no longer visible
when the video is later exported or viewed on the television.
When you are positioning titles, we recommend you do not
place them too far into the area around the edges of the pic-
ture or else the letters will no longer be visible later on. In any
case, please make sure you carry out a final check by watch-
ing the video footage on a television.



Chapter 6: Tips & Error Handling

This collection ‘Tips and Error Handling’ will continue to grow.
We are always happy to receive your ideas and suggestions. In
the following pages you will find some of the most frequently
occurring problems and tips for handling them. Please become
familiar with the following tips and help on errors. If you can‘t
find the solution to your problem here, then contact your deal-
er, or visit our home page. He or she will gladly answer your
questions concerning operation of your machine. The Mac-
roSystem hotline can only help you with technical problems.
More support information can be found at: www.macrosystem.
de (Europe) www.macrosystem.us (North America)

Tips: If you have installed the Power Key Option, you have the
possibility to arrange the scenes within the storyboard. The
key combination SB, Ctrl, c allows you to copy a scene and
position it at another place by clicking the key combination SB,
Ctrl, v. If you wish that the scene won’t be shown at its original
position, copy it with the combination SB, Ctrl, x and place it
at another position. If you wish to trim a scene which is to be
found in the storyboard, call up the trim menu by pressing the
combination SB, t.

SWITCHING ON THE MACHINE

Problem: Every time the machine is turned on the installation
query appears.

Solution: After successful installation you must remove the
CD/DVD from the machine (and store in a safe place). The
system then starts and displays the Main menu of the user
interface.

Problem: When the machine has been switched on, there is
no image on the screen, but the display says that the system
has been started.

Solution: It is possible that your system is being displayed on
a different screen. If you are using a large screen, then after
the system has been started it will show for a short time at the
bottom of the display the video output used for the image. In
order to switch between video modes, you should keep the
right trackball button pressed for 5 seconds. Each display will
then show the current screen mode and how you can switch to
another one.

CONNECTION OPTIONS

Problem: Can | connect other input devices?

Solution: Yes. You can connect most types of USB mice and
trackballs that are available on the market. You can also use
USB keyboards (Power Key Option) or the Twister and Shuttle
TT input devices.

Bogart SE 5 User manual | 87

TRACKBALL

Problem: The trackball makes a grinding sound and/or cursor
movement is jumpy or works only in one direction.

Solution: The trackball is probably dirty. Carefully remove the
ball and clean it.

PICTURE AND SOUND

Problem: There is no video picture when | am trying to input

from my VCR or camera. When | bring up the ‘Video settings’

menu | see the menu but the screen is otherwise black.

Solution: Check to be sure that

e You have connected and activated the video input device.
Are all the cables connected properly?

¢ You have activated the correct input.

e The video input device is actually sending a signal, meaning

that it is playing a cassette with recorded material.

Problem: When | start recording, there is no longer a preview
image on the monitor on which it was visible previously.
Solution: In the ‘Settings-Recording, Playback’ menu, there is
an option ‘Display during DV/HDV recording’. This will prob-
ably NOT be selected in your system. As a result, there will not
be a preview during recording under Bogart SE. You should
switch on this option. However, if your recording would be
aborted during the feed, you should deactivate this option
again.

Problem: During titling letters appear correctly on the screen
but after being recorded out or even during transfer ‘jagged-
ness’ and ‘bleeding’ are seen.

Solution: This is a problem to colors being too ‘hot’, meaning
that they are over-saturated. Bogart SE can create colors that
can only be processed by professional video machines and
that lead to distortions when using VHS, SVHS, or even DV
devices. In such a case simply reduce the color saturation and
brightness (section 3.2, Color box). You will retain almost the
same color shade but can record it without distortion.

Problem: There is no picture when | record from the video
input device. The message ‘No video signal’ appears.
Solution: Set the input according to the cabling. Please refer
to the hardware manual for this.

Problem: When recording the video material | hear no sound.
Solution: Set the correct input in menu ‘Audio recording/edit-
ing’ so that the volume level is visible.

Problem: When playing video footage, | hear no analog sound.
Solution: It is possible that the sound volume of your system
has been set too low. Go to the ‘Settings’ and then to the ‘Re-
cording, playing’ menu. The sound volume can be set in this
menu. While it is being adjusted, a test sound will be played.
Use this to set the sound volume to your liking.
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Problem: When playing video footage, | hear no digital sound.
Solution: Since the sound can be output via S/P-DIF or HDMI,
this functionality should be activated. This happens in the Me-
dia Manager of the system. The type of digital audio transfer
can be set in the settings of the Media Manager. There, you
use the settings for ‘Image, Sound’ and the ‘HDMI sound’.
This allows you to set whether your digital audio should be
made audible over HDMI, over S/P-DIF or in parallel over both
outputs. If you have connected an analog audio output, it will
always play the audio.

Problem: The audio is distorted.
Solution: Before recording, set the volume level so that over-
modulation (red appears in level display) does not occur.

Problem: The volume keeps changing when | play my story-
board.

Solution: Take care when dubbing that the volume of a track
is not affected unintentionally by the settings for other tracks.

Problem: My video is off to the side. | can‘t see part of

the menu.

Solution: The screen position depends on the monitor used.
Screen positioning is configured according to the studio norm.
It is possible that the display area is different for some non-
professional monitors. The size of the Bogart SE menus can be
adjusted in the system (from Bogart SE 4 onwards). Go to the
Settings screen. Position and size can be set there.

Problem: The camera supplies a picture that has too much of
a blue tone.

Solution: Use the long-term effect ‘White balance’ or ‘Color
correction’. If you wish to use other Image Processing effects
in the same portion of the video, then select these from the
‘Special’ menu so that new scenes are created which contain
the additional effects. You can also use the multi-layering tech-
nique through the ‘Scene’ button.

Problem: The television picture is unsteady and flickers
strongly.

Solution: Reduce the contrast on your TV, which is usually set
too high at the factory. You might also want to use a 100 Hz
monitor.

Problem: When | power up the editor, there is no picture on
my monitor, even though | can hear it booting.

Solution: You have probably selected the wrong monitor
mode. If the output is set to DVI, you may have hooked up to
the analogue output (CVBS, Y/C, SCART). Or vice versa, if you
have selected the analogue outputs, you will have no image
via the DVI out. Connect your monitor to the correct output.

In order to switch between video modes, you should keep the
right trackball button pressed for 5 seconds. Each display will
then show the current screen mode and how you can switch to
another one.

OPERATING THE SYSTEM

Problem: | want to exit the main operating panel for titling and
the DVD Arabesk menu but clicking on the right trackball but-
ton doesn‘t work.

Solution: If you want to exit the main operating panel in order
to enter the titling menu, you must click on ‘OK’ (to save your
settings) or ‘Cancel’. If the right trackball button could be used
to cancel, then you might unintentionally lose the text you
entered.

For the DVD Arabesk menu you must click on the symbol for
the Finish menu.

Problem: The screen cursor won‘t move, or it can be moved
but not used to do anything.

Solution: Your machine has ‘crashed’. Press the OK+ON/

OFF buttons (if available, some units are not equipped with
front buttons) for 5 seconds to reset the device. This should
switch off the device in a short time. On other systems, press
and hold down the ON/OFF button for 5 seconds to force shut
down. If this does not work, you should restart the system by
separating it from the mains for a few seconds and then recon-
nect it. Make sure to backup your data regularly to avoid losing
important footage as a result of hardware/software problems.

Problem: Creating individual effects is taking too long.
Solution: Create the effects in the ‘Finish’ screen (click ‘Cre-
ate’). This will create all remaining effects and audio. You

can also activate the background rendering (by clicking onto
‘Smart Rendering’ in the ‘system settings’ menu or by click-
ing on the dots in the top right corner of the corresponding
menus). This way, you can continue to work on your video
project, while the rendering of the inserted effects is done in
the background. Please refer to the relevant sections: Chapter
4.1, item (6), Chapter 4.7, item (25).

Problem: | have a lot of scenes in the scene bin and am hav-
ing trouble finding the scenes that | am looking for.

Solution: Be sure to rename the scenes in chapters and sec-
tions when splitting or recording. You can also sort the scenes
in the scene bin. To do this, delete a scene, select another,
and then click on the Undo button, causing the deleted scene
to be reinserted just after the selected scene. Sort your scenes
in groups. These groups can be activated or hidden are you
see fit.

You can also hide specific (already inserted) scenes. To do
this, use the ‘Opt.’ button in the scene bin.

Problem: Sometimes | can‘t insert a transition effect.
Solution: Transition effects cannot overlap. If an effect has al-
ready been assigned to an entire scene (can happen with very
short scenes), then it is not possible to insert another effect.

Problem: | have already recorded a lot of material and would
like to know how many more minutes | can record.



Solution: The remaining time (available space for video) is
displayed in the ‘Recording’ menu.

Problem: My project is finished. | want to start a new one.
How can | start anew?

Solution: If you want to keep your video material on the
system, then you can start a new project in menu ‘Project set-
tings’. You can also select the ‘Delete’ option. After confirma-
tion, this will delete all data belonging to the currently

active project.

Problem: | can‘t find my project data.
Solution: Check the System settings screen. Perhaps you
have activated the wrong project by accident.

TURNING OFF

Problem: The machine won‘t turn all the way off, the red light
remains lit.

Solution: The machine is in stand-by mode meaning that the
red light is always on. This mode of operation saves electricity
if you use the machine often. If you don‘t plan on using your
system for an extended period of time, then you should pull
the power plug (after having turned off the machine).

Problem: |s data lost if | pull the power plug for an extended
period of time?

Solution: No, your data is stored on the internal hard drive.
However, before pulling the plug you should power-down the
machine correctly by pressing the power switch on the front
of the machine or by clicking on the ‘OFF’ button in the Main
Menu screen. This also applies to all other cables. Never dis-
connect a cable from your system while the machine

is operating.

Problem: The machine does not turn off right away. It takes

a while.

Solution: This is normal behavior for your system. Before the
machine is actually turned off the current project is automati-
cally saved. This can take several seconds. The machine will
only turn itself off when the project has been saved success-
fully. However, if the shutdown program receives no message
from the machine, it will turn the machine off, but only after
several seconds.

