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Introduction

DV - Coach Pro for Windows is a statistics recording and digital video processing computer system.

It is of particular benefit to coaching staff, statisticians, scouts, recruiting officers to save enormous amount of time analyzing
statistics and video footage.

In simplified terms, it will allow you to:
e Enter game/match details for both teams for any game your team is involved in

e Record events and statistics, live at game or back-office, using a special keyboard or by pen/mouse
e Create a timecode based transaction history file for auditing and video editing purposes

e Collate and total statistical details of the game/match by session, innings, totals by team/player averages,
percentages, totals & optionally graph results

e Accept & merge game/match data from external system (e.g. portable/remote computer) by disk or modem
e Provides automated of control professional quality video recorders (i.e. Play/pause, record, ff, rew, slo mo etc)

e Create batch video edits from previously created transaction event list by various criteria (e.g. by team, player,
statistic, special event, etc)

e Export selected game/match data or transactions into 3 party system for further processing (eg. video editing
systems, biomechanical analysis software, spreadsheets & historical database systems)

This version has been specifically programmed for your sport, however versions are available for other sports such as:
= All Football codes
= Rughy
= Soccer
= Netball
= Hockey
= Volleyball
A number of basic printed reports are available and data can also be easily exported into a 3" party package such as MS-
Excel, MS-Access, MS-Word Lotus, or HTML.
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DV — Coach — System Administration

This section is a beginners guide to DV Coach. It contains the fundamentals of setting up competition, players, venues, etc.

Basic Steps & Procedures

The fundamental steps in using the system are as follows:

Pre-season: Enter the “primary data” (statistics, club information etc) through Maintenance and Housekeeping menus
Pre-match: Enter game/match records through Match Preparation module

Data-entry: Enter data through Scoresheet, or Import it from an external source

Align data with a video source, if required

Print reports through the DV - Coach Pro Reports module

Video Editing: Make highlight videos through the Transaction Processing module

ook wbdpE

Each of the modules and functions related to these steps are explained.

Using Buttons within DV - Coach Pro

The following buttons are used through out the program. It is necessary for users to be familiar with the look and actions of
each of the following buttons:

Add a record Look up field

'}

Delete a record Post changes

Edit a record Cancel changes

f‘é Clear all filters

P
" Set filters

Go back to first record

Go back to previous record

[z

YY AAO

Print Go to last record
?
=2 _1Help Go to next record
. |
Load Match = Player List
Il =
sl Exit = Copy a player list from another game
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Data Preparation & Set Up

Prior to using the DV — Coach Pro system, a number of key data tables must be set up correctly which will determine the
functionality and standards of the system. This primary data is entered and modified through the Maintenance and
Housekeeping modules, which are accessed from the main menu.

Housekeeping  Utilities  Help

Reference Codes

. Stakistic Codes & Profilas
a | Maintenance  Housekeepir

ClubfTeamn Details Dperator Security
Plaver Profiles System Configuration

I Competition Details Report Maintenance. ..

J S |
|

Yenue Details Screen Setup
. ) T —
Essentially, the following areas need to be prepared before your season:

¢ Set up Statistics Codes and Terms of Reference

This is normally done at the start of each season and we advise against changing these settings during the course of
the season. The codes should only be changed, or set up by, supervisors or experienced users, as it has a significant
effect on the functionality of the system.

¢ Configure Statistic buttons

These are based on the statistic codes. Users will need to configure the buttons to those that will be commonly used
during the marking of games.

¢ Enter Clubs/Teams, Player Lists and Venue Details

The teams, player lists and venues need to be set up with ID’s, names, abbreviations, etc. The records in these tables
can be changed and added to during the course of the season, but you would expect these modifications would be
minimal.

¢ Set up Competitions (Season master records)

Enter the competition codes and a title for all the competitions you intend to record statistics and events.\
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Statistic Coding

The statistics coding are probably the most important master files in the system because they determine the order and type of
statistics and events you wish to record in DV — Coach Pro.

