







Scene Stealer

for Windows







Automatic Scene Detector and 

Videotape Logging System





User’s Guide and Reference Manual

Version 1.3























DUBNER INTERNATIONAL, Inc.

13 Westervelt Place

Westwood, New Jersey USA 07675-1921



Tel: 201-664-6434

Fax: 201-358-9377

73247,2334@compuserve.com�









































NOTICE: DUBNER INTERNATIONAL, Inc. makes no warranty of any kind with regard to this material., including, but not limited to, the implied warranties of merchantability and fitness for a particular purpose. DUBNER INTERNATIONAL, Inc. shall not be liable for errors contained herein or for incidental consequential damages in connection with the furnishing, performance, or use of this material.



This document contains proprietary information which is protected by copyright. All rights are reserved. The information contained in this document is subject to change without notice.



DUBNER INTERNATIONAL, Inc. has applied for patents protecting the technology used in Scene Stealer.



January 23, 1996





©Copyright 1993-1996 DUBNER INTERNATIONAL, Inc.

�

C O N T E N T S

	� TOC \o "1-3" �

1.  Getting Started	� GOTOBUTTON _Toc347049807  � PAGEREF _Toc347049807 �1��

Installation	� GOTOBUTTON _Toc347049808  � PAGEREF _Toc347049808 �1��

Configuring the display driver under Windows	� GOTOBUTTON _Toc347049809  � PAGEREF _Toc347049809 �1��

Configuring the display driver under DOS	� GOTOBUTTON _Toc347049810  � PAGEREF _Toc347049810 �3��

Basic Concepts	� GOTOBUTTON _Toc347049811  � PAGEREF _Toc347049811 �3��

How to Use Scene Stealer	� GOTOBUTTON _Toc347049812  � PAGEREF _Toc347049812 �4��

Master reel	� GOTOBUTTON _Toc347049813  � PAGEREF _Toc347049813 �5��

Storyboard reel	� GOTOBUTTON _Toc347049814  � PAGEREF _Toc347049814 �5��

2.  Setting up the GRAB	� GOTOBUTTON _Toc347049815  � PAGEREF _Toc347049815 �7��

Controlling the Graphics Mode	� GOTOBUTTON _Toc347049816  � PAGEREF _Toc347049816 �7��

Data Compression	� GOTOBUTTON _Toc347049817  � PAGEREF _Toc347049817 �8��

Audio Grab	� GOTOBUTTON _Toc347049818  � PAGEREF _Toc347049818 �8��

Continuous or Burst Operation	� GOTOBUTTON _Toc347049819  � PAGEREF _Toc347049819 �8��

Time Limit	� GOTOBUTTON _Toc347049820  � PAGEREF _Toc347049820 �9��

Defaults	� GOTOBUTTON _Toc347049821  � PAGEREF _Toc347049821 �9��

3:  Grabbing Video	� GOTOBUTTON _Toc347049822  � PAGEREF _Toc347049822 �11��

Keyboard Controls	� GOTOBUTTON _Toc347049823  � PAGEREF _Toc347049823 �12��

Files Created by the GRAB Program	� GOTOBUTTON _Toc347049824  � PAGEREF _Toc347049824 �14��

4.  File Menu Items	� GOTOBUTTON _Toc347049825  � PAGEREF _Toc347049825 �15��

Scene Stealer ASCII files	� GOTOBUTTON _Toc347049826  � PAGEREF _Toc347049826 �17��

5.  Edit Menu Items	� GOTOBUTTON _Toc347049827  � PAGEREF _Toc347049827 �21��

6.  Options Menu Items	� GOTOBUTTON _Toc347049828  � PAGEREF _Toc347049828 �25��

7:  Using the Program	� GOTOBUTTON _Toc347049829  � PAGEREF _Toc347049829 �29��

Keyboard Controls	� GOTOBUTTON _Toc347049830  � PAGEREF _Toc347049830 �29��

Visual display	� GOTOBUTTON _Toc347049831  � PAGEREF _Toc347049831 �29��

Audio playback	� GOTOBUTTON _Toc347049832  � PAGEREF _Toc347049832 �30��

Keyboard focus	� GOTOBUTTON _Toc347049833  � PAGEREF _Toc347049833 �31��

Placing timecode in the annotation box	� GOTOBUTTON _Toc347049834  � PAGEREF _Toc347049834 �31��

Mouse Controls	� GOTOBUTTON _Toc347049835  � PAGEREF _Toc347049835 �31��

Selecting the active reel	� GOTOBUTTON _Toc347049836  � PAGEREF _Toc347049836 �31��

Moving the cursor into the annotation box	� GOTOBUTTON _Toc347049837  � PAGEREF _Toc347049837 �31��

H, E and M flags	� GOTOBUTTON _Toc347049838  � PAGEREF _Toc347049838 �32��

Controlling audio	� GOTOBUTTON _Toc347049839  � PAGEREF _Toc347049839 �32��

Marking a cut in audio	� GOTOBUTTON _Toc347049840  � PAGEREF _Toc347049840 �33��

The storyboard and the mouse	� GOTOBUTTON _Toc347049841  � PAGEREF _Toc347049841 �33��

The storyboard floating menu	� GOTOBUTTON _Toc347049842  � PAGEREF _Toc347049842 �34��

8:  Post Processing	� GOTOBUTTON _Toc347049843  � PAGEREF _Toc347049843 �35��

Printing Pictures on Another Computer	� GOTOBUTTON _Toc347049844  � PAGEREF _Toc347049844 �37��

9:  Microsoft Access Support	� GOTOBUTTON _Toc347049845  � PAGEREF _Toc347049845 �39��

��1.  Getting Started

Words, words, words;   

I'm so sick of words...