Problem: | have a problem, not contained in this list.
Solution: If you have access to the Internet, check out the fol-
lowing web site: http://www.macrosystem.de. Here (‘Support’,
‘FAQ’) you will find an updated list of FAQs (Frequently Asked
Questions) that may help you. You can also call your dealer, or
call our hotline if you have technical questions.
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Chapter 7: Media Manager

S The Media Manager is only available when you have
activated the Silver or Gold Edition.

7.1.1 Unlocking standard and add-on
software for the Media Manager

Note: This text often talks about ‘RelaxVision’ and ‘Media
Manager’. The functionality of both is the same. RelaxVision is
a software that can receive television and radio programs via
a built-in tuner. This is not possible on Bogart SE devices, and
this part is therefore called ‘Media Manager’.

When you start the Media Manager for the first time, you will
be asked to activate RelaxVision 5. You will not be able to
use the Media Manager without this activation. This is already
included at delivery with current Casablanca systems. Once
you have the code, you can enter the Media Manager from
the Bogart SE main menu and begin with setting things up.
Starting the Media Manager takes a few seconds. The menu
initially does not contain all of the function icons. After the
request to activate RelaxVision 5 you will be presented with a
list of additional programs that have been pre-installed. Select
the hidden product ‘RelaxVision 5°. It will be highlighted by a
light bar. Now click onto the green clover icon to activate the
software. The ‘Activate product’ screen prompts you with the
selected product and serial number of your device. Use the

trackball to enter the code numbers (alternatively, a keyboard).

If everything is correct, you will return to the Install Product
menu of the Media Manager and all functions of RelaxVision
should now be at your disposal. To check this, press the right
trackball button twice to return to the Media Manager main
menu. It should now look like this:

If you wish to add further software to the Media Manager at

a later stage, you can repeat the above procedure. Unlock-
ing codes are given to you either when buying the product or
with the respective software shipped directly by MacroSystem
or the responsible distributor. If you want to hide a product,
select it from the Install Product menu and press the yellow
star symbol.
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7.1.2 General notes on operation

Note: In order to avoid the menus burning themselves into
modern TV screens, the Media Manager display darkens the
display after 30 minutes of non-usage. This temporary darken-
ing can be adjusted/modified in Settings-Operation-Menu-/
text display. The screen returns to regular display brightness as
soon as you move the trackball, press any key on the keyboard
or remote control. You can find more details in chapter 3.2.2.

Operating the Media Manager is possible using the trackball,
keyboard, and depending on the Casablanca type even using
a MacroSystem remote control.

IMPORTANT: When controlling using a trackball, you will
require a 4-button trackball to fully use all of the available func-
tions.

The four buttons of the trackball:

Large button on the left: Select button
Large button on the right: Cancel/return
Small button on the left: Help

Small button on the right: Main menu

The Power Key keyboard can be used to move lists up and
down using the cursor, and move into and out of albums
(folders) using left/right. Similarly, the functions for recording,
playback, stop and pause as well as the number keys are also
available.

When controlling using a remote, numbered menus can also
be reached by simply pressing the respective number. More
information on operation can be found by pressing the help
key on the remote (bottom right).

7.1.2.1 Lists

Depending on the menu, there are multiple lists for playback,
importing or exporting. When using a trackball, you can select
items in the list by clicking them. For longer lists, you can also
scroll the list. For this, click the narrow dark blue slider next to
the list. If you now roll up or down, the list will move accord-
ingly. Another click will release it. Keyboard users can use the
arrow keys up/down for choosing an item. The MacroSystem
Power Key keyboard also features special keys for playback,
pause and stop. Remote users can scroll up and down the list
using the buttons ‘P+’ and ‘P-’ or FF and RW. Hold down the
button to accelerate the scrolling speed.

You can read more about the direction of the list scrolling in
chapter 3.2.3 (Media Manager).

7.1.2.2 Selecting menu points

There are various ways of selecting menu points in the Me-
dia Manager. When using a trackball, use the left button to
press the symbol on the screen. In some cases, there is no
direct menu available (such as when you play a DVD). You can
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however, press the help button and select a function from the
help screen. With a remote control, you can simply press the
number button that is shown in the menu (usually in front of a
function). Or, you can use the four direction buttons to navigate
the various options until you reach the right function. A high-
lighted function is shown in a different color or in yellow. Now
press OK to activate this function.

7.1.3 Importing and playing various file types

If you have a CD/DVD or a USB stick on which are stored mul-
tiple files in different formats, you can use the universal player
to list them and select them for playing. To call up the universal
player, please access the universal player from the selection
menu. You should then select the medium on which the data
are stored. Insert the CD/DVD in the tray or connect the USB
stick. After a moment the files found on the CD/DVD will be
shown in a list. (If you have connected a USB stick, you should
start the search while you start the read USB function) You can
now play the file using the Play button and control playback
using the controls shown in the Help menu.

To be able to import movies or audio in the corresponding
archives, you should switch to the movie archive or the music
archive.

Click on the Options button and the corresponding Import but-
ton to open a selection menu in which you can indicate from
which medium you want to import. Switch into the menu you
want, in order to be able to import from this medium.

If your data is located on a USB medium, connect the USB
device and select the function for searching USB devices.

When you insert a CD/DVD containing different file formats,
a list will appear in which all files are shown. Behind the file
names, the corresponding format is displayed, insofar as it
is possible to analyze it. Press the Info button to get more
information about the file. Use the Play button to display the
selected entry.

The Options button is used to indicate additional criteria for
importing the data.

The ‘Optimized for Bogart SE’ Quality offers you to import the
movie in Bogart SE without any unnecessary conversions. It
is also possible to indicate in what video and audio quality the
data should be imported.

Similarly, you will also be able to import your music into the
music archives.
7.1.4 Playing an imported video file

After clicking on the corresponding menu field, you get to the
selection menu in the video archives.

Folders and single films

The menu is divided into several areas. You have a menu with
general items, such as date and hard disk usage and a list area
and indicators with possible control functions.

In the list area, you will find the broadcasts that have been
imported so far. Entries in the movie archives can receive a
symbol for indicating the length of the movie.

There are also symbols for movies that have been watched

for a small part, half or completely, Movies that have already
been edited or archived in the Media Manager also receive a
symbol. Additionally, self-added markings such as ratings, can
be shown.

Select the desired recording using the up or down directional
button until it has been marked. Subsequently, you should
click the ‘Actions’ menu field and then the Play button. If you
have a RelaxVision remote control, you can pause (press
Pause), fast forward or rewind the movie at any time. When
you press the ‘Forward’ or ‘Rewind’ button multiple times, the
speed of the function will increase.

7.1.5 Importing your favorite music
Now that you have experimented with the film archive a little,
let’s move on to the music. You'll be putting together your own

archive of music from your favorite CDs.

If you click on the Music Archives entry in the selection menu,



you will end up in the music archives. If you have previously re-
corded radio broadcasts or imported audio CDs, their contents
will be listed here and can be edited further or played and used
or burned on a CD.

Click on the Record button to get to the CD/DVD/USB Import
menu.

First, you must indicate the source from which you want to
import.

If you choose the Disk medium, you will be asked to insert a
CD/DVD. This can be a regular audio CD/DVD as well as an
MP3-CD/DVD.

If you have saved the audio data on a USB medium, such as

a USB stick, you should connect the stick to a free USB port.
You should then select the USB option. The software will now
look for USB devices and the results will be shown in a list.
Select your USB medium. If you want to import audio via the
network or via UPnP, the software will look for any sources
and list those found. Once you have selected the source, you
should import them with OK, Add. The difference with the nor-
mal OK is the following. OK is used to list the contents of the
medium that were already known from the last import. This
does not include changes on the medium. This way, there is no
new reading time, which can be quite long if there are lots of
files. If you had not read this medium before or if it had been
changed since the last time, you must ‘import new’.

Regardless of which medium from which you want to import
your music data, the data contained on the medium will be
listed in the list on the left side with the corresponding file
names.

The titles are displayed with their length in the list on the left -
they have not yet been imported! In the top part of the screen,
you will also be shown the name of the album, the artist and
the total length of the titles.

Note: Since the information regarding the audio CD is dis-
played using a built-in music database, it is possible that rare
or newer CDs cannot be identified.

Album: Benutzerdefinierter Audio-Datentrager
Artist: Verschiedene
Total length: 52min, Year: 2006

' Afroman - Because | Got High (Verschiedene} Smin 11s]

Doors - Riders On The Storm (Verschiedene) 3min 41s|
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The buttons P+ and P- can be used to navigate through

the list. Use OK to add the selected titles to the list (already
selected) on the right. During import, the system automatically
checks if the file already exists in the archives. If this is the
case, the music piece is shown in a different color in the list. If
the title is the same, but all other information not, the item will
be shown in yellow. If the title, aloum and length are the same,
it will be shown in red. Use the Info button to retrieve informa-
tion stored on the CD with respect to the selected title, if it is
available. Of course, you can play the selected title by clicking
the Play button.

Press Stop to stop playback.

In order to delete a piece form the list, select it using the up
and down directional buttons and press the red heart button.

If you have inserted an audio CD, you can press the Options
button to determine the file format. This will open a selector in
which you can choose between the leaving the file unchanged
and the space-saving MP3 format (in three quality settings:
high, medium and low). If you have made your choice, close
the selector and the window by clicking on OK. To store the
selected titles on the hard disk, press the 7 key (Import). While
importing, the system will display the state of progress.

When all of the tracks have been imported, the tray will open
and you can remove the CD. The list will now be empty and
you can return to the music archives.

7.1.6 Creating a play list

To create a playlist from the imported music files, press the
Options button in the Music Archives and then on ‘4-Playlists’
(List button on the remote control) to call up the ‘Music Playl-
ists’ screen. The list on the left contains the filter list you have
created, all songs you have so far imported in the order you
wanted or only one selection that you have created with the
help of the filter. Use the < and > buttons to change the folder
view of your titles. The P+ and P- buttons are used to navigate
in the list and select the desired entry. Use the OK function to
add the currently selected entry to the list on the right (playl-
ist). If you select an entire album (see above) to copy all of the
album’s entries to the playlist. Click on the Info button to open
a window with a table of contents of the selected recording (in-
cluding date and channel of the recording) insofar it has been
provided by the broadcaster.