Statistics Codes B Profiles ; ._ ;[g|.§|

Fiz Wew Hep

BROD Y2 HA»d &8 & MO il

Tive I_ Eabrgon I_ Seach | [Number |

Code |Ho| Ty | Deseipiin ety L e e e I R S L

FIE i 2Pz Attempl 2 Pz At r

(oM 2 ZPuMace 2 Pt Mads 2 2

(|2 2 Shot Pecerkage Shet Pel r

BE 4 3 Pl At 3P Al r

(1M 5 3PuMace 174 Mads N

(|3 & 3Pt Perceriape 3P Pt r

([FFL 7 Parsoral Fod Foul r

(lass B e Azsizt r

BETAREC Black r

[[sTL 10 Steal Shed r

| TAD 11 Tuinoee: Turrereer r

|orE 12 OF Bebound 0l Rkl r

BECRRE Dieferzive Reboird [t Ribd r

(|RED 14 Total Rebourd: Rkes r _
oL | o
[ | SM_Sta

Real-time accumulation of the statistical totals occurs for the first 50 numbered statistics.  This allows for instant
reporting on a period by period and a game/match totals basis. Any other statistics (51->99) are used for video
editing and general reporting purposes via the Transaction Processing module.
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Terms Of Reference

The Terms of References are configurable codes and descriptions used throughout DV — Coach Pro that allow you to make
up your own classifications of the statistics. These descriptors are also referred to as Qualifiers.

All Classes are pre-defined in the software so that only the user may change the codes and descriptions of the qualifiers. The
changes here will affect menus and descriptions in the DV — Coach Pro modules.

The 3 character codes must be unique and once set it is recommended that changes be made only as an absolute necessity.

: x|
Terms Of Beference
& Report | QeExt | 2 Hei |

Class
Search | By: | Code =
LClazzification ~Raferenca
Code Drescription File :Ahh'uvintinrﬂ Code Dezcription Mo Abbrev Clasz =
Seanng SRushons B|BOF Baseire OB Play B BaeOB EXI

FCP  Fudl Cowt OB Flay T F/CnOB Ex1

FLE  Fies Lance Bagket 3 FfLance  Ex]

FES  Fress 4 PFresy Ex1
ExG | Pass Tupe REF X |PassTvpe S0B  Set Difense Baskel 2 Sed 0N Ex1
ExE | Coaches Comment HEF_x |Coach S0P  Side DB Flay 5 5delB EXI
E=?  Sucocesz/Fai REF_¥ | SuccessF TE Tranzition Basket 1 Tramston  EX1
Ex3 Exhal AEF_X |Exral
EX3 | Exhal REF_X |Exira5 —
HGH  Highbght REF_ | High light
LEA | League REF League
LOC  Feedd posiion AEF_% | Field Poz
MTY | Maich Type HEF Match Type
OFF | Umpie HEF_0O |Fhase
FEM | Penally HEF_S |Fenaky
FHA  Phase REF_S |Fhase =
<l | ilJ =

- 4 o m O o | S T = T [’jllliﬁl

Some codes have been set up in advance and cannot be changed because of exclusive and specific use by DV — Coach Pro
such as Transactions Types.

You may edit or add qualifiers to any chosen class, and you can delete records if needed.

Classes cannot be deleted.

Maintenance

The items contained in the maintenance menu are vital for successfully setting up and maintaining your system. These items
ideally are all put in place in a back office environment so that when you are using the system these details are already set up.
Almost all of these details can be set up before each season starts.

Access each of the items in this way.

I IO T |
Maintenance  Housekeepir
i Club)Tearn Details
Flaver Profiles
Competition Details
I Yenue Det ails

Club/Team details

As part of the preparation stage, you will need to enter all the club/team codes, names and, optionally, the leagues. Once this
is done, you should then enter the current player roster for each club.
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Each team needs to be entered into the system. Once the teams are in place they can be used in match preparation and can be
changed / edited if necessary.