            -- Eliza Doolittle



The computer software industry has taken an interesting turn over the last few years ¾ it appears that nobody is reading the documentation that comes with anything. There is a very real possibility that you will be reading this only after you have attempted to set up and run the Windows version of Scene Stealer and discovered ¾ problems! If so, don't despair ¾ here are the solutions. 



This first section describes how to get Scene Stealer for Windows installed and up and running. The following sections contain expanded information.

Installation

Please refer to The Installation Guide for information about installing the hardware and software for the Scene Stealer system.



Note: To run the Scene Stealer installation, exit Windows entirely. The Scene Stealer INSTALL program operates the display hardware directly ¾ if Windows is running, this can lock up the machine.



The Installation Guide describes how to create the Scene Stealer program group and the program icon. 

Configuring the display driver under Windows

Scene Stealer requires that the Windows video display driver be configured for at least 256 colors. 16 colors won't work because there are too few gray levels.



Double click the Scene Stealer icon to start the Scene Stealer program. If Scene Stealer can't use the current display driver, a series of messages will appear describing the problem. You will then have to reconfigure Windows to use a drive with 256 or more colors. 256 colors is the fastest; use that driver if you can. 



To change display drivers, refer to the documentation that came with Windows or with your video display board. In any event, we will describe a couple of different ways to change the drivers.



In some configurations of Windows95, do the following:



	In the icon My Computer

	Click Control Panel

	Click Display

	Click Settings

	Under 	Color palette select

			256 Color

	Click Apply



Follow the instructions on the screen.



Windows 3.X

Before proceeding, you may need to learn the name of your Video board; mine, for instance, is a “SPEEDSTAR 24X”. If you choose the wrong driver, strange things can happen; at the very least you don't want to select a VIDEO 7 driver unless you have a VIDEO 7 board installed in your computer.



	In the Program Manager open

		Main 

	Click Windows Setup. 

	Click Options, then 

	Click Change System Settings. 



	Click on the Display list box. Look for an entry that has 256 colors. Mine, for example, says,

	SPEEDSTAR 24X: 640x480x256 Small Fonts.



When you find a suitable entry, select it and follow the remaining instructions.



If you don't find suitable entries in the list box, then you have to find the right directory and/or the right distribution disks that came with your computer or with your display board.



For example, my Diamond Speedstar 24X board came with a floppy disk labelled, SPEEDSTAR 24X WINDOWS 3.1 DRIVERS. Your computer might already have the drivers in a directory on the hard drive. Any such disk or directory contains a file named OEMSETUP.INF ¾ without that file, Windows can't do anything, so use a file search utility to find the directory containing those drivers. If you don't have a file search utility, use this DOS command:



	DIR \OEMSETUP.INF /S



to locate directories that might contain the device drivers you need.



Note: Sometimes, when you install a driver for the first time, Windows asks you to insert some of the Windows distribution disks. Have those diskettes handy.

Configuring the display driver under DOS

It’s preferable to leave Windows completely, switch to the \WINDOWS directory, and run SETUP under DOS ¾ there is less chance of locking up the computer. 



When loading a new video driver, simply follow the instructions¾ the actual process depends on the information on the disk supplied by your video board's manufacturer. Please don't call us except as a last resort, since we most likely don't know anything about your computer or your video board. Your best first phone call is to whomever you bought the computer from in the first place. The next phone call should go to whoever manufactured your video board. If you like, you can then call us for sympathy, but we probably won't be able to do anything except ask, “Are you sure you looked everywhere for the distribution disks?”

Basic Concepts

By this time, you may be ready to stop reading and want to just use the program. Many functions are available from menu selection, so you will be able to experiment successfully. Don't forget to use the right-hand mouse button in both master and storyboard reels; some of the most interesting things the program can do are controlled by pop-up menus that you invoke with the right mouse button. Take a look at the section, Keyboard Controls; the keys on the numeric keypad are the primary means of controlling video playback.

How to Use Scene Stealer

	Click Grab/Grab as..., enter a reel name, and click OK. 



This starts the Scene Stealer GRAB program. GRAB takes place according to the selections that are established in the Grab/Parameters... dialog box.



In order to GRAB, the Scene Stealer program first has to shut down Windows completely since the GRAB program must examine Scene Stealer hardware at least once every video field, no matter what else the computer might be doing. 



Running directly under DOS, Scene Stealer can configure the computer's hardware to guarantee that the program gets a chance to check the hardware at least once per video field. With Windows 3.X running in the background, the Scene Stealer program cannot get at the computer's hardware ¾ Windows 3.X intercepts the attempt and doesn't reliably pass it on fast enough.



In short: Do not attempt to shell out to DOS from Windows 3.X and run a Scene Stealer GRAB. The program will regularly miss some video fields, which means that the total count of sync pulses will be inaccurate, and the reported timecodes will be wrong.



If, for some reason, you want to be able to set up a GRAB but don't want to run it immediately, go to the Grab/Parameters... dialog box and remove the check from the box that indicates

 Automatically switch to DOS and back. 



Windows 95 handles hardware better than Windows 3.X, so you should always check the Automatic box. Shelling out to DOS and issuing the GRAB command at the DOS prompt also works.



Now, when you click on Grab/Grab As... the program creates a GRABIT.BAT file in the \WINDOWS subdirectory. At a later time, you can leave Windows completely and execute the DOS command GRABIT.