With the left and right directional buttons, you will be able to
move through the three views. The view ‘All titles’ contains all
available recordings, the view ‘All’ puts the recordings with

the same name in an album (for recordings of series) and the
album contents has the recordings contained in the album that
was previously marked.
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If you see a folder symbol with the function Series/Albums, this
means that several recordings have been put together under
the same title. Any functions can be seen along the bottom
border of the menu:

206min 5.
Album: Whenever You Need Somebody
Afroman - Because | Got High

& Whenever You Need Somebo... 37min 155 Afroman - Because | Got High 5min 11

Your first personalized play list. You can now use the list for
playback. The top part of the screen shows the information
panel with the total length of the playlist.

7.1.7 Creating a music CD

Enter the music archive and click on Options, followed by ‘1
Create Audio CD’ to start putting together content for your CD.
The left list will show your imported music. Make sure to adapt
the view if you can only see the album names by pressing left/
right and selecting the title display. Press the P+ and P- but-
tons on the remote or use the select button on the trackball

to mark an item and then OK to add it to the list on the right
(selected for CD/DVD burning). The title you have added will be
displayed in black in the list on the left, to show you that it has
already been used.

MP3, high quality, P

Juke Box Hero (Foreignen) 4w 7s | Juke Box Hero (Foreigne

Repeat this for all other music tracks that you wish to burn
onto CD. You can add them in any order you like. The top part
of the screen will show you the expected space required on
the disc. This figure depends on the medium you are using.

If you want to change the medium to a CD, DVD, dual layer
DVD or even Blu-ray disc, use button 4 to change the medium
type. If it is not possible to select the destination medium, you
should set an MP3 quality in the options. It is also possible to
select USB as the storage medium. You can read more about

this in chapter 2.3.8. Next to the time, you can see the export-
ing ‘Options’. Especially when exporting audio, you may have
particular needs for the compression type. Your choice will be
shown here as a text.

Once you are happy with the medium type and titles chosen,
press the DVD button to begin exporting, i.e. burning the disc.
A progress bar will show you how long it will take.

7.1.8 Importing pictures in the photo archive

In the selection menu, click on the corresponding button for
pictures to call up the photo archives. These archives are used
to record photos from digital photo cameras, organize, edit
and present them. If you haven’t imported any photos yet,

the list will be empty. If you would like to import pictures now,
you should go to the options list and click on the button for
importing pictures, in order to select the source for your import
action.

If your pictures are stored on a (e.g. created by PC) CD or
DVD, you should select the appropriate source, open the DVD
drive, insert the Photo CD/DVD and close the drive again. If the
pictures are stored on a storage card, you should connect an
external card reader to the back of your device, via one of the
USB ports. The card reader is automatically recognized by the
system. If you have already stored the pictures on a USB-stick,
you should connect the stick to a USB port. It is of course also
possible to connect a camera to your DVC system, as long as
it is suitable for this.

If you want to import images via the network or via UPnP, the
software will look for any sources and list those found. Once
you have selected the source, you should import them with
OK, Add. The difference with the normal OK is the following.
OK is used to list the contents of the medium that were already
known from the last import. This does not include changes on
the medium. This way, there is no new reading time, which can
be quite long if there are lots of files. If you had not read this
medium before or if it had been changed since the last time,
you must ‘import new’.

Resolution: 2560x1440 Pixel (36 Megapixel)..




Regardless what you choose, the file names of the pictures
stored on the CD/DVD will be displayed in the list (Photos on
CD/DVD/USB) on the left side. The picture currently active in
the list, is displayed in the top right. Additionally, information
related to this picture is displayed at the top left of the window.
If you click on the Info button, a window will be called up in
which additional information (if available) related to the picture
which is selected in the list on the left will be displayed, such
as date, pixels, camera model and more.

If you click on button ‘7’, the pictures listed in the list on the
right will be imported, meaning that they will then be stored in
the photo archives of your DVC device. If you have not trans-
ferred any pictures to the list on the right yet, clicking on the
Import function will import the picture currently selected in the
list on the left. If some of the pictures that are to be imported
are already stored in the Photo archives, a message will ap-
pear to ask you if these pictures should be imported anyway.

7.1.9 Creating a slide show in the photo
archive

You are in the film archive. Click on the Options button to call
up an options selector. You should select the playlist here.
This calls up a new menu, in which you can create your playl-
ists (e.g. to view several pictures as a slideshow, one after
another). The list on the left contains the filter list you have
created, all pictures you have so far imported in the order you
wanted or only a selection that you have created with the help
of the change function. The picture which is marked in the list
on the left, is displayed in the top preview image. When you
move in the playlist, the last selected image will be displayed
here.

51_Ausblick

Recorded Friday, 29. 12. 2006, 11:07

The P+ and P- buttons are used to navigate in the list and se-
lect the desired entry. Use the OK function to add the currently
selected entry to the list on the right (playlist). If you select

an entire album, all pictures in the album will be added to the
playlist. Click on the Info button to open a window in which
you can see available information related to the selected entry.
With the left and right directional buttons, you will be able to
move through the three views Titles, Albums and Album con-
tents. Use the Play button to play the playlist, starting with the
current image.
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7.2. Media Manager reference

The explanations of Media Manager functionality in this manual
are necessarily incomplete. For the complete and current
Media Manager functionality, please refer to the RelaxVision
manual. The Media Manager descriptions are more compre-
hensive in that manual, but it is described as Relax Vision.

7.2.1 Optical media

In this CD/DVD menu (3), you can play audio CDs, MP3 discs
or video DVDs. You can also use the Universal Player to play
many kinds of video and audio file formats.

Note: Due to the large number of format types, it is impossible
to guarantee full playback compatibility with all types of files.
There may be unusual format variants that are not suitable for
playback with the Universal Player.

7.2.1.1 Entering the menu

If you activate the automatic playback for a CD/DVD disc in the
operation settings, miscellaneous (please refer to chapter 3.2.3
(Media Manager)), the medium will be analyzed and played
right away. This will happen, no matter which menu you are
currently using. Otherwise, you can also open the drive using
the tray button (or press the F4 key on the connected USB
keyboard), insert a written medium and closing the tray again
and then call up item ‘3. CD/DVD’ from the Media Manager
main menu. After a few seconds, the system will have finished
analyzing and the required playback program of the software
will be launched.

7.2.1.2 Audio CD, Photo CD, File CD/DVD/Blu-ray

Once the system recognizes the audio CD format, playback
begins shortly. If you have played the CD on your system
before, the Media Manager will ask you if you wish to continue
listening from the last position or if you want to start the CD
from the beginning. You can use the P+ and P- buttons to skip
the tracks.

A photo CD automatically jumps to the photo archive section
of the software. You will instantly see the photos listed and can
start the slideshow. Use the Options button or the trackball
help button to configure automatic repeat or random playback
of the photos. If you have varying audio and video formats

on the disc, a list will appear showing all files. Press the ‘Info’
button to get more information about the file. Behind the file
name, the system displays the format type and running time.

7.2.1.3 Playing a Video DVD / CD

If you have inserted a Video DVD or a CD with Video DVD
content, it will start playing automatically. If you have played
the disc on your system before, the Media Manager will ask
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you if you wish to continue listening from the last position or

if you want to start the disc from the beginning. If the DVD
begins with a menu, use the direction buttons on the remote to
navigate the options and start the film. When using a trackball
only, press the left trackball button to show the controls.

If you want to start the film directly, press the Play or OK but-
ton in the DVD menu.

Note: Depending on the system, playback of copy protected
DVDs may only be possible with add-on software. However,
even so, such discs may result in unusual behavior.

General information about Region Codes:

DVDs carry a code that allows the disc to be played in a
specific region (usually where it was purchased). This system
is divided into 6 DVD regions. Europe is region 2; therefore, in
Europe you can only play DVDs on your Casablanca that carry
the region 2 code. The same goes for other regions of course.
Region code 0 can be played anywhere.

Buttons and Help menu functions:

You can operate the DVD player comfortably using the op-
tional remote control buttons. When using a trackball, you can
activate the DVD menu control anytime using the left trackball
button. Many other functions can be accessed by pressing the
Help menu (press the small left trackball button). The single
operation controls in the Help menu are as follows:

7.2.1.4 DVD navigation
Press the Navigation button to enter the Navigation options.
They consist of the following:

@
(2]
(i3]
(.5.)
6
(.7.)
8
(9]
(.0.)

1) Click on the number 1 button to call up the chapter selection
function with which you can determine which chapter should
be selected. You can also use the navigation menu and the
buttons Chapter + and Chapter - to jump to the next chapter
or to the start of the chapter that is currently being played.

In order to jump to the previous chapters, you must click on
Chapter - several times. Click the back button to return to
navigation.

2) Click on the number 2 button to open the menu selection.
This allows you to directly access the menus on the DVD (for
example the title and main menu).

3) Click on the number 3 button to select playing time. A line
appears in which you can enter the desired time, simply by
clicking on the numbers.

4) Click on the number 4 button to activate the ‘back to title’
function. This continues the playback from the last position.

5) Start main movie: by clicking on this number 5 button, the
main movie of the DVD will be started immediately.

6) After clicking on the number 6 button, a restart of the com-
plete DVD will be performed. It will be restarted from the very
beginning ( e.g. notice regarding the protection of children,
copyright, trailer, menu).

7) Activating the number 7 button will start slow motion while
your movie is being played. The top left corner displays the
slow-down factor. The speed can be changed by clicking on
forward or backward. Every time you click on these buttons,
the factor will be changed. If you want to return to the normal
playing speed, click on play in the control.

8) Click on the number 8 button to activate replay. This imme-
diately replays a certain part of the film and continues play-
back from there. You decide to where playback jumps back
by setting a value for ‘Replay time’. Go to the main menu, then
Settings (User interface, general). Please refer to chapter 7.2.
Of course you can also repeat a long sequence, by clicking
several times in a row on the green clover button. E.g. if you
have a replay time of 10 seconds, every time you click on this
button, the movie will ‘rewind’ back another 10 seconds and
play from there.

