                      DAVINCI RESOLVE 16

                       Organizing a New Project
If DaVinci  Resolve  is closed, open the application to get to the Project manager.
If DaVinci Resolve is already open, choose File > Project manager, or press Shift-1.














At the bottom of the project manager, click the New Project button.
In the Create New Project dialog that appears, enter the project name My New Project, and click Create.
The new project opens in the edit page.
To close all the extra panels that you may have opened in previous projects, choose
Workspace  > Reset UI Layout.
DaVinci Resolve uses default values for project settings such as frame rate for playback, and output resolution. You can customize these values in the project settings window
Choose File > Project settings to open the project settings window.




















Exploring the DaVinci Resolve interface
DaVinci Resolve is organized as a series of interface pages—media, cut, edit, Fusion, color, Fairlight, and deliver—that correspond to the order of most traditional film and video
post-production workflows. Each page is accessed by clicking one of six buttons at the
bottom of the screen.

Click the media page button to switch to the media page.
The media page is the most efficient page for importing and organizing media, syncing clips, adding metadata, and cloning camera original media. We’ve already covered the cut page so we’ll skip that and go directly to the edit page.
Click the edit page button to switch to the edit page.
The edit page contains all of the professional editing tools you’ll need to assemble your program and add titles, transitions, and effects.
Click the Fusion page button to switch to the Fusion page.
The Fusion page is a complete 2D and 3D compositing application for visual effects and motion graphics.
Click the color page button to switch to the color page.
The color page contains DaVinci Resolve’s world-class color correction and creative color grading tools as well as keying, stabilization, and filter effects.
Click the Fairlight page button to switch to the Fairlight page.
The Fairlight page is a complete digital audio workstation that has everything you’ll need to deliver incredible cinematic soundtracks  .
Click the deliver page button to switch to the deliver page.
On the deliver page, you can master to tape, create files for the web, and even output high-resolution files for theatrical distribution.
Click the media page to return to the media page.
You can freely move between these pages to import and manage media, edit in
the timeline, create visual effects, color correct, mix audio, and output your program. You’ll begin working in the media page.


[bookmark: _Hlk33087421][bookmark: _Hlk33091512]The media page is divided into five areas:


The library browser shows all of the connected drives and the files stored on those drives.






















The media pool contains all of the media for your current project, organized in bins. You can import files from the drives in the library browser into the media pool for each project.














Audio meters for checking audio levels

Viewer for previewing video






















Metadata editor for viewing, adding, or editing clip metadata


[bookmark: _Hlk32911722]Importing clips
, the most efficient way is through the library browser in the media page. In this browser, you can navigate to any folder or hard drive in which you store your media. When you import clips into your project, they are stored in bins in the media pool.

Drag any selected clip from the library into the media pool where it is labeled “No clips in media pool”.

















TIP You can also drag clips directly into the media pool from the macOS finder or Windows Explore
Importing Folders
Instead of selecting each of the clips you want to import and adding them all to the master bin, you can import an entire folder and automatically create a custom bin.

In the upper area of the library, click the back arrow to view the contents 







Right-click the audio folder, and choose “Add folders and subfolders to media pool
(create bins)”.










Choosing this menu item creates a bin with the folder’s name and adds it to the master bin. All of the clips contained in the folder are imported as part of the new bin.

Viewing clip metadata

In addition to audio and video content, clips can also include information called metadata that describes the content of your clips. Metadata can identify the format, framerate and resolution, among other data. Some metadata is added automatically to a clip by the camera and audio recorders. You can also add custom metadata, such as keywords,that you can use to help organize your projects more efficiently.

You can view the metadata for a clip and add additional information using the metadata editor.

Creating a timeline

At the bottom of the screen, click the edit page button.


You’ll begin by creating a timeline and a bin that will hold your timeline.

In the media pool sidebar, select the master bin, and choose File > New Bin to create a new bin within the master bin.
Name the new bin , and press Return or Enter.







With the named bin selected, choose File > New Timeline, or press Cmd-N (macOS) or Ctrl-N (Windows).
When the new timeline dialog appears, you can give the timeline a new name.

Name the timeline  and click create.

















An empty timeline is added to the timeline editor and the name of the timeline is displayed above the timeline viewer, just as the name of the viewed clip is displayed above the source viewer. An icon for that timeline is added to your bin.

Making the first edit

A large part of the editing process is selecting your shots. You are not only selecting which clips to include in the project; you are also selecting the portion of the clip you wish to use.
Select  the Interview smart bin, and click the thumbnail view button to display the clips as thumbnails.









In the smart bin, double-click the  clip to load it into the source viewer.
you can use an audio waveform overlay to quickly locate the portion of the clip you want to include in your timeline.
In the options menu above the source viewer, choose show zoomed audio waveform.