GRABIT starts the GRAB, reenters Windows and opens the new reel.

Master reel

When you press F9 to stop the GRAB, Scene Stealer returns to Windows, where you can see the grabbed images. You can add and remove cut points with

	Edit/Insert Cut and

	Edit/Remove Cut, 

and you can add annotations to any scene (a scene is defined as the pictures between two cut points), but you can't change the order of the pictures or remove any. See Storyboard Reel below. 



Use the right-hand mouse button to mark individual pictures for 

	Ÿ	hard-copy (hard-copy means “printed on paper”) 

	Ÿ	export as .PCX or .GIF files

	Ÿ	transfer into another set of Scene Stealer files. 



Mark the pictures as H, E, or M and you execute them when you select File/Post.  



The Edit/Copy Picture menu item transfers the current picture to the Windows Clipboard as a Device-Independent Bitmap. These can often be inserted into text documents and the like. 



	Use Edit/Copy Text and

		 Edit/Paste to transfer text, through the

		 Windows Clipboard, to and from other applications.



When you save a reel, or exit the program, all your annotations are saved in a number of different file formats. Use these files to transfer information into database programs or to videotape editing systems.

Storyboard reel

Storyboard reels are distinguished by the letters [S/B] after the reel name in the sub window's title bar. Unlike master reels, where the order of the pictures is fixed, scenes in storyboard reels can be moved.



	Use File/New to open a storyboard reel. 



	Left-double-click on any scene in a master reel, then hold the left-hand mouse button down to drag that scene into a storyboard reel. Or, left-double-click to copy the scene into an invisible scratch pad, where you can move the mouse pointer into the storyboard reel. 

	Right-Click to activate a pop-up menu. 



	Select Insert Scene to drop the scene from the invisible scratchpad into the storyboard reel.



	In a storyboard reel, put the mouse on a picture and pull up the floating menu with the right-hand mouse button. You can insert and remove cut points anywhere. Having done that, you can delete scenes and fragments of scenes. Any scene you delete goes into the invisible scratchpad, so you can re-insert them elsewhere in the storyboard reel, or in some other storyboard reel.



	You can save the storyboard reel, creating a CMX�340 EDL (the file has an .EDL extension.) You can use this file with many videotape editing systems to assemble, on videotape, the same sequence of images created in the storyboard reel.



The pictures you see in the storyboard reels are generated from the master reels. The storyboard annotations and cut points are maintained separately, but the pictures are displayed by using pointers into the master reels. The master reel picture files tend to be large, and the pictures themselves each occupy a significant amount of disk space. Trying to move the picture data into new files dynamically would be, well... slow. Very slow.



This means that when you create a storyboard reel from clips from various master reels, you need to keep those master reels around ¾ in their original directories! ¾ until you are done with the storyboard. Otherwise you won't be able to re-open the storyboard reel.



�2.  Setting up the GRAB



The first stage of the Scene Stealer Logging/storyboarding process is grabbing video. 



	Select Grab/Parameters. 
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Controlling the Graphics Mode

The first group of buttons controls the graphics mode during the GRAB:



	SVGA 101	Shows nine 64-level pictures during the GRAB

	SVGA 100	Shows six 64-level pictures during the GRAB 



(These modes require VESA-compatible BIOS extensions. See The Installation Guide, for more information on video modes.)



	VGA				Shows nine 16-level pictures during the GRAB

	EGA				Shows six 16-level pictures during the GRAB 



(Both VGA and EGA operate on any Windows-capable machine.)



A list box controls timecode acquisition. Please look at Chapter 4, Reading Timecode of The Installation Guide.

Data Compression

The next checkbox item stores the images in a compressed format. We don't particularly recommend this format. Although it is nice that each image takes only about 10,000 bytes when compressed (as compared to 16,564 normally), the processing time is considerable and it slows the operation of the system markedly.

Audio Grab

The next checkbox item turns the audio GRAB on or off. To GRAB audio along with the video, you have to have a Creative Labs Sound Blaster or 100% compatible audio board in your computer, and there must be a properly-set BLASTER= environment variable so that the GRAB program can locate the board.



You can also set the audio sample rate in the text box to the right of the checkbox. We recommend that you use a sample rate of 8000 to 10000 samples per second. Less than 8000 and the audio typically starts to garble; more than 10,000 wastes disk space without much benefit.

Continuous or Burst Operation

The next pair of buttons selects Continuous or Burst operation. In Continuous mode, pictures are sampled at timed intervals , as specified by the Sample Interval text box—a value of 30 samples one picture every 30 frames which is one frame per second of NTSC video (one picture every 25 frames is one frame per second of PAL video). 



In Burst mode, the computer waits until it sees a scene change in the video (or until the operator presses the I key to force a scene change) to sample several pictures at timed intervals. 



	Burst count specifies the number of pictures.

	Sample interval specifies the number of frames between samples. 



Example: If Burst is selected and 5 is the Burst Count and if 30 is the Sample Interval, Scene Stealer grabs 5 frames at one second intervals and then waits until another cut is detected before continuing to grab. 



We recommend Continuous mode. Disk storage is inexpensive these days, and if something is missed, it's gone. With one-second continuous mode, you can play back the tape on your computer screen, and you are less likely to miss something of interest. Once you have reviewed and logged the information on your tape, you can delete the large picture files.



Cut points are automatically detected to frame accuracy regardless of the frequency of the Continuous GRAB. Similarly, in Burst mode, the grabbed frames start four frames after the detected cut point—the cut-detection algorithm doesn't become aware that a cut took place until a few frames have passed.