Clubs & Teams i =|Of =
File View Help

Leaowe | g Search | Erz—||

Chabld Hame by Loge Ciokours Coach Luq;pu' Regon|  —
p/TE  ADELAIDE Iees

BRI BRISBANE Budeds

CAl  CAIRNS Taipans

CAN  CAMBERRA Cannons

MEL  MELBOLRME Tigers —
PER  PERTH Widcats

SO SYDNEY Kirgs

TOW  TOWNSVILLE Ciocodies

VIC  VICTORIA Titans

of

EIN| 3

| sM_cubt |

When a team is entered it must have a unique 3 letter club 1D, name and abbreviation. Once a club is entered it can be edited
and players can be assigned to it.

Edit Record 5 g EI
Club/Team Details
vO K<L>H mia v 1 2|
Id [VIC
Name [VICTORIA Abbrev. |Titans|
1 Playess | 2 Deta: |
Ekpiew Clnsedt CiEd  [LRemove [ Active Plapes
4 [N ;"W‘* First Mame Admrl Pos | Type | Age | Height ﬁ State =
341 >z CHEIS r
200065 4 DICKEL MARE r
943 10 MCDOHALD DARRYL r
B 31 PEPFER BEH r
7o 3 RONALDOOH TONY r
an43 12 SHERIDAN ERADLEY r .
0057 £ SIEGLE GLEN r
915 10 SMITH TASOH r
a3z 31 FASILIEWIC PERD r
¢ 3 13 WHEELER BREETT -
20065 |¢  WRIGHT MARCHS r
4] | Ll_l

| | Edit | SM_Chb2

New teams or modifications to team names can be made mid-season, as long you understand how these will affect historical
records.

Players

Another part of the preparation stage includes entering information on all of the current players for each team in your system.
A unique 1D number will be assigned to each player and you may enter profile information as required. A photo of the player
can be loaded into his profile if you wish.
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All players used in the system need to be contained in the Players list. They can be added here or they can be included when a
Cybersports game is imported. In this instance players not on the DV - Coach Pro roster that are present in an imported
Cybersports game can be added to the player profiles.

Extensive player details can be entered but an ID number and a surname are the only required fields.

T e
Fla ¥iew Help
BRR #W & £ 2|
| CxbToum | P RcvePlagerd  Search | [Sumame —+]
Id |SL; o | Dthet | Tt Fimies |Hm]Ty| s |.a.puln"1’;ﬂl E |!:.:|F\:u4'g::'|
5% BECKER EEVIN 10
&7 BEER HEVILLE 15
14 BEGG STEWERT 12
El s MATTHEW 15
E:FH BELLCHAMBERS MARCLS k|
e EBEMHETT BHYS 10
1 BEHUISE! JOE 15 B
1 BERGESON DUAME 1
2 BERGHAM HIGEL 1
am BICKETT [} i1}
%3 BIDDINGS BEG 15
i BIEEER MEAL 15
e EIRD BARRY e
15 BLACK LAY 1
052 BLACK. STEPHEN 8 i =
1| .*]J
Fltas On SM_Piet

logoooze Flayer Profile Details
YO K<r3H o & rilld
First Hames Sumame Humber

1Profle | 2 Contact | 3 Notes |

Bith Diate doe Hesight [Crs) \Weightt [F.gs]
| | ]

Plaing Posi Ii
Type OF Playes I
Status i—

Enter Player details.

Extra details can be also in the Contact and Notes tabs.

Player photos can be entered by double clicking in the photo area and browsing to its stored location.

If a player is no longer affiliated with a club, simply remove the club code from their record. That way their history is intact
but they will not appear on the current available playing lists.

New players or modifications to names can be made mid-season, as long you understand how these changes will affect
historical records.

Venues

The venues are used as a descriptive reference when match details are displayed, so you may enter codes and titles as you
wish. Venues can be added, deleted or edited in the same way as players and teams.
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Venues e = 0] x|
Filx  ¥iwr Help

G o€ > i B + Search | [Verueld =]
Wierwseld Moy Albory Togen Addressl Sgdenssd

ks s Chbs Sandirghem g Chsh

B Fod Laves drens FIL finna

Wb okl gne Baeng W e

|~

Commencing A New Season (Competition)

In DV - Coach Pro terminology, matches are grouped into competitions that are usually divided into individual seasons (e.g.
2002 Regular season).