9) Clicking on the number 9 button, selects the extended

title selection. This prompts a selection menu for the movie,
consisting of chapters, angles and time input. You can use the
direction buttons to navigate to the desired title and confirm
with OK to play that title.

0) When you activate the extended chapter selection by click-
ing on the number 0 button, this calls up a selection menu in
which an image is shown for every chapter (in every title).



Use the four direction buttons to navigate the single images
and chapters and confirm with OK. If you want to select a
single title, use button 1 to skip to the previous title and button
2 to skip to the next title. To return to the main title quickly,
click 3.

aA) Short skip: This advances the play position by a few sec-
onds. The length of the skip is set by you in ‘Instant Replay’
(Settings-User interface-General). Click on the Full screen but-
ton to close all open windows or overlays.

7.2.1.5 DVD options
Without having to enter the DVD main menu, you can access
some settings directly, even while the DVD is playing:

1) Audio track
Choose from the available audio tracks (e.g. multi-channel
sound, Dolby Digital 2.0, Dolby Digital 5.1, etc.).

2) Subtitles
Activate and deactivate subtitles.

3) Angle

Enter the angle view for the DVD playback. Only available on
some DVDs. The second number represents the number of
available angles. A ‘1’ means that there is only one angle, i.e.
no extra angles are available.

4) Open/close tray
Press here to open the tray and eject the medium.

7.2.1.6 DVD information

Press the Info button to see the information panel at the bot-
tom of the screen during playback. The panel contains infor-
mation about the selected title (for example, 1/3 meaning that
you are watching title 1 of 3), the current chapter (from the
currently active title), available sub-titles, audio format, title
length, and angle (on some DVDs, you can watch a scene from
multiple angles. If this is not possible, it will display 1/1). The
top right of the screen shows the running time of the current
title. Press 1 (switch time display) to switch between four dif-
ferent options: Passed title and chapter time and remaining
running time for title and chapter. Remaining time is shown
with a minus sign. Press button 2 to go to the second informa-
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tion panel with resolution, aspect ratio, display and bit rate for
video and audio.

7.2.1.7 Main menu of the DVD
For the help menu, press the ‘DVD’ button to go to the main
menu of the DVD, ready for playback.

7.2.1.8 Title menu of the DVD
Use the ‘EPG’ button to access the second main menu, even
during playback, if the DVD supports this feature.

7.2.2 Video archive

Press button 7 to go to the video archive from the main menu.
Here, you can play previously imported films and organize
them.

Folders and single films

The lower portion of the screen shows all imported films,
including length on the right. You can navigate up and down
this list with the direction buttons on the remote control or by
clicking the list using the trackball. If you have many films, click
on to the very left to ‘mount’ the trackball and scroll very fast.
There are some additional symbols in the list, next to the film
names.

7.2.2.1 Playing video

Choose the film using the trackball’s left button to highlight it.
Now, press the Actions button followed by Play to begin play-
back of the movie. If you have a RelaxVision remote control,
you can pause (press Pause), fast forward or rewind the movie
at any time. You can also use the buttons in the help menu
which can be opened by clicking on the small left trackball
button.

To stop playback, press the right trackball button.
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7.2.2.2 Deleting video

You can delete films from the list by selecting them in the list
and then opening the Actions menu and clicking the ‘red heart’
symbol/button (delete). The archive contents are not imme-
diately deleted in this fashion, instead, they are moved to a
trashcan. The trashcan is emptied when the system requires
more space for new recordings. The system first deletes the
films moved to the trashcan first (not necessarily the oldest
recordings). You can find the trashcan by activating the ‘all
series’ display and going up the list all the way. If you select
the trashcan from the list, you can also manually delete all
contents by clicking the red heart (delete) button in the Ac-
tions menu. After a short confirmation, the films are deleted
for good. If you press ‘right’ while selecting the trashcan, you
can select single entries in the list and delete them specifically.
You can also restore films from the trashcan. To do this, select
the title, go to the Actions menu and click on the ‘1’ button

to recuperate the movie from the trashcan. The film is then
removed from the trashcan, back to where it was before.

Note: The system capacity already considers trashcan items
as if they were deleted already. For example, if the capacity is
shown as 97%, emptying the trashcan won’t really help.

7.2.2.3 Organizing video

Open the Options menu and click on the 5 button (change list
sorting). A window will appear in which you can choose among
sorting options. These options are all based on the same data
that you have applied (or already existed) in the ‘Rename’
function (please refer to Chapter 2.2.5 (Media manager)).

7.2.2.4 Video import

Click on the 2 button (Video import) in the Options menu to
open another selection menu in which you can select the me-
dium from which you want to import. Switch into the menu you
want, in order to be able to import from this medium.

If your data is located on a USB medium, connect the USB de-
vice and select the function for searching USB devices. When
you insert a CD/DVD containing different file formats, a list will
appear in which all files are shown. Behind the file names, the
corresponding format is displayed, insofar as it is possible to
analyse it. Press the Info button to get more information about
the file. Use the Play button to display the selected entry.

7.2.2.5 Creating a video DVD/Blu-ray

Go via the Options menu to ‘1’ (creating video DVD/Blu-ray). If
you want to export your movie from the movie archive to USB
or your network, click on ‘3’ (video-export). This will call up an
extra menu.

Please select you medium/destination in the settings. This is
necessary to determine the corresponding selection and its
anticipated used capacity. If a USB or a network device has
already been set in the export menu when the menu is started,
an extra menu will ask for the desired destination.

If you have selected USB/Firewire or Network, a possible
medium will be looked for. The destinations found will be dis-
played in a list in which you can then select the actual medium.
It is not possible to include subtitles in this export. They are
therefore not taken into account. A wide variety of formats is
available for this export. Open the format list in order to select
from the export formats.

PC Files a

ovxspsei

PC Files

DIVX, SD 43, avi
720x578, 43, 2500 KBits/s
128 KBits/s

You will find different formats in the list, sorted by manufac-
turer. If you do not see the list of the manufacturer, but only
export formats, you should press the left arrow on the rocker
of your remote control. This will give you an alphabetically
sorted list of manufacturers. Please select the one you want
and use the right rocker arrow to display the possible export
formats of this manufacturer.

In case you’d like to export to an external hard disk or a con-
nected computer, you will find in the list of ‘PC files’ a large se-
lection of export formats, such as DIVX or H264. A ‘Transport
Stream, Direct, ts’ to transfer the data without conversion is
also possible here. This form is useful when network-capable
tv system are able to access network hard disks. If the monitor
can access this hard disk, it will probably be able to play these
exported movies.

Under PC files you will find an ‘Internal format’ in this list.

This option makes it possible to burn a movie in raw format
(without conversion) from the archives to a CD/DVD (exported)
and then to read it back from the CD/DVD in your DVC device
(import). Program information (name and table of contents, if
there is one) remain intact. This option makes it also possible
to ‘exchange’ movies between different DVC devices. If you



would like to re-import the movie, you should put the DVD
in the drive, and select the relevant entry in the option of the
movie archives.

The assembled lists can also be erased in the Options menu,
and the display of your archives can be sorted or filtered.

After selecting the options, you should start the export, by
clicking on the DVD button. The data will then be stored on the
medium. As a rule, this will lead to a data conversion accord-
ing to the options that have been set.

7.2.2.6 Renaming imported films

In order to rename imported films and specify text required for
filter settings, mark the desired movie in the archives and click
the ‘Text aA’ button.

In order to rename recorded movies and specify text required
for filter settings, mark the desired movie in the archives and
click the ‘Help, more functions’ buttons, followed by ‘aA’. This
calls up a window in which several filter categories can be
seen. To change a text or to enter a new one, click the relevant
button in order to call up a menu for entering text. You can
now delete the entry with the Recording button and enter it
again or correct the title. You can also do this with the other
text entries.

You can also change the genre and other parameters in this
fashion.

The more your archives are organized from the start, the easier
you will be able to find particular films later. Think about mean-
ingful terms and information for the available text fields.

Tip: If you rename an album to a name already used by an-
other album, the two albums will be reduced to one, after a
confirmation question.

7.2.3 Music archive

Click on the number 8 button in the main menu to call up the
music archives.

You should already have a few imported CDs in here. The
menu works in exactly the same fashion as the film archive.
You can therefore read up on the basic options and possibili-
ties in chapter 2.2 (Media Manager).

7.2.3.1 Importing music from a CD/DVD/USB/network
Clicking on Options and then on ‘2’ will take you to the Import
menu. First, you must indicate the source from which you want
to import.

If you choose the Disk medium, you will be asked to insert a
CD/DVD. This can be a regular audio CD/DVD as well as an
MP3-CD/DVD.
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If you have saved the audio data on a USB medium, such as
a USB stick, you should connect the stick to a free USB port.
You should then select the USB option. The software will now
look for USB devices and the results will be shown in a list.
Select your USB medium.

If you want to import audio via the network or via UPnP, the
software will look for any sources and list those found. Once
you have selected the source, you should import them with
OK, Add. The difference with the normal OK is the following.
OK is used to list the contents of the medium that were already
known from the last import. This does not include changes on
the medium. This way, there is no new reading time, which can
be quite long if there are lots of files. If you had not read this
medium before or if it had been changed since the last time,
you must ‘import new’.

Regardless of the medium you want to import your music data
from, the data contained on the medium will be listed in the list
on the left side with the corresponding file names.

The titles are displayed with their length in the list on the left -
they have not yet been imported! In the top part of the screen,
you will also be shown the name of the album, the artist and
the total length of the titles.

The buttons P+ and P- or a direct selection in the list with the
trackball, can be used to navigate through the list. Use OK

to add the selected titles to the list (already selected) on the
right. During import, the system automatically checks if the
file already exists in the archives. If this is the case, there will
be a colored marking in the ‘already selected’ list. If the title is
the same, but all other information not, the item will be shown
in yellow. If the title, album and length are the same, it will be
shown in red. Use the Info button to retrieve information stored
on the CD with respect to the selected title, if it is available.

In order to delete a piece form the list, select it using the up
and down directional buttons and click the red heart button.