Time Limit

You can set a GRAB time limit in the Time Limit text box. This is useful for setting up an unattended GRAB from, say, a 20-minute cartridge. If you set this value to zero, GRAB runs forever. Or at least until you have less than about 100,000 bytes of free disk space.

Defaults

Check Save Parameters as Defaults to save the settings as GRAB defaults. Otherwise, the settings control what happens only during the remaining time that the Scene Stealer program is active.�3:  Grabbing Video

Once the GRAB parameters are set up, you can GRAB video.



	Grab/Grab As

		

This menu item calls up a standard Windows file name dialog box.
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Select a directory and a file name.Then select OK. The program will then start the GRAB process.



Windows 3.X

Windows shuts down completely in order to do the GRAB because Windows 3.X does not guarantee frequent enough access to the hardware for the program to maintain an accurate count of video sync pulses. When the GRAB is complete, Windows automatically restarts and reloads Scene Stealer. 



Windows 95

Scene Stealer does not require a complete shutdown of Windows to do a GRAB. But you will not be able to access your other applications while the GRAB is running. 



If the GRAB window doesn’t close completely, at the conclusion of the GRAB, set the Close on exit property for the GRAB.exe file. See Setting Properties in Windows 95 in the Installation Guide.



Keyboard Controls

Several keyboard controls change what GRAB is doing while the pro�gram is running. The bottom of the monitor displays the status of some of these functions: we examine those first. The number to the left of the function refers to the keystroke which activates it.



3:Beep

	F3 or the top-row numeric 3. 

		When ON, the program beeps every time it sees a scene change.



4:Zero

	F4, the top-row 4, or Z

		Clears out all the current Scene Stealer files, and resets all the counters to zero. The program starts over at the point when the key was pressed.



5:Status

	F5, the top-row 5, or S

		changes the status line display. There are three modes:



		1.	Completely off.



		2.	Partial. This is the default. The status display shows the running time, the number of frames grabbed, the disk storage used so far, and the time limit (if there is one.)



		3.	Complete. In addition to the information in the partial display, the status display shows two additional numbers which reflect the quality of the incoming video.



		The first number indicates how many times the hardware should have detected an odd frame—but didn't. The second number is the difference between the number of detected frames versus the theoretical number that should have been detected based on the computer's real-time clock.



		Both numbers should stay small. If they grow, the most likely cause is a low-quality sync signal or perhaps the video signal is double-terminated.



6:C/B

	F6 or the top-row 6

		toggles between Continuous and Burst modes.

	C 

		puts GRAB into Continuous mode. While in Continuous mode, you can change the sample interval by pressing = and entering a new number.

	B

		puts GRAB into Burst mode. When in Burst mode, you can change the Burst mode parameter by pressing = and entering a new number.



		You can switch between the Burst and Continuous modes. 



7:Hold

	F7, the top-row 7, or H

		toggles Hold mode. Use Hold when you want to look at the screen, but don't want to interfere with the GRAB. Hold freezes the display, but picture grabbing continues in the background.



8:Pause

	F8, the top-row 8, or P

		pauses picture processing. The counters continue to run, but no pictures are stored until you come out of Pause. This function is useful for skipping tape that you know is uninteresting.



		You can press Enter at any time, to force the program to GRAB and store a picture.



		You can also press I, to Insert  a scene change point; it forces a scene-change to be inserted at that point.



9:Quit

	F9 

		leaves the program. When the GRAB process terminates (usually the user presses F9 to stop GRAB, or perhaps the time limit ran out or the disk got full),Windows is restarted, the Scene Stealer program is loaded and you see the grabbed master reel. 

Files Created by the GRAB Program

	.SD1	contains all the grabbed video pictures. (—can become very large.)

	.SD2	contains a series of indices into the .SD1 file. Both .SD1 and .SD2 are necessary; one is useless without the other.

	.SD3	contains the raw scene change data that is accumulated during the GRAB. (—can become very large.)

	.SD5	contains the grabbed audio. (—can become very large.)

	.SD6	contains the indices into the .SD5 file.�4.  File Menu Items

Once you are back in Windows looking at the grabbed pictures, you can access the other menu items.This chapter describes the File menu.
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	File/Open

		Selects and opens previously-saved master reels or storyboard reels. It is possible to open one reel many times.



	File/Save

		Saves the currently active reel. (That's the reel with the highlighted title bar.) Overwrites the previous files.



	File/Save as...

		Saves the currently active storyboard reel with a new name.The original file remains This is useful for experimenting with several versions. 



		Can't be used with a master reel because of the difficulty in saving all the pictures in a new set of files.



	File/Abandon

		Discards and closes the current reel. No files are written.



	File/Rescan

		Use this item to try a different set of scene-detection parameters on the current reel. You can process the raw scene change data in the .SD3 file again; any annotations already made will be lost.



		1300 is the default threshold for the cut detector. Lowering the threshold makes it more sensitive; lowering it much below 700 puts you into the noise level.



		The whip detection algorithm is normally disabled. It is sometimes useful for locating “whip pans”.  Generally it also flags a lot of other unwanted motion as cuts; your best bet is to experiment with both the number of frames and the threshold level.



	File/Post

		Activates the post processing portion of Scene Stealer. We describe this in more detail in Chapter 8, Post Processing.



	File/Export to Access

		Automatically processes the current reel for pictures marked with E for Export flag. Those pictures are transferred into a Microsoft Access database. See Chapter 9, Microsoft Access Support.