Every match must have a related competition. You must create a competition record before you start.

All matches will be saved (archived) into a protected file as they are created.

Competitions can be named at your discretion, with the code up to eight alphanumeric characters. Examples of competitions
are listed below:

Code Description

NBLO1 NBL season 2001 - Home & Away
TEST Testing / Training Matches

PREO1 Pre season matches 2001

PO2000 Play Off Games 2000

Details are entered in the same fashion as Player, Venue and team records.

Match Preparation

All games/matches for the season can be set up in advance with:
e Match, Round number and Date

e Participating Teams

e Venue
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Select the button on the main menu and this will load the module that allows you to setup and maintain the match lists. When

loaded, a list of all entered matches is disElaied, based on the current filter settinﬁs. .
b - : | !Iﬂ

Fie Reced Oplices Teamlkis Help

Match Preparation [ 0 G & ] B & n 2

1T | 3Rtound B Dite I 17 w] | Manue - . —

2tewp| =] AMach [ qa[ T ] T [0 o [Core =]
Comp nr.u|umm To| oms |Tiw mEnpu|c~u{cw|wu Rl || G |2

.| -0 1 0 o Dl 07142000 1300 TOWHSVILLE ADELAIDE 15000 r

Jjmae 1 1 Dt QSN AZ000 7410 r

Hmaz 7 DAY HLN2AEE 140 r

|| mn-oe 1 137 Dy MLA21853 14:10 CAMBERFA WEST SYTOMNEY r

H“ 1 1 [0 ST MELEDURRNE WILT RS r

.| TEST 1 45 AL& (5 1 4200 WVICTOALS MELEDLIRNE F

| TEST 1 123 Dl 0SANAZ2000 74:10 MELEDURNE WICTDRLS 3

| TR&EM 1 1 Dty RA1AA00 140 WVCTORLE MELEDIRHE 3 .-.-.-I

| TR&M 1 5 (L1 /2000 VICTOALS MELEDUIERE =

1l | ﬂﬂ

Flomd 1 ek ] MOL0ME & MELEBOURNE

g I v- N

| VICTORIA

. Filber On | Sm_michi
You can set your own filter by entering a Match Type, Competition Code, Round or Match number which then refines the list
of matches.

** Tlp **
Please note that the round number is alphanumeric to allow for special rounds (e.g. F=Finals), so when adding new rounds,
please enter leading zeros if you wish the rounds to appear in the correct order (eg. 01,02,03, etc)
You can clear all filters button and all matches on the database will be displayed.

Entering / Modifying Match Details

If the match/round record does not exist, it must be added before work can be done on this match. Matches added at an earlier
time can be edited to include the team lists, match conditions etc.
To enter this screen, click on the add or edit option or their corresponding speed button.
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Match Preparation en =10 x|

Match Preparation + @ ~— -~ = - el TR Y i
' o Found H-ul{:hHu.. Typs |
|01-02 =« 20 140 | Lew |
| WBL Regular Seasem 01-02 Umpires
1 |
| Crate Tirren = |
080372002 - [07:00 5

YVICTORLA Weathe |
Home Team |'h"ll: | Gigirsd |

W5
Oppasiion [MEL “"'“*;
MELEOQOURNE
Match Comment T esciption
Venss  (VOD s [
Vodafons Arema
Attendance [Crowd) E
=]
-

[Ty 1Detads £ ZVICTORIA | IMELBOURNE [ 4 Motes |

As a minimum, you must enter a Competition, Round & Match number to identify a unique record. Although the rest of the
fields are optional, some of the more important information includes:

e Home/Opposition teams

e Venue & Match Date

e Umpires

e Match type & conditions
On many fields, the 3 dots signify a lookup option. This saves you remembering the exact codes, however it can be typed
directly if preferred. If the master record exists, the description will be displayed adjacent to the field. If there is no
description, this may signify that the master record is not valid and should be checked by using the lookup facility.
Once all details are entered, click on the Post button to update the database, or click on the Cancel button to abort your
changes. Once a game has been posted, a clean form appears, ready for the next match to be entered. To return to the just-
entered match, press Cancel.