If you insert a normal audio CD, you can click the Options
button to select the storage format. This will open a selector in
which you can choose between the leaving the file unchanged
and the space-saving MP3 format (in three quality settings:
high, medium and low). If you have made your choice, close
the selector and the window by clicking on OK. To store the
selected titles in the list on the right on the hard disk, press the
7 key (Import). This will open the CD Import Progress windows,
in which you can see how far the import process has pro-
gressed. For example, when you see 1/10 in the top part, this
means that the system is currently importing track 1 of 10. The
bottom line displays the title that is currently being imported,
and the bar shows you the progress of the import. If you only
want to import all new titles (that have not yet been imported
so far), you should click on the 8 button. Selection and impor-
tation occurs automatically, in order to avoid titles being im-
ported twice into the device. To import all titles includes on the
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CD, you should click the 9 button. When importing MP3 music,
the system will display the state of progress and a means of
aborting the process while it is importing the table of contents.

Note: While the audio data are being imported into the music

archives, you will, e.g., be able to play television, radio, movie

or music from the archives or use other DVC functions. Please
refer to Chapter 5.11 for this.

When all of the titles have been imported, or when the entire
CD has been imported, the tray will open and you will be able
remove the CD. The list in the ‘CD import’ menu will now be
empty and you will be able to return to the music archives in
which you will see that the titles that have just been imported
will be marked. Should the titles not be visible, please click on
the 3 button to change the title selection display.

7.2.3.2 Playing music

(see chapter 7.2.2.1) If you do not specifically stop playback of
a single track, play-back will continue for all remaining tracks
in the list. The music archive remembers the last playback
position and asks if you want to continue playback from there
next time.

7.2.3.3 Deleting music
(see Video archive, chapter 7.2.2.2)

7.2.3.4 Organizing music

In the music menu, instead of actors in alphabetical order, you
can sort according to artists in alphabetical order. More infor-
mation can be found in chapter 7.2.2.3.

7.2.3.5 Exporting/creating an audio CD

Click on Options and then on 1 to call up ‘Audio selection’. A
detailed description of this can be found in Chapter 2.2.4 of
the video archive section.

After clicking on Options, a selection window is opened in
which you will not only be able to set the format of the storage
medium of the title that is to be burned, but also create fold-
ers for artists and/or folders for albums. If you activate both
options, the top folder will be set up for the artist, the second
folder layer represents the albums. Please note that the folder
structure is first created on the burned CD/DVD and that all
titles are then entered into the selection list one by one. You
can also activate the option for adding the track number in
front of the track name. This is for creating an MP3 CD with
numbered tracks. Some players may require this to play the
music in the correct order. These numbers are not shown in
the title names and normally do not show up while they are
being played. Please not that the ID3 tags are changed when
MP3 files are exported. When you activate the ‘Make new
MP3’ Option, the exported MP3 samples will get an ID3 tag in
accordance with the data regarding this sample in the music
archives. Export will take a bit longer as a result. If this option
is not activated, the exported sample will not get an ID3 tag

and will be exported faster as a result.

If required, the system will also convert the audio format (PCM
<-> MP3) and the sample frequency. Once you have confirmed
the setting with OK and have close the data storage medium
window with OK, you will see (depending on your setting) at
the top border of the screen the projected usage of a CD in
minutes or the allocation of the data storage medium in per-
cent.

If you export your audio files in an MP3 format, an accompany-
ing m3u playlist (MP3 URL) can be saved as well.

This makes it possible to play the MP3 files in the order you
like.

Note: If you have activated ‘Normal audio CD’, point 1 of the
Options in the music archives, you will no longer be able to
change the setting for media/destination, it will remain on CD.
The settings menu will the be displayed in gray.

7.2.3.6 Burning music CD/DVD / Starting export

After you press the ‘DVD’ button, a new screen will show the
progress of the CD/DVD/USB export. An RW-DVD will be
deleted if you confirm. A successful burning process ejects
the disc tray and you can remove the finished disc. The tray is
ejected once finished and closes after one minute if you do not
manually close it yourself.

7.2.3.7 Renaming music
See chapter 7.2.2.5. regarding the video archive

7.2.3.8 Music archive options

The music archives have the following options: ‘7’ for start-
ing the ‘CD/DVD import in the background’ and ‘8’ to end the
import. If you start the background import, you can use the
options to determine your storage format for the music, just
like the CD import above. Confirm with OK and the system will
go on to wait for you to insert an audio CD to automatically
transfer to your music archive. In the meantime, you can use
all other functions of the system as long as they do not require
the optical drive. While you are playing film, music or photos
from the archives, the CD import will continue.

When the CD is fully loaded, it will be ejected and you can
insert a new one. In a short space of time, you can import a
large collection of CDs to your archive and will no longer need
to use the discs themselves.

When finished, simply switch the background import off again.
If you switch the system off, the import will also be cancelled.
All other options are just like the film archive. Please read
chapter 7.2.2.6 for more information.

7.2.3.9 Musical composition information

Press the Info button to show the extended information, re-
spective the track and album. You will find them in the ‘Help,
more functions’ menu.



7.2.3.10 Direction buttons
See Video archive, chapter 7.2.2.9

7.2.4 Photo archive

In the main menu, press ‘9’ to enter the photo archive. This
archive is used to record photos from digital photo cameras,
organize, edit and present them. The following menu shows
you that we have already created two folders with photos:

Folders and single photos

If you haven’t yet imported photos, the list will be empty.

The photo archive can import photos in JPEG (JPG) format
and edit them, making it compatible with most digital photo
cameras. Pictures in RAW format or those already edited on
the PC with a progressive JPEG storage (optimized for Internet
use) may not be loaded properly. Importing pictures is similar
to importing into the film archive. Please read chapter 2.2.4 for
more information.

7.2.4.1 Photo import options

If you would like to import pictures now, you should go to the
options list and click on the button for importing pictures, in
order to select the source for your import action.

If your pictures are stored on a (e.g. created by PC) CD or
DVD, you should select the appropriate source, open the DVD
drive, insert the Photo CD/DVD and close the drive again. If the
pictures are stored on a storage card, you should connect an
external card reader to the back of your device, via one of the
USB ports. The card reader is automatically recognized by the
system. If you have already stored the pictures on a USB-stick,
you should connect the stick to a USB port. It is of course also
possible to connect a camera to your DVC system, as long as
it is suitable for this.

If you want to import images via the network or via UPnP, the
software will look for any sources and list those found. Once
you have selected the source, you should import them with
OK, Add. If you only click on OK, only the contents of the
medium that were already known from the previous import will
be listed. This does not include changes on the medium. This
way, there is no new reading time, which can be quite long if
there are lots of files.
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If you had not read this medium before or if it had been
changed since the last time, you must ‘import new’.

Resolution: 2560x1440 Pixel (3.6 Megapixel)..

After a moment, the file names of the pictures stored on the
CD/DVD will be displayed in the list (photos on CD/DVD/USB)
on the left side. The picture currently active in the list, is dis-
played at the top right.

Additionally, information related to this picture is displayed

at the top left of the window. If you click on the Info button,

a window will be called up in which additional information (if
available) related to the picture which is selected in the list on
the left will be displayed, such as date, pixels, camera model
and more. Images included in a show can also be played di-
rectly from a storage medium. To do this, click the play button
in the menu (or on the remote control). The show will start with
the currently selected image and then continue automatically
from there. If you only want to see the image as a full frame,
click the button to the right of the display button in the menu
(or the full-frame button on the remote control). To see the next
image in full-frame mode, please click the left trackball button.
This will allow you to browse through all the images in the list.

Press the Options button to call up a window with special
functions:

e Remove all entries

e Sort content of medium. There are the following options:
recording time, alphabetically, album alphabetically, motive
alphabetically.

¢ Additionally, the selection button in this window enables you

to decide whether you want to create albums. You can create

folders with the following possibilities:

- Do not create album’ imports the single photos without an
album structure. All images are imported into one long list.

- ’Create album name from date’ creates a new folder for every
day (date) you have created photos. If you have taken pic-
tures during a 7-day vacation, this will result in 7 folders.

-1 album is upper directory name’, ‘2 album is lower direc-
tory name’ and ‘3 album is full path’ are only useful if you are
importing images that have been edited on a PC and will then
be saved on a medium (USB, CD/DVD). As an example: the



102 | Chapter 7

medium will then have the folder ‘Images’, which in turn will
contain the folders ‘2005’ and ‘2006’.

The option ‘1 album is upper directory name’ would not create
any sub-folders, in this case only the folder ‘Images’ would

be created. ‘2 album is lower directory name ‘ ignores the top
folder and, in our example would only create the folders ‘2005’
and ‘2006’. With the option ‘3 album is full path’, you will be
able to create many folders. Not only will this create the ‘2005’
folder, but also folders like 2005_beach’ and ‘2005_holiday’,
etc.

7.2.4.2 Photo archive main menu

Once you have imported your photos, press the ‘Return’ but-
ton to go back to the main menu of the photo archive. You
should now see the information panel at the top (date, pixel
resolution) and the images themselves below. The currently se-
lected item is shown in a highlighted blue color. Just like in the
other two archives, you can switch between the different dis-
play types by pressing the left/right directions: ‘All photos’, ‘All
albums’ and the contents of the album. If you select a single
photo, you will see a small preview image at the top right. If
you want to rotate this preview image, go to the help menu
and press ‘1’ to rotate right and ‘2’ to rotate left. This rotation
will also be applied later when playing back.

Tip: If you want to see one of the images in full size, press the
‘Full image’ button. To exit, go to the help menu and press the
Stop button. The image is scaled to fit the entire screen. Due to
the different aspect ratio of photo and TV signal, it may be nec-
essary to show the photo with black bars either on the sides or
top/bottom. Some examples: 10x15 photo = aspect 1:1.50, TV
resolution PAL 720x576 = aspect 1.25:1 / FullHD 1920x1080

= aspect 1.77:1 (with photos the ratio is given height x width,
TV has width x height). The functions for control and operation
are mostly the same as in the film archive. Make sure to read
that part of the manual before you continue to go through the
special features of the photo archive.