	File/storyboard

		Opens a new empty storyboard reel, which can be filled with scenes selected from other reels. Chapter 7, Using The Program, describes storyboard reels and how you can manipulate scenes in them.



	File/Delete

		Allows you to delete the big data files (.SD1, .SD2, .SD3, .SD5, and .SD6) or the various data export files.



	File/About

		Displays the version number of your software and provides information about how to contact Dubner International.



	File/Exit

		Exits the Scene Stealer program. All open reels are closed; any new data is saved on the disk. 



		Double-click on the - in the upper left corner is another way to close all open reels and save any new data on the disk. 



		Exiting Windows while the Scene Stealer program is running closes all open reels and saves any new data on the disk. 



WARNING: If you open a reel several times, and make changes to several of them, they will all get saved—one on top of the other! There is no way to know what the order will be.

Scene Stealer ASCII files

When the Scene Stealer program closes a reel that has been altered, it creates a number of ASCII files.



	.SD4	The internal Scene Stealer data file contains all the annotations, flags, cut points, etc., that the Scene Stealer program needs.



	.SD!	The backup file is the previous .SD4 file. When you find yourself saying, “Omigod!” you need to quickly rerecord the .SD! file—it might contain what you need to avoid ruining your whole day.



			The basic procedure is to:



			s save the new .SD4 file with a new name (just in case

			s rename the .SD! file as .SD4 

			s and then reopen the reel. 



	.NOT	Contains your annotations in a CMX-340 edit list. If it is renamed .EDL, it can be imported by EMC2 and other editors.



	.TAB	Contains timecode and annotations in a tab-delimited text file.



	.DBT	Contains timecode and annotations in a quote-delimited, comma-separated text file. .TAB and .DBT files are useful for transferring the data into database programs, spreadsheet programs, or word-processing programs.



	.VCB	Contains timecode and annotations in a file to be used as a batch-digitize file in the ImMix Videocube.



	.ALE	Contains timecode and annotations in a file designed to be used as a batch-digitize in an Avid non-linear editing system. Specifically, this file matches the Media Composer format. 



			The Avid and ImMix machines are implemented on the Macintosh platform—the files will have to be transferred over a network, over a serial line, or on a floppy disk.



			Floppy disk transfer requires some kind of conversion program on the Mac side to convert the DOS file to a Mac file.



			If the very first character of a scene's annotation is a colon (":"), then the following word is placed in the CLIP_NAME field of the .VCB and .ALE entries for the scene. If there is another colon in the first line of the entry, then the entire phrase between the colons becomes the CLIP_NAME.



	.TXT	Contains your annotations in a simple and easy-to-read text format. This file is also used by the D/Vision editing system as a batch digitizing file.



	.TX2	Contains your annotations in a simple format similar to the .TXT format. The .TX2 format is designed to be easily transferred into other word processing programs.



	.EDL	When you close a storyboard reel, the Scene Stealer program creates an .SD4 file and an .EDL file. The .EDL file is a CMX-340 edit list file that contains the edit commands for assembling a videotape that corresponds to the rough assembly in the storyboard reel. .ALE and .TAB files with the same information are also created.



Closing a storyboard reel also creates a series of .TXT files, one for each master reel involved in the story�board reel. These .TXT files can be used with D/Vision editing systems to batch digitize all of the clips needed to produce the product; the .EDL is used to assemble the digitized clips in the proper order.

�5.  Edit Menu Items
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	Edit/Insert Cut

		Cut points are those points where a scene begins or ends.



		Videotape editors customarily think in terms of “In Points” and “Out Points.” Scene Stealer does not specifically use that notation; Scene Stealer uses the term “Cut Point”. A scene begins at a cut point; it ends at a cut point. One cut point may be reported (in the output files) as the “Out Point” of one scene, and as the “In Point” of the following scene.



		When you manipulate the images in a Scene Stealer reel, one picture changes immediately (for example when you press the left or right arrow keys) and after a short pause the other pictures update to place the changed picture in the middle of the sequence. We call the changing picture the “center” picture, even though it may not necessarily fall in the center.



		When you stop the playback at a point where the center picture is not rimmed in red, the Edit/Insert Cut menu item is active.When it is selected, a red rims appear around the center picture—you've just declared it to be a “Cut Point.”



	Edit/Remove Cut

		When the center picture is rimmed in red, use this menu item to remove the cut point.



	Edit/Annotate Every Cut

		Gives every single scene a textual annotation. Scenes that have already been annotated will not be affected; scenes that have no annotation will be marked with a sequence number.



	Edit/Flag as H

	Edit/Flag as E

	Edit/Flag as M

		These three entries toggle the Hard-Copy, Export, or Museum flags of the center picture.



	Edit/Timecode

		Allows the Scene Stealer's internally-maintained timecode to be changed.



		Of Current Picture, coordinates the Scene Stealer's timecode with the timecode visible in a “Window Dub”. When you enter a timecode, the program calculates an offset which is used for that scene forward to either 

					a) the end of the reel, or 

					b) another explicitly established timecode offset.



		Of Current Scene is useful when you don't have a window dub or external timecode available. You can define a particular cut point near the beginning of the reel as being, for instance, 01:00:00:00. You can then tell the person editing your tape which cut should be defined 01:00:00:00 and thus coordinate your annotations and cut points with the actual videotape.



	Edit/Jump To

		Jumps to a specified point in the reel based on timecode.



	Edit/Find

		Activates a simple text matching function. You can search the current active reel, or all open reels; you can also select whether the search operates from the beginning of the reel(s) or from the current position.