An audio waveform for the video clip is displayed under the viewer. The waveform shows where audio begins and ends, as well as quiet or loud sections.
Move to the start of the clip and press the spacebar again to play the clip,

Press the left arrow key to nudge the position  “In.” You can use the audio waveform to guide you
Press the I key to mark an in point.
After marking an in point, play the clip for roughly  Then press the spacebar to stop playback.
Again, use the arrow keys to nudge the playhead where you want, press the O key to mark an out point.


TIP You can press Option-I (macOS) or Alt-I (Windows) to clear an in point; press Option-O (macOS) or Alt-O (Windows) to clear an out point; and press Option-X (macOS) or Alt-X (Windows) to clear both the in and out points.



It always a good idea to verify your selected range by playing from the In point to the out point.
Choose Playback > Play Around/To > Play In to Out, or press Option-/ (slash) in macOS, or Alt-/ (slash) in Windows.
































Playing the clip from the In point to the out point is a good way to see if your selected range is correct. If it isn’t, feel free to go back and set the marks again
 When you are ready to add your first clip to the timeline, the easiest way to see all of the available editing functions is to use the edit overlay.
Drag from the center of the source viewer into the timeline viewer but do not yet release the mouse button.




The edit overlay appears in the timeline viewer displaying seven edit functions
‚  Overwrite covers up a clip (or part of a clip) in your timeline using the new clip.
‚  Insert adds the clip to the timeline at the location of the playhead. Everything is split and moved down to make room for the new clip.
‚  Replace substitutes a clip in the timeline with a new clip without using any In or Out points.
‚  Fit to Fill changes the speed of a clip to fit a specified length.
‚  Place on Top positions one clip on top of another for blending or compositing. (Same as cut page)
‚  Ripple Overwrite replaces a clip of one length with a clip of another and ripples the timeline based on the difference in duration. (Same as cut page)
‚  Append at End adds new clips after the last clip in the timeline, regardless of where the playhead is located. (Same as cut page)

The overwrite edit is the default highlighted function which means that you can release the mouse button anywhere in the timeline viewer to perform that edit. Because you have nothing else in the timeline, overwrite is a fine choice for this edit.
Release  the mouse button to perform an overwrite edit.

Drag the timeline playhead back to the start of the timeline, and press spacebar to play a little bit of the first edit.


TIP If at any time you make a mistake, DaVinci Resolve allows you to undo your most recent steps. You can choose Edit >Undo several times to undo multiple steps, or choose Edit > Undo List and select the last step you want performed from the list of previous steps.

Although you’ve only edited one clip into your timeline, this process of marking in and
out points and choosing an editing function from the edit overlay is a process that you will perform over and over when creating a rough cut. So, in the next exercise you’ll repeat the process but learn to do it a bit more quickly, especially when adding longer clips.
Deleting video or audio content separately
In the toolbar, click the linked selection button, or press Cmd-Shift-L (macOS) or
Ctrl-Shift-L (Windows).




Deleting clips without leaving a gap
Choose Edit > Ripple Delete, or press Shift-Delete or Shift-Backspace

Applying Transitions and Filters from the Effects Library
Scroll  to the top of the Effects Library.
From the Effects Library, drag the Blur Dissolve transition over the existing cross dissolve in the timeline.









Release the mouse button to replace the cross dissolve with the blur dissolve.
The blur dissolve combines a cross dissolve with a horizontal or vertical blur.
Play the timeline to view the blur dissolve.
The Inspector has specific controls for each wipe or transition effect you apply.
Creating a Constant Speed Change
[bookmark: _GoBack]In the timeline, position the playhead at the start of the clip.
Right-click the clip, and in the pop-up menu, choose Change Clip Speed


Delivering a Final Program
At the top of the Render Settings, click Custom
At the top of the settings, click the “Single clip” button to output a single movie file.
Click the Video tab, and in the Video Format menu, choose EXR
Click the File tab to name the files.
Enter the Custom name









Because each frame will become an EXR file, you need to number the frames so that the visual effect artist will know the order in which the frames should appear.
Set “Use # digits in the filename” to 4.






This value will add four numeric digits to the end of each file. None of our shots are over 1000 frames long so four digits should be plenty.
Select the “Each clip starts at frame” checkbox, and in the numeric field, enter 001.







Next, because you want to send only one shot from your timeline to the VFX staff, you need to mark the range you want to render
In the Deliver page timeline, move the playhead over the  clip.
Choose Mark > Mark Clip, or press X, to add in and out points around the clip.














The marks in the timeline identify the region that you will render out. You can now save these settings as your own customized VFX preset
[bookmark: _Hlk33085416]arks in the timeline identify the region that you 
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