7.2.4.3 Displaying photos / slideshow

General information

You can display photos (the slideshow) directly from the me-
dium, even prior to importing them. Depending on the menu
you are working with, the playback will ensue directly from CD/
DVD, or from the USB device, from the list of the photo archive
list, a sub-folder or the playlist. The photos are displayed in

a resolution matching the TV set or monitor. The DVI/HDMI
connection in particular allows for the highest resolution at
1920x1080 pixels, which is roughly 2 million pixels.

Note: If the image you want to display is larger than the TV
resolution (e.g. 8 Mega pixel), the image is scaled down to

the TV’s resolution. The archive however always contains the
original file. The larger the resolution is, the longer the system
will require for the scaling. Also note that exporting the images
to Bogart SE also requires scaling to the project resolution. For

a DV project, an 8 Mega pixel image will have to be reduced
to 0,4 Mega pixel as the image is almost 20 times as large as
the PAL TV resolution. Even in HD projects, the 8 Mega pixel
image must be reduced to 2 Mega pixels, losing 756% of the
resolution.
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Display options

This will play the images of the currently active folder. It starts
with the currently active image. If you have selected a folder,
the entire folder will be shown as a slideshow, starting from the
beginning.

You can set ‘Play settings’ under Options to show pictures in
loop, random and how long each image is to be shown for.

Play settings:

This will call up another menu. In this menu, you will be able
to set the parameters for playing the images. This allows you
to determine if the pictures should change after a certain time
(there are several time settings available for selection) auto-
matically or if the change should be done manually.

Additionally, two buttons make it possible to select playback
options. One activates a function for playing in an endless
loop, the other activates a randomized playing sequence.
These settings remain active until you make a change.

The settings go beyond the menu and remain active when
playing pictures in other menus. In case of a randomized
playback sequence, first the currently marked entry is played,
followed by the other pictures at random.

Images are not displayed twice. This means there will not be a
repetition until all images have been played once. The pictures
will then be played again, albeit in a different order.

It is also possible to start playing music for every image that is
being displayed. If you have created a music playlist, the cur-
rently selected list will be played from its current position.

If you have not created any playlists, titles will be played from
the current position in the music archive.

During playback, the description of the pictures will be shown
on the display, and all control functions that are available here
will accessible via the Help menu.



7.2.4.4 Creating / exporting photo CD/DVDs

album directories, N

In the Options menu, you can choose to create a photo disk
or export photos. Click the relevant button to enter the ‘Photo
selection’ menu for assembling photos in order to burn a CD/
DVD or exported to a USB device.

With this function, you can store your photos, exchange them
with friends or hand them to a print service. In the list on the
left you see — as in the playlists menu — all pictures that have
been imported so far. You can select these using the P+ and
P- buttons and add them to the list to the right (selected for
CD/DVD) with the OK button. The Info button opens a window
with information with respect to the entry selected in the list on
the left.

With the left and right buttons, you will be able to navigate
through the three views ‘all photos’, All and ‘Album contents’.
In this menu you can also use the Navigation button to navi-
gate the lists faster and the ‘yellow star’ and ‘green clover’
buttons to organize the added items in the right list.

Once you have created a list of your photos that fit onto the
CD/DVD, press the DVD button to create the CD/DVD. This will
open a window in which progress of the creation of the CD/
DVD can be seen.

The bar being displayed informs you with respect to its current
progress. Please make sure that a CD/DVD has been inserted
previously. After a confirmation question, a CD-RW or DVD-
RW will be formatted (deleted) before burning.

If the CD/DVD has been burned successfully, the disc tray will
open, allowing you to remove the finished disk. If you do not
want to export the images to a CD/DVD, but to a USB stick
instead, you should select USB/Firewire as the destination in
the top menu.

Immediately after selection, the system looks for connected
USB media, and list the results. Please select your storage me-
dium and confirm the selection. This export will then be started
with the DVD button.

Progress of the export operation will be shown in a progress
bar.
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Should you instead want to export to a storage medium
connected to your network, you should set this destination.
Immediately after selection, the system looks for networked
drives, and lists the results. Please select your storage medium
and confirm the selection. This export will then be started with
the DVD button.

Note: The tray is closed automatically after a minute if you do
not close it manually.

7.2.5 Internet-Browser
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A special adapted version of the Firefox internet browser gives
you access to the Internet. Control is handled via the remote
control but also using a keyboard and mouse/trackball (it is
best to use a 4-button trackball/mouse). We advise to use the
wireless RelaxVision keyboard (available as an option). To ac-
cess the Internet, the DVC device requires an external router
(ISDN or DSL, DHCP-capable). The connection can be made
via an Ethernet cable, a WLAN adapter or a power outlet con-
nection. A PC is not required.

Use the help function to find out more about the many func-
tions. When viewing the video stream in the browser, you will
also be able to use the functions Pause, Play and Chapter
+/-. The displayed help text varies, depending on whether you
are working with the remote control or the (optional) infrared
keyboard. The start of the Internet browser may take some
time, depending on the configuration of your network and the
Internet connection. The internet menus are shown on the TV
screen you are using for editing. A separate monitor is not
required. The internet browser plays audio only from Flash
content (website-embedded player). Other play options are
currently not supported.

Even when you get messages that tell you to download (miss-
ing) players, this will not be supported by your system. It is not
possible to download data. PDF files can be displayed, it is not
necessary to download them. There are technical reasons for
this limitation and it is also a simultaneous protection against
viruses.
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If you use the browser without a remote control, please use a
4-button trackball. Its buttons have special functions. Left: left
click, performs the chosen action. Right: return button, close
the help window or other windows or goes back one Internet
site. Small button left: opens a help menu. Small button right:
menu button, closes the Internet browser and returns to the
selection menu..

If you have to enter a URL without a keyboard, you can do
this with the remote control or the trackball. To do this, click
on the small left button, and then click in the help menu on
the navigation symbol ‘Go to URL’ and then on the text field.
This will open an on-screen keyboard. This will allow you to
enter an address without a keyboard. If you would like to use
a specific Internet site as your starting site, you should call up
the browser’s options. To do this, you should click the Options
button on the remote control, with the trackball the small left
button and on Options in the help menu. This will allow you to
use Option (6) to enter a new start site for the browser.
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7.2.6 Network

If the device is connected to a PC via the Ethernet interface
and a router or a DHCP server, it is possible to have direct
access to public folders on the PC (SMB protocol) and read or
play data from there.

If you have integrated a UPnP server in your home network,
you will be able to access it from this menu. This way, you will
be able to transfer videos, music and pictures to your device
and use there. It is also possible to play the content directly
via the Universal Player, without storing the data on the DVC
device.

To allow for such a connection, you have to make some
preparations. You have to make the folders you need on your
PC public, so that your device can access them. Please read
the documentation that came with your computer or operat-
ing system to find out how to make folders public. Typically,

a right mouse click on a folder will take you to a menu which
will allow to release the network under the option ‘Release and
security’. When you start the network menu, your Casablanca
device will searching for any public folders on all PCs that are

connected to the network and display them. In order to sim-
plify the selection of the folder you’d like to use with the DVC
device, we advise you to start the folder names on the PC with
a uniform term (a prefix). In our example, all folders start with
EP_. You can then set up a public folder search filter to further
limit the search for these folders. When you search for the
starting combination ‘EP_’, you will only get these folders. You
should now select the folder containing the data you need.
Confirm with the OK button to list all found video and audio
folders in the menu.

The contents of subfolders of a folder will also be listed. The
folder structure itself is not shown, however. Pictures are also
not shown directly in this list. Switch to the photo archive to
access the images.

You can play the files either immediately by clicking on the
Play button , or switch to the import menu by clicking the
Record button on the DVC remote control to save the files you
need on your Casablanca system. You can import both video
and audio data at the same time. The Casablanca will copy the
files to the correct archives.

The length of sound recordings cannot be communicated in
the Play menu and is therefore unknown. However, as soon

as you play the file, the length will be displayed. The playback
quality of your video files in your network depends very much
on the data rate of the file, the resolution and the complex-

ity of the format used. It is possible that not all video files can
be played jerk free on your Casablanca device. In that case,
import the film to the movie archive of your Casablanca to play
it directly from the hard-drive.

Pictures can be imported from the photo archive. Switch to the
photo archive and start the network option there.

In the Import menu, you can select the images to be copied

to your Photo archive. You can improve the organization for
working via the network by organizing audio, video and images
on your PC in separate folders.

7.3 Settings
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In the main menu of the Media Manager, press the Settings
button to enter this menu. Here, you will find all kinds of differ-
ent menus, information and various settings.



7.3.1 Basic settings

The basic settings allow you to read the capacity of the hard-
drive and some system information. This includes the software
and hardware versions, the DVD/Blu-ray drive version, hard-
drive size, memory and serial number of the editor. Exit the
system information, press the back/return button.

7.3.1.1 Run initial setup again / Reset all settings

You should perform item ‘1 Basic installation’.

There are only a few steps to perform, and if they have not yet
been performed they are started automatically as soon as you
leave product installation. Setting ‘2 Reset to factory settings’
is typically not needed for Casablanca models because all set-
tings are made under Bogart SE. Make sure to apply changes
here only after you have spoken to our hotline.

7.3.1.2 Install product
Access this function to install and unlock additional software
for the Media Manager. More information in chapter 1.1.

7.3.2 User interface

7.3.2.1 Country, language

You can open a country list using the direction buttons and
confirm with OK. Next, you can set the language for various
sections: The entire system, the DVD menu and the DVD sub-
titles. Press the return button to close the screen again.

7.3.2.2 Menu and text rendering

Open the Panels menu from the User interface screen. Here,
you can make settings for screen overlays. The translucency
setting is particularly important for Plasma TVs as the overlay
menus may ‘burn’ into the screen after longer inactivity. Press
the respective number to move the transparency slider. In ad-
dition, you can also switch off the translucency totally (slider
to the complete left). If you want to activate the menu again (or
show it with the regular value), press any button. On some TVs,
the picture may not be shown completely cantered, slightly
offset. The ‘Edit display and size’ opens an individual screen
for setting up the position of the Media Manager for your TV
screen. Press the <2>, <4>, <6> or <8> to activate and move
one of the four borders. The number shown is the coordinate
and border selected. The number also shows you which bor-
der is currently selected. Set it up so that the white lines are
just visible. The grey area with the white borders is where the
menu overlays will be shown. Read the documentation on the
screen to make the settings. Press Return to go back to the
‘Panels’ menu.