		The search routine ignores capital letters. Other than that, it searches for exactly what you enter.



	Edit/Split

		Splits a reel into two reels. The split takes place at the current center picture. That's the good news. The bad news is that the processing can take quite a long time—the stored video images occupy a fair amount of disk space, and the process of copying them from one place on the disk to another is a lengthy one.



	Edit/Copy Picture

		Copies the current picture into the Windows Clipboard as a Device-Independent Bitmap.  



	Edit/Copy Text

		Copies text from the annotation window into the Windows Clipboard as unformatted text.



		If text is highlighted by the mouse, only the highlighted text is copied to the Clipboard.



		If no text is highlighted, the reel name, the inpoint, the outpoint, the scene's duration, and the entire annotation are copied to the clipboard.



	Edit/Paste

		Copies text from the Clipboard into the annotation box at the current cursor position. If the blinking caret cursor is not visible, the insert takes place where the cursor most recently was located.�6.  Options Menu Items
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Options/Control Panel

	Activates and deactivates a floating control panel which controls Scene Stealer's video playback.



	< and > 		move the display backward and forward one picture.



	|< and >| 		jump the display to the previous and following cut points.



	|<< and >>| 	shuttle the display to the previous and following cut points.



	<< and >> 	shuttle the display backwards and forwards.



	Stop 			stops any ongoing shuttle.



	+ and - 		adjust the shuttle speed. The display rate of pictures is partially dependent on the speed of the computer and the display board; the maximum rate is limited by software to about 18 pictures per second.



	+ 				increases the apparent rate of playback;

						2X displays every other picture during a shuttle, 

						3X displays every third picture, and so forth.



	- 				slows the rate of playback;

						1/2X limits the shuttle to nine pictures per second,

						1/3X limits it to about six pictures per second, and so on.



Options/Sound Track

	Toggles the audio soundtrack display in reels that have stored audio.



Options/Time Stamp

	Controls whether or not each visible picture gets stamped with its own timecode. The post-processing HEM flags for each individual picture are shown when Time Stamp is ON.



Options/Burst Mode

	When Burst mode is on, only the head frames from each scene are shown. This can be especially useful when creating and manipulating storyboard reels.



Options/Drop Frame 

	Sets the current reel to Drop Frame timecode.



Options/Stamp External Timecode

	If externally grabbed timecode is available, this entry forces that timecode to be used when Time Stamp is ON. Otherwise, Scene Stealer uses its own internal values.  (Usually these will be the same; large differences indicate problems like poor-quality video or timing problems during GRAB.)



Options/Moveable Text Window

	This option thickens the edges of the annotation text window. You can then use the mouse to change the size of the window, and move it around.



Options/Hide Text Window

	Makes the text window invisible.



Options/Active Frame ID

	Identifies active video picture with a dashed border.



Options/Preferences

	Calls up a dialog box where you can specify a number of different options.
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	The first two options control the formats of the two CMX-340 edit list files that the Scene Stealer program creates.



	The next seven checkboxes control the initial states of some of the various options.



	The last checkbox enables the use of a joystick as a means of controlling audio playback. Many computers and sound boards include a 15-pin joystick or gameport connector. When this check box is enabled, connecting pin 2 to pin 4 of that connector starts audio playback. Opening that connection stops audio playback. 



	A footswitch to make that connection is useful for transcribing. A footswitch and cable are available in many supply houses. The connector takes some customizing. You can purchase the entire assembly directly from Dubner International.

Window/Tile

Window/Cascade

Window/Arrange Icons

Window/Close All

	These menu items all behave the way you'd expect in any Windows application.

�7:  Using the Program

If you are reading this chapter, please make sure that you have first read the section about Basic Concepts back in Chapter 1, Getting Started.



By now you should be familiar with the basic structure of the system.  When you open a master reel, you see pictures from that reel and a text annotation box.  You can left-click with the mouse to move the keyboard focus from the pictures to the text box, or you can use the Esc key to do the same thing. Typing ordinary text automatically switches the focus to the text box.



Storyboard reels behave in a similar fashion, with the added feature that they are made up of scenes selected from master reels.



When the text box has the focus, the keyboard operates to enter and edit the text there. When the pictures have the keyboard focus, you will generally be using the numeric keypad keys to control which pictures you are looking at.



This chapter decribes a number of different control keys and mouse-selected operations. 

Keyboard Controls

Visual display

The numeric keypad on the extreme right of a standard keyboard is a convenient means of controlling the visual display. The keypad duplicates many features available from the Control Panel.



	Home		Goes to the beginning of the active reel.

	End		Goes to the end of the active reel.

	® 				Moves the active reel forward one picture.

	¬				Moves the active reel backward one picture.

	PgDn		Shuttles the display forward to the beginning of the next scene.

	PgUp		Shuttles the display backward to the beginning of a scene.

	[5] + ®		[Hold the center 5 key, while pressing ®.]

					Shuttles the display forward.

	[5] + ¬ 	[Hold the center 5 key, while pressing ¬.] 

					 Shuttles the display backward. 



You can also use the + and - buttons on the Options/Control Panel to change the shuttle speed.of any of the four shuttling modes.



	+			Jumps the display forward to the next cut point.

	-			Jumps the display backward to the prior cut point.

Audio playback

	Insert 		

		If a reel has an audio soundtrack associated with it, Insert starts a real-time audio playback.



Repeatedly pressing the Insert key increases the speed of audio playback. The audio becomes higher-pitched, but it nonetheless expedites searching the audio for a particular “sound bite.”