NB. A match must be posted before the participating players can be entered. This is demonstrated by the appearance of
the team names in Tabs at the foot of the page.

Selecting Player Lists

Having selected the desired team tab, you will be presented with the following screen. (Initially the player list will be empty)

Click on the PLAYERS button E: to access the team list screen.
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Team Lists J Layout .EI]

OGE& & % & HCoss |
Sewch | |Sumame =] 1 VICTORIA

Ho[Sumame  [Other [Pos |HotlWat <l | 155 ansTeY [4DIcEL M [10 MCDOMALD, D

22 ANETEY CHEIZ

4. |DICKEL MARE 31 PEPFER.B [34 RONALDSON, T [12 SHERIDAN, B

10 MCDOMALD  DARRYL

31 PEFFER BEN I |

4 FROHALDSON TOHY

el SHERIDAH ERADLEY

£ SIEGLE GLEHW

10 SHITH TA50H

51 VASILIE[FS] o Dbd-Click bo Sedect or drag ard drop | |
13 WHEELER  EBRETT =

%  WERIGHT MARCUS

|
|
I
| !
|
|
|

=
VW IVICTORES ) 2 MELEOURKE [/ _|
5 | SmMichd |
Double Click, press [F5] or drag and drop to select players. The left side is a list of the players aligned to that team and the
grid on the right are the players you select as players in that match.

-l
Hatchl"repumtim VO K< sl & I
Hmmmwcmma EBRFT bLAL

oo [0 | e | renoin 1 pos] o

MBL Eegular Saason 01.02

I AWSTEY CHRIS 1 F
- 4 DICKEL MAEE F) I m
Die o 10 MCDCOHALD | DARRYL 3 =3 43
[oesmzzanz - |07:00 8 SINGLE GLEN . F S5
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Selecting the PLAYERS button, it will allow you to access the Team List screen.
B3
If applicable, you may select the IMPORT =3 hutton to select the player list from a previous game
- Atable will appear listing games that can be chosen

- Select a game and the players for that match will be automatically copied to this match
- This can be done and then only differences in the teams can be changed.

Modifying Match Details

If for any reason the need arises to modify the details of a prepared match, use the Edit feature of Match Preparation.
After entering the Match Preparation module, select the correct Competition Code.
Highlight the match you wish to modify and select Edit or double-click “& on the match.

DV COACH 2003 -14- © ProWess Sports — All Rights Reserved



The Match Details screen will appear showing the original information.
Re-enter any new information into the appropriate fields and post the changes.

Loading/Activating A Match

When using DV - Coach Pro, a match always has to be currently loaded. The details of the currently loaded match are
displayed at the bottom of the main screen and in the title bar of the when you are working within a module. The match file is
simply a transaction list of the stats you have entered or imported into the system. Therefore when you enter a match in the
match preparation module and then load that match the only details that will be present will be those match details you have
entered. After you have entered or imported your stats for this match the transactions will be then always be present in this
match (unless deleted) and the match can be archived and then re-loaded for analysis at a later time.

Loading a previously entered match is done from the main menu under the File menu

File Processing Maintenance Housi

Load Selected Match Chrl+L

Hrlaad f Trammek Diekaile CRel4L or with the load match button.

The load match option is also accessible from the DV - Coach Pro modules. When selected, the following screen is
displayed:

Seanch Chasacters
]
Comgdd | Flound MazkNe | Dabe Totren LET M e Tope Uspl| Chobl | D2 | Az Comn =
e i 0] 071 0 | 0000 P SILLE ADELAIDE \
e 1 1 DS A2000 | 2210000 FM [y
[EIE 1 E R ¢ ARSI P [ush”
Mz 1 137 20M2H889 210000 PM CAMBERRS WEST SYDMEY Dy CAM  'WiER
(L1 | 180 CES 0T | FH0 e VICTORLE HELBOURKE [uy” WiC MEL
TEST 1 1 04 S 2002 HE LBOLERKE WICTORLA MEL WIC
TEST |1 45 IS0 VICTORLA HELBOURHE WIC MEL Tew
TEST 1 T3 TN 00 P g LHOLERHE WL TR Lus” MEL VI =T
TEAIN 1 1 08 /2000 21000 FY VICTORLA HELBOURHE [y WIC MEL Tow
TRaN |1 5 G100 VICTORLE WELBOURNE WIC  MEL Tes
-
i | [
Saprchfy
[ Compld =
specidl | GeewnalFie | o 0t | X Concd |
Note :

If the current active match has not been archived/saved, you will be prompted to archive. If you ignore and continue,
all changes and transactions entered since the last archive will be overwritten and lost with the newly selected match.

Once selected, the current match details should be displayed at the base of the main menu screen.

are@ 234 5
-

coach

DIGITAL VIDEO COACH
L

@
'l
¢ o ®

DV Coach Scoresheet Module

DVC Scoresheet is the primary starting point for logging the timecoded information into the system. Each transaction is
recorded by using a custom keyboard or simple mouse entry. When a statistic is logged using DV Coach a timecode is logged
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with that stat that allows the footage to be aligned with the corresponding event on the video file. As a result that transaction
can be viewed instantly by double clicking on it. This accesses the event through the timecode. DV Coach then has the ability
to filter on events allowing the user to view ‘batches’ of your choice.

DVC Scoresheet also has the facility to capture digital video to the hard drive whilst marking your stats/events. This captured
footage can then be output to television via your capture device from either a desktop or a notebook computer.

Preparation

e The match/game details need to be entered into the system prior to entering the Scoresheet module.
e The selected DV Coach match needs to be ‘loaded.’
e The DV file of the game needs to be ready to use.

Screen Overview

There are many visualisation options to use in the DVC Scoresheet module. These will be fully explained in the proceeding
sections.
The currently loaded match is listed in the title bar.
The screen is divided up into five main sections —
1. Menus and speed buttons.
2. Teams and players.
3. Statistic buttons.
4. Video viewer.
5. Logged statistic list.
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There are many view settings that can be chosen. When you have developed a familiarity with the system you will be able to
use the views and functions that match your patterns of usage.

Screen Views

Several screen views are configurable in DVC Scoresheet module. There are:
e Two entry modes to choose from.
e Four view options to use in the video window area.
e Three tab options to use in the stats transaction display area.
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Some of these views will be used for different purposes within the module. As your patterns of usage develop you will
become familiar with these view options and their place within the program.

Entry Modes - Classic/Simple

There are two methods of entry modes that can be used, depending on the preferences and circumstances and you can easily

toggle between the modes.
_1&8] x|

Classic

— Dbl Click. bo change mode
|
To toggle between modes simply double click on the word “Classic’ or ‘Simple’ Classic Mode

This mode is the normal view that can be expected where match details, teams and players are configured for use.
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Simple Mode

If you wish to do some very basic entry that does not require any formal or complex recording of statistics (eg. scouting
opponents, training sessions) and may simply be logging of phases, generic events, etc.

The buttons function in exactly the same way.

DV COACH 2003 -17- © ProWess Sports — All Rights Reserved



= O i B § SRLEND D M 05 3 PR BN W WRE TR

Pt Wew Proteid Repot e Quallr Edirg Ol o Wdles e Taohi Hel

WEwol & bieo mH els) -
[ [ewma [N, 1 0,2 M
2P e I.lllHﬂJll Ceath )
L% | vipat ' Il..\jullrhl-:l

s | Skl 1 ) -
o S I Sunbd 7
o S I Tl 7 ]

ll.l |P| |nu[ 'n:r.-. 1 Tc'n- | w_rl. B:ﬂ.nm{mhqf—lﬁlsulnlm[ =]
3 -\.'I I Pl - bk Clencttion Tumavme HEL [

iH JIHH- MW'MM Zl’uhﬂ 1 mmm IIIEH-W m.'lﬂlﬂ E'MIH \ll: E DHE

235 BRI  MELBFRE | Berelt Do, Block 9 ple0edd D02 EER0D  RELDOO 123 RWPD  C\Wades MEL & daE

256 oin  MELEBIRFNE : fewdew Guos Delenows Rebourd 13 GO0 eR00  mEe0 13 I-l'"‘i'.l C Ve MiL i GaEE