Note: If you are working with two screens, make sure to adjust
the screen settings for both screens. The Media Manager saves
the positions for both screens separately.
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7.3.2.3 Miscellaneous

Open the function ‘Miscellaneous’. This option is only available
if you have selected at least one sample in the selection list. It
is deactivated by default, in order to prevent changing system
settings or becoming confused and getting lost in the sheer
quantity of possibilities. If you have activated the expert user
interface, you will also get more settings possibilities.

You can change the scroll direction of lists when you work with
the remote in the Media Manager. Lists often contain a large
amount of items, of which you can only see a portion. To see
other portions of the list, you have to scroll the list up or down.
There are different buttons required for this (see help menu).

If you set the scroll method to ‘direct’, the list scrolls up when
you press the arrow-up key, and down when you press the
arrow-down key. On computers however, the scroll direction
is the other way around. When you press the arrow-down key,
you will see the entry that is located lower. The list itself scrolls
up. In contrast with the direction of the key you used. If you
work more often on PCs, you may prefer this mode. If how-
ever, you find that you intuitively scroll in the wrong direction,
you may well want to switch the scroll method back to ‘direct’.
Some adjustment is very important here. Another function of
this window it the slider for ‘Replay’ (Instant-Replay).

This is the replay for playback of DVDs or archive contents.
You can set it to the amount of seconds: The amount deter-
mines the length that is repeated when you press the replay
button. Confirm with OK. If you want to have a longer se-
quence repeated than is possible, simply press the replay
button multiple times during playback.

In addition, you can activate or deactivate the ‘Automatic
playback’ of a CD/DVD after it has been inserted. Whenever
you insert a CD or DVD, it will be played right away, no mat-
ter which menu you are currently working with. The slider for
the function ‘Distance for chapter jumps’ allows you to set
the length for ‘skipping’ through your recordings. You can set
it to between 5 seconds and 10 minutes. For example, if you
set it to 1 minute, you can use the chapter buttons to skip in 1
minute steps. (not available in all playback options).
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7.3.3 Video and Audio

7.3.3.1 Picture format

The screen format allows you to set up the screen (or beamer)
that you are using with your Casablanca system and which
cable you are using. You can also make settings for deviating
screen formats. Some Casablanca models may offer separate
options for separate picture screens. ‘Screen 1’'would usually
be the TV set. If you are also using a beamer, make sure to
make the beamer settings under ‘Screen 2’. You can then later
switch between both screens back and forth. If you are only
using only one screen, use ‘Screen 1’. You can also set up
the connection and mode for the chosen screen. If you have
multiple connection options, choose the connection type for
the current screen (TV set, beamer, ...). SCART AV is used for
analogue connections, in other words either the SCART con-
nection or an AV connection via the SVHS/YC or CVBS/cinch
cables. If you go for the DVI/HDMI modes, the digital connec-
tion is activated (with various resolutions).

Note: You can only use either the digital or analog outputs, not
simultaneously. The other output is not activated at the same
time and remains blank.

You have to confirm a selection first, before the system
switches to the other output.

If you do not confirm within 30 seconds, the system reverts
back to the previous output. The editor’s front display will
show you a countdown. The function ‘Format’ is used to set
up a 4:3 or 16:9 screen format. Older TV sets usually have a
4:3 aspect ratio, newer sets (LCD, Plasma) often already have
a 16:9 ratio. Depending on the format you have chosen (4:3 or
16:9), the next choice will change. When watching a 16:9 film
on a 4:3 set, you can set up four different modes for display.

- 1:1 Automatic (borders on top/bottom)

Older 4:3 sets (TVs or beamers) often do not support the true
16:9 format. Even if you connect the system via SCART, the
picture may not be shown correctly. In this mode, the Casa-
blanca will always show a 4:3 signal. True 16:9 films will be
shown in 4:3. The picture quality in this mode is somewhat
lower than in 16:9 mode than in 1:1 automatic mode, since it
has around 25% fewer lines. This is a letterbox format, such as
the format used by some smaller Pay-TV channels.

- Enlarged (cut off left/right)

Both previous methods have the disadvantage that a 16:9 film
only uses a portion of the screen. The top and bottom of the
screen is covered with bars. When you activate this mode, the
screen is zoomed. The bars disappear and instead, parts are
cut off left and right. With some films, the sides of the film may
not be that important. Please note that the black bars will not
always disappear completely. Also, some films originally filmed
for the cinema are even wider than 16:9 (Cinemascope, 2,35:1
or similar). Despite the zoom effect, borders may still be visible
at the top and bottom if the screen.

- Panorama (left/right compressed):

This setting too ‘stretches’ the image so that the entire screen
is filled out. However, the image is not simply cut off at the
sides, it remains fully visible. For this purpose, the sides are
‘squeezed’ to fit. The middle section of the image remains
unchanged. Only very busy scenes or scenes with frequent
camera pans may pose a slight problem with distorted image
portions on the side. You can avoid this by choosing a differ-
ent mode.

If your device is equipped with a VGA (or an HDMI) output,
this menu will also include the 3D setting. This will allow you to
switch playback in TV mode to a 3D image directly. Here, you
can switch between the standards of side-by-side images and
green-magenta. If you do not wish a 3D display, you should
switch off the 3D mode. For side-by-side display, you need

an appropriate monitor that supports this mode, as well as
shutterglasses. For green-magenta mode, you need so-called
anaglyph glasses that with the corresponding colors.

7.3.3.2 Delay

Here, you can set a desired delay between sound and image,
in milliseconds. This function is useful in case your television
needs more time to construct its images than a surround am-
plifier. You should test several values, in case videos are not
synchronous.

7.3.3.3 Startup tune

Call up the startup tune option in the ‘Image, sound’ window.
Please set here if you want to play a startup tune. You can
also activate the slider with which you can set the correction
sound volume. 0 dB is the current system volume. This means
that the startup tune can be played with another sound volume
than the system sound volume. You should now click twice on
the Back button to close the Startup tune, sound and image,
and sound windows.

7.3.3.4 Digital sound

Use ‘Digital sound via’ to switch between sound output via
HDMI or S/P DIF (optical). It is also possible to activate both
output simultaneously. In that case, you must mute the audio
source manually, when there is no audio playback desired
there. The additional option ‘HDMI sound, also in DD’ means
that you can also play broadcasts sent in Dolby Digital as they



are intended. This is not supported by all monitors, however.
Because of this, the option can also be switched off. Any DD
sound will then also be converted to HDMI (PCM) and played
via HDMI.

7.3.4 Device

Devices with an integrated graphics display (S-6000) have an
integrated brightness sensor. There is an option to set whether
the brightness of the display has to be controlled manually or
automatically via the sensor. For the manual setting, you will
be able to adjust the brightness control via the relevant menu.

If you do not have a graphics display, but a text display, you
will have the following options for the brightness setting.

You may independently change the brightness of the device’s
display for operating mode and standby mode. The device’s
display will indicate the current time when it is in standby
mode.

Use the ‘Standby: time + date’ option to also display the date
on the display.

The graphics display can also be used to display the status of
the device. This is e.g. the case for background activity or EPG
updates.

The graphics display can also show a graphic when the device
has been switched off. To do this, the brightness in standby
mode must of course be adapted. If you want to display a
graphic, you should activate the option. This will display the
images in the Front folder of the photo archives. Only one im-
age will be displayed for the duration of each standby. If there
are several images in the folder, one image will be chosen at
random.

You determine if and when power saving mode should be
activated. If your deactivate it completely (‘Never’), the device
is not powered down completely when you switch it off, but
the menus become dark. This has the advantage that the unit
starts up faster.

There is also a setting for the DVD drive, to reduce the running
noise. Direct DVD access is switched on by default. This way,
the DVD burner in the device will handle DVDs in the same
way as a commercial DVD player. With this setting, the device
should be able to play all media, even those with copy protec-
tion. Should you have a problem with a device, you should
switch off direct DVD access. The burner will then behave in
the same way as a software player, and be able to play many
DVDs that are not complying to the standard. As a rule, you
should not change the default setting.
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Use ‘Network settings’ in the aA option to configure your de-
vice for use in a network.

With the first setting, you must specify how you want to use
your device in the network. Is your device connected through
a network cable to your network, of is it connected through a
wireless network (WLAN).

If you use your DVC device in a network, giving it a name may
give you some advantage. You can freely name your device in
the network settings menu.

In case of a cable connection, you have the ability to let your
DVC device automatically receive a network address via your
DHCP server. If you deactivate the automatic configuration,
you have the ability to give your device a special, fixed network
address. In order to assign a fixed IP to your device, please go
to ‘IP configuration’. Use the 5 button to test the configuration
you set. You will be shown a result in the form of a screen text.
However, if you have a WLAN network, the WLAN stick must
be connected already when you select the network under point
1, because a test is performed here. If there is no stick con-
nected, is not found, or is not configured, the option ‘Wireless
network’ will be grayed out and there will be a message that
tells you that ‘the system does not have WLAN functionality’.
Your WLAN stick must be connected to your device, before
you open the network menu. If this wasn’t done, you should
close the menu, connect the WLAN stick and reopen the
menu. ‘WLAN configuration’ will then be active and you will be
able to open it. In WLAN configuration, you must enter infor-
mation about your WLAN connection.

Each wireless network can be assigned its own network name,
the so-called SSID (Service Set Identity) or ESSID (Extended
Service Set Identity). Only clients that know the name of the
network (SSID) can connect to it. As encryption, you should set
the one of your WLAN network. Typically, you would have its
key set in your router already. The key you enter here should
also be found in your router, and it is encryption password for
the encryption system.

If you have configured your WLAN, you should select this
under ‘1’ and then activate it.
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A UPnP client can be activated with ‘8’. This can be used from
the music and photo archives as well as the Universal Import
Player to access external UPnP (such as PCs). A UPnP server
can be activated with ‘9’. It is then possible to use external
devices to access the music and photo archives. It will then
be necessary to update the UPnP server when current con-
tent must be made available. At the time you activate a UPnP
server, a list is created that makes available the current con-
tents of your music and photo archives. Newly entered music
or images are not automatically made available by the server.
In order to access new entries from external devices, you must
update the list here.