During audio playback, the center picture updates in time with the soundtrack. The other pictures remain static until audio playback is stopped.



Any keypad key other than Insert stops the audio track.



Whenever the screen is updated, the audio information is also updated so that the visible soundtrack corresponds to the center picture. You can only start audio playback on visible picture boundaries. This is another reason why we recommend that pictures be grabbed continuously at one-second intervals. 



Audio playback can also be controlled by a footswitch connected to your computer's joystick port. (Most Sound Blaster boards include a joystick port.) See the section on Options/Preferences for more information. 



Depress the footswitch to start audio

Lift to stop audio

Press again and audio repeats from the previous video image and continues on.



A fast typist can type simultaneously while listening to audio when the footswitch is depressed.

Keyboard focus

When using Scene Stealer, the keyboard focus can be either in the picture portion of the display, or in the annotation box portion. To type in the annotation box, the keyboard focus must be in the annotation box.



The program attempts to handle some of the more common instances where a keystroke in one area is really intended for another. For example, typing any text character will result in the focus being shifted to the annotation box. Once in the annotation box, using the cursor keys will move the text cursor around inside the box instead of adjusting the display. However, the numeric keypad + key will still jump the display to the next scene.



As described below, left-clicking with the mouse can move the focus between the picture portion and the annotation box. The Esc key also switches the focus between the two areas.

Placing timecode in the annotation box

Another keystroke combination that some people, particularly transcribers, find useful is the Ctrl C combination. This types the current timecode into the annotation box at the current text cursor position.

Mouse Controls

In addition to its ordinary function of selecting menu items, the mouse is used for other purposes, some more intuitive than others.

Selecting the active reel

Use the mouse to select an active reel. Single-Left-Click on a picture in the reel you want; the title bar of that reel will be highlighted, indicating that it is now the active reel. (You can also use the keyboard Ctrl-F6 key combination to switch reels.)

Moving the cursor into the annotation box

Use the mouse Left-Clicks to move the cursor into and out of the annotation window of a reel.

H, E and M flags

Any picture in a master reel can be marked with one of three flags: H, E, or M.



	H flag 	the picture is flagged for Hard-copy (a paper printout.)



	E flag 	the picture is flagged for Export as a .PCX file or a .GIF file.



	M flag 	the picture is flagged for archiving in another Scene Stealer file. (Think of M for Museum.)



These flags are significant to the post-processing POST program, which we will discuss in Chapter 8.



Use the right-hand mouse button in a master reel to activate those flags. Put the mouse cursor on a master reel picture, and depress (and hold) the right mouse button. A floating menu appears. The numbers show how many flags of each type have already been created for this reel.



The first three entries toggle a single H, E, or M flag for the selected picture. HEM flags are displayed when Time Stamp is ON.



The next sub-menu, Heads Only activates the flag for the first picture of each scene that has an annotation. If you do not have comments for a scene that you want to flag in this manner, use Edit/Annotate Every Cut.



Heads&Tails activates the flag for the first and last pictures of each annotated scene.



The last sub-menu, Entire Scene toggles the flag for every picture in the scene selected with the right mouse button. The toggle is based on the flag for the first picture of the scene; if it was ON when you pressed the right mouse button, the function turns that flag off in every picture of the scene. If the flag in the first picture was initially OFF, then all of them will be turned on. 

Controlling audio

When you move the mouse cursor into an audio soundtrack, the exact timecode under the cursor is displayed in the upper-left corner.

Depress the right-hand mouse button to start audio playback at the cursor location. Playback continues until the playback reaches the right side of the screen, or until the right mouse button is released. This allows you to easily find the exact point where an audio cut should take place.

Marking a cut in audio

A left-double-click at any point in an audio soundtrack places a cut point at that exact point.

The storyboard and the mouse

This is the fun part of Scene Stealer. You can transfer scenes from a master reel into a storyboard reel using the left-hand mouse button. 



Put the cursor on a scene in the master reel, left-double-click and hold the button down. The cursor will change to a special Copy Scene indicator. Move the special cursor into the storyboard reel and put it on top of the scene where you want the new scene inserted. The new scene will be inserted after the scene where you release the mouse button.



To make a new scene as the very first scene in the storyboard reel, release the button in the gray area to the left of or above the very first picture in the storyboard reel.



You can also transfer scenes from a master reel into a storyboard reel in a simple two-step process. When you left-double click on a scene in a master reel, the Copy Scene cursor flashes for a moment. This means that the scene has been copied into an invisible scratchpad. You can now transfer control to the storyboard reel, position it anywhere you like, and use the right mouse button to insert that scene into the storyboard reel.



When you copy scenes from a master reel into a storyboard reel, audio and text annotations come along with them. Audio can't be changed, but annotations can be; the storyboard annotations are maintained separately from the master reel annotations.



Important Note: Pictures and audio in storyboard reels are dynamically displayed from the original master reels! Don't delete any of the related master reels until you are also done with the storyboard reel.



The storyboard floating menu

A floating menu appears when you place the mouse cursor on a picture in a storyboard reel, depress and hold the right mouse button. These functions can quickly and easily create and trim an assembly of scenes from other reels.



	Insert Scene 

		When this entry is active, there is a scene in the invisible scratchpad that can be transferred into the storyboard reel.



	Delete Scene 

		Deletes the scene under the cursor.



	Copy Scene

		Copies the scene under the cursor into the invisible scratchpad. The storyboard reel is not affected in any way. Use this entry to copy a scene from one storyboard reel to another. (The left-double-click method doesn't work in a storyboard reel.) 



	Insert Cut Point

		Inserts a cut point at any picture inside a scene in a storyboard reel. (A left-double-click in a storyboard reel's soundtrack will do much the same thing.) Audio always follows video.



		When you insert a cut point, you can move to the scene before or after the cut point, and use Delete Scene to get rid of it. This enables you to trim the beginning or the end of a scene, or remove a small piece of the middle of a scene for a cutaway.



		The timecode numbers in the lower-left-corner of the reel's window show elapsed time ¾ jumping to the very end of the reel shows you just how long the assembled storyboard reel will be.



	Delete Cut Point

		Reverses the action of Insert Cut Point.

�8:  Post Processing

In a previous section we discussed how the right-hand mouse button is used in a master reel to flag individual pictures with the H (Hard-copy), E (Export), or M (Museum) flags.



The File/Post menu item activates the post-processor, which

prints H-flagged pictures on a Hewlett-Packard LaserJet (or compatible) printer

exports E-flagged pictures as either .PCX or .GIF files

transfers M-flagged pictures into a new and smaller set of Scene Stealer files.

creates the .TEL file, which is used in transferring Scene Stealer data to Imagine Products The Executive Librarian, and Nesbit’s Media Library System.



The Scene Stealer POST process works much like the GRAB process: the desired functions are established in a Windows dialog box, and then control is automatically transferred to a DOS program which does the actual processing.



Windows 95 Note:

If after running POST the window doesn’t close completely, set the Close on exit property of the POST.EXE file. See Setting Properties under Windows 95 in the Installaton Guide.



When you select the File/Post menu item, a dialog box opens, showing how many of each of the three types of flags have been activated in the currently-active reel and some available options.
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If any group of flags is zero, that checkbox is grayed-out ¾ there would be no point to activating it. You can, of course, remove the check in any of the boxes; that's how, for instance, you can create some export files at one time, but leave the printing for another time.



The data will be sent to the port specified in the Hard Copy section. Typically, this will be LPT1: or LPT2:. (Be sure to include the colon.) If you send the data to a printer and no printer is connected, your computer may lock up. 



You can send the data to a file name, sending the output to a disk file rather than a printer.



Select the exported file format: either 16-color .PCX files, or 64-color .GIF files in the Export section,. You can also select Timestamp, which places the timecode and the reel name into each exported picture.



Exported pictures are given the names PICxxxx.PCX or PICxxxx.GIF. The files will be sequentially numbered; this is especially useful for transferring pictures into programs such as Autodesk's Animator Pro, which can read in sequentially-numbered .GIF files and create an animated FLIC file from them.

Specifically, when you use the File/Export to Access function, the E for Export flagged pictures are transferred into the Microsoft Access database. (See Chapter 9, Microsoft Access Support.) 



The E for Export flagged pictures are listed in the special .TEL file, designed for transferring pictures and annotations into The Executive Librarian from Imagine Products and The Media Library System from Nesbit.



Choose the new Scene Stealer file name in the Museum section. In the Museum section, you can also choose the picture compression method. With the Compressed [slow] option, an average picture will use between 9,000 and 11,000 bytes of storage rather than the uncompressed 16,564 bytes. This means you'll be able to get perhaps 140 pictures onto an ordinary 1.44 megabyte 3.5-inch diskette, instead of approximately 90 pictures. But the pictures display much more slowly when compressed and the decompression processing time is significant. We don't recommend the use of compression.



The other options are

Output same as input. The output pictures keep the same compression method as the input picture.

Normal [fast]. The pictures are stored in uncompressed mode

Printing Pictures on Another Computer

If you happen to be logging and storyboarding on one computer, and you want to print pictures on a printer connected to another, you can do the transfer onto a floppy disk.



Mark the pictures to be printed with H flags as described in the section, Mouse Controls. In the Hard Copy section of the File/Post menu, specify the destination to be a file, rather than a line printer. For example, you can specify a:print.dat. After the file is created, take that diskette to the other computer and execute the DOS command:



	copy a:print.dat lpt1: /b



NOTE: Each picture expands to about 113,000 bytes. This means that you can get about 12 pictures onto a 1.44 megabyte floppy diskette.

�9:  Microsoft Access Support

Although the general problem of database management can be quite complicated, there are many users who can make use of a simple database arrangement. We supply a simple database framework and the capability of transferring pictures and text from Scene Stealer to Microsoft Access.



On the Scene Stealer distribution diskette, there is a subdirectory named ACCESS. In that subdirectory are three further subdirectories: VER1X, VER20, and VER7. In each of those directories is a file named EMPTYPIC.MDB; you select the proper file based on which version of Microsoft Access you are using.



All you need to do is copy that file into the directory on your hard drive where the Microsoft Access executables are located.



To use Scene Stealer’s Export To Access function, you first must annotate the scene entries in a Master Reel. You then flag each of the pictures you want transferred to the database with the E for Export flag. Once you have all those pictures selected, click on File/Export To Access…



A dialog box appears which gives you the opportunity to select which database file you wish to have the information go to. If you enter a new database name, the program will create that database from the EMPTYPIC.MDB template.



Once you make your selection, the POST program will run. Your selected pictures are converted to .PCX files, and the annotations are copied to an intermediate file. Once POST is complete, Microsoft Access starts, and the pictures and information will be transferred into the database by an Access Basic program which is part of the EMPTYPIC.MDB template database.



After that, it is your responsibility to create the Microsoft Access forms and reports that address your special needs.
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