If you have activate the ‘Warp Streamer’ product, you will get
the corresponding settings in this menu. Use the 0 button to
switch on the web control function of the warp streamer. You
should enter a user and a password for identification when
connecting via a browser.

Note: The ‘Warp streamer’ cannot be used on the DVC 300
(Enterprise) or NEO.



Chapter 8: RenderBooster
8.1 Introduction

The RenderBooster is an optional product for your Casablanca
system. It consists of a transcoding USB stick — more on this
later — and a software program that has already been installed
on your system with Bogart SE 5 and that must be activated.
In the next few sections, you will learn everything regarding the
functionality and maintenance of the RenderBooster.

8.1.1 Area of application

Many Casablanca aficionados vividly remember the ‘Render
Accelerator Option’ for the original Casablanca editing system.
It was basically a faster processor, making the time intensive
effects rendering more speedy.

Since then (1996), CPU power has dramatically increased. The
Motorola processor in 1996 was clocked at 25 MHz, now the
top of the line ‘S-6000’ has 3.3 GHz — and multiple cores, too.
This (theoretically) makes it thousands of times faster than the
then-state-of-the-art original.

But rendering speed is still lacking. Not so much for rendering
video effects — even in high definition, there is almost no more
related waiting time. Plus, the background rendering allows the
user to continue his work while the calculations are done in the
background.

The new challenge is called ‘transcoding’. Since today’s world
has not settled on just one video standard, it is absolutely
common, even essential, to convert a video file into other
formats for compatibility reasons. There are many different
camcorder formats to begin with — and it is often desirable to
create a Blu-ray disk, a common DVD, plus a few different PC/
Mac/Smartphone compatible files from a finished project.

And this is where today’s rendering time is painful. Making a
Blu-ray compatible HD video stream out of HD footage takes

a long time, even with fast CPUs. And it gets worse: Making

a DVD that looks good is a challenge - the ‘down conversion’
is a complex task. The common software codecs always offer
compromises - fast rendering usually means lower image qual-
ity. A difficult trade off.

8.1.2 The product

MacroSystem has now tackled these issues with the new
‘RenderBooster’ — a device that plugs onto a USB port just like
a thumb drive. The small, elegant stick packs a lot of hard-
ware power — it basically is a small computer on its own, with
a highly specialized processor. It handles just the transcoding
(the de-interlacing, the scaling, and the encoding), nothing else
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- but it does that in a state-of-the-art quality, and far faster
than high end mainstream processors. A true specialist.

8.1.3 The speed

The RenderBooster can transcode any HD project into Blu-
ray, DVD or H.264 (TS) formats. The required time is about 1.2
to 1.4 times the runtime of the video. A 60 minute project will
require just between 72 and 84 minutes of rendering time. This
time includes the transcoding (faster than real time) and the
‘overhead’ (massive amounts of data have to be copied back
and forth).

Compared to a standard ‘S 4000 Pro’, this means that making
a Blu-ray in Arabesk is about 12 times faster with the Render-
Booster.

8.1.4 The image quality

That is a dramatic speed increase for sure — but there’s more.
The quality of the hardware transcoding is superb, far better
than the common software encoders used not only by Bogart
SE, but by many other PC/Mac based editing systems too.
This allows a new quality mode for HD Arabesk projects — you
can now get 90 minutes of pristine Full HD AVCHD material
onto a double layer DVD media (45 minutes onto a single layer
media). Aimost 240 minutes on a single layer BD, 8 hours on a
double layer (50 GB) BD!

8.1.5 The power consumption

Instead of using the power hungry main CPU (120 Watts at full
capacity) for transcoding, using the low power consumption
‘RenderBooster’ (5 Watts) will save a significant amount of
energy. When creating a typical Blu-ray, savings of about one
kilowatt hour are common.

8.1.6 Usage

The most common-use case for the ‘RenderBooster’ is the
creation of DVDs and Blu-ray disks in both SD and HD for-
mats. These tasks are handled by Arabesk 5, which auto-
matically detects the ‘RenderBooster’ (if the required add-on
product has been activated by typing in the key code).

The ‘RenderBooster’ is also used in the ‘Export Storyboard’
feature. It allows very fast state-of-the-art conversions. SD and
HD projects can be exported in H.264.ts formats which can

be played back by PCs, Macs and many other devices. SD
projects can also be exported in the very common MPEG-2
format. The data rate is user selectable.
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The ‘RenderBooster’ should be plugged into one of the rear
USB slots. It comes with a short USB cable extender for
people who have no room at the back of their unit.

8.1.7 One stick, many units?

The ‘RenderBooster’ comes with a software key code. Such
software key codes can be purchased without the stick as well
— at a much lower price. This means that one stick can be used
for several units, simply by purchasing multiple key codes and
physically switching the stick between the units (the stick has
to be connected before the related unit is started up).

The RenderBooster is compatible with all Casablanca Systems
on which Bogart SE 5 has been installed (including Solitaire/
Renommee Ultra). It does NOT support Smart Edit based
products.

8.2 Installation

8.2.1 Physical connection

First, you must ensure that you have installed the latest version
of the Bogart SE operating system on your Casablanca device.
You need Bogart SE 5.0 or higher for the RenderBooster. The
stick will not work with older versions.

You must then activate the RenderBooster product. As a rule,
you will receive the license code when you buy the product.

Install Product

Pro-Club Edition 2003 V 1.1 a
QuadCam V 1.3

Real-Maps 1 Bogart V 1.1
RenderBooster V 1.0
Schriftenpaket 1V 1.0a
Schriftenpaket2V 1.0 a
Schriftenpaket3V 10 a

(active)
(active)
(active)
(active) | B
(active)

)

)

(active f:

(active f:

J

ractivale hide LEEE r1_ r\j’— r?/
Ok

J

You may now connect the RenderBooster.

First, you must turn off your Casablanca unit.

Remove the RenderBooster from its packaging. Take off the
cap and plug the RenderBooster in one of the USB ports at the
back of the machine.

In case there is not enough room at the back of your Casa-
blanca, the short USB extension cable which is supplied
together with the RenderBooster can be used.

Warning: you should not use the front ports, nor should you
use other -particularly longer- USB cables. If you do, this may
lead to problems with the operation of the device.

8.2.2 Firmware update

The RenderBooster may well look like a (big) USB memory
stick, but it actually is a small computer with its own operating
system.

This operating system is continually undergoing expansions
and improvements. These improvements are automatically
brought in when the product is used for the first time.

To do this, you should switch on your Casablanca with the
RenderBooster inserted and start Arabesk. Look now at the
top side of the RenderBooster. There are two small lamps
at the end in the back. When these little lamps blink fast
and alternately, the system is performing a firmware update.
Do not switch off the Casablanca before the update is fin-
ished and only one of the small lamps is lit continuously.

The text ‘RenderBooster’ should now appear in Arabesk.

ARABESK 5
HD

8.3 In combination with Arabesk

Arabesk recognizes the RenderBooster automatically. The cor-
responding text is added to the menu.

The use of the RenderBooster can be switched on and off. To
do this, open the ‘Settings’ window and select RenderBooster
on or off. It is not necessary to restart.

Settings

maximum Write Speed {max = RenderBooster r7
Media used |Blu-ray 25GB =

Authoring Mode |Blu-ray =
J

Factory Settings
Supported Media:
CD-R-RW
DVD-R(DL),-RW,+RW.+R(DL)
BD-R,BD-RE

Verify Disc =
frequent Prompis r7
169as 219 [—=

Arahesk5 Version: 5.4
HL-DT-STBD-RE BH10LS30
Firmware Version: 1.00

4

Ok Cancel
J

When the RenderBooster is deactivated, the text will no longer
appear in the main menu of Arabesk.



8.3.1 Creating DVDs (SD)

When you render a DVD and the RenderBooster is available
and activated, Arabesk will use the RenderBooster instead of
the software encoder.

When the RenderBooster is calculating, both little lamps at the
back of the RenderBooster will alternately light at a fast pace.

The calculation is both faster and more efficient. This means
that, as a rule, you should be able to select a lower image
quality than when you do not use the RenderBooster.

The RenderBooster always uses compressed audio. It is there-
fore not possible to select uncompressed audio when using
the RenderBooster.

The ‘Calculation’ setting has no effect when using the Render-
Booster. The resulting image quality will always be better than
the intensive mode when using the software encoder.

The clearest improvement regarding image quality and calcu-
lating speed is achieved when creating a video DVD from high
resolution source footage (1920x1080, 1440x1080).

8.3.2 Creating AVCHDs (HD)

The RenderBooster can also be used when creating AVCHDs.

When doing so, the RenderBooster is so efficient that even
lower quality levels result in a very good image quality.

Add Film

[Select project Vacation summ...

[Choose Ra nge

Project length 028.42:12
Datarate [Low
Medium

. High
Size approx. |pray

Free capacity 78% (BD)

Rendering

[ok [cancel

The RenderBooster cannot be used for footage in 1280x720
mode.

8.4 Exporting storyboards

The function ‘Exporting storyboard’ will automatically display
new export formats when the RenderBooster is discovered.
Depending on the current project resolution, these are MPEG
2, H.264 or MP4 file formats. The data rate can be set.
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These modes are easily recognized because of the addition
‘RenderBooster’. Other modes (MPG, MTS) are not acceler-
ated, but use the software encoder as before.

The acceleration is often considerable.

8.5 Troubleshooting

In case of difficulties with the RenderBooster, you should first
completely switch off the Casablanca and then restart it. Sim-
ply restarting without a complete shutdown is not enough. The
RenderBooster is its own computer and remains unaffected
by a restart of the Casablanca. When the RenderBooster has
become ‘out of step’, its power must be cut by a complete
shutdown. Only then will it restart.

Please note: the RenderBooster should not be connected or
disconnected while the system is in use.

If you have trouble using the RenderBooster for the first time,
it is possible that the firmware update did not succeed. Repeat
the procedure for its initial use.

Please consider: the firmware update can take several minutes
and starts only a short time after the start of Arabesk.
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