20¢ YRR ACTORLL - Duesd MeDoragld Slag 10 ORI {1y 1] WELINEL 170 0 B e L = W Pds s o
e 2 Forrere [l 1"

II-_I--_-II-ILIII__'_J

T HELO Fiod Y5123 I f e g JEEY i
o] DAEGGR | B e | e ] Bov (B G | S, | Bl #vE o

View Options

There are four view options to choose from in the DVC Scoresheet module. These are changed by using the speed bar
buttons or by using the View menu options. The part of the screen that changes is the video playback area. When the view is
changed, the video controllers remain visible and the DV file continues to play.

The speed bar buttons are:

Video window

Detail/Ball tracking

Scoresheet/Statistics

EIENEL::

Notepad

Video window

This is the default setting and unless the vision is toggled out to TV (Desktop only) will most likely be the setting you will
use most.
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Detail/Ball tracking

This option allows you to track the position of the ball when a transaction is logged.
An example of how this could be used would be to plot the court position of a players 3-point attempts.

L L

a a

b4 ¥
) O L
P - p

s s

&

VICTORIA
51,99

To use this feature select the Detail/Ball tracking tab and right click on the court/field and the ‘Turn Dyna-capture ON’
message will be displayed. Click on this and drag the marker (a red dot) to the desired location. Once its location is set mark
the stat and the ball position will now be saved with this transaction. This dynamic logging of ball position requires the use of
a custom keyboard.

L L
a Turn Dyna-Capture Location OM a
Y Y

[u u|
p p
5 5

VICTORIA
91

Static Ball tracking can also be used but the system needs to configured for this.

Scoresheet/Statistics

Selecting this view allows the team and highlighted players statistics to be viewed as the stats are being entered into the
system. This view is also a handy way to access the stats quickly without calling a report or using the stats matrix.
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Notepad

Selecting this tab allows you to enter comments about each transaction. This can be used to highlight important details for the
coach or player to refer back to at a later time. This option is available for every transaction entered and can be accessed by
highlighting that stat.

MNotesfComments
Comment IElffensive SetPlay 1]

Note to all players -
In this situation

- fake to the left

- move to space

- screen the ball handler

Good points
- This style of play is positive becanse it hard for the oppposition to predict
and counter these types of attack

Ead points
- Effectiveness 15 restricted by team cohesion - all players noast folowr team plan....

> [
Elﬁl El%l @ “‘l "l 1l |ﬂ Irl »l »;l ,wj

This notepad is the same as the one that can be accessed from the transaction display area in the Tab options. Text entered in
one will also appear in the other.

Tab Options

The transaction display area has three tabs for different views.
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Trans

This is the default setting and will be the setting you will use most. This is because as stats are entered, their listing appears
here in the details line.
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Notepad

Selecting this tab allows you to enter comments about each transaction. This can be used to highlight important details for the
coach or player to refer back to at a later time. This option is available for every transaction entered and can be accessed by
highlighting that stat.

A LA e | v 4| |
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This notepad is the same as the one that can be accessed from the View options in the video window display area. Text
entered in one will also appear in the other.

Stats

Selecting this tab provides a quick view of player statistics. The players are listed in a windows explorer type tree, where
player stats are displayed when the small plus sign is clicked.

Capturing Video within DVC Scoresheet

DV Coach includes the facility to capture footage and mark your stats simultaneously. The footage captured is in AVI format.
This format allows the vision to be output to television from a desktop or notebook PC.
To capture DV you need:
e AV in/out enabled DV Camera or an appropriate Analog to Digital converter device
e |EEE 1394 interface (known as Firewire) between DV camera and Computer.
e Sufficient hard-drive space for capture. AVI files are very large. One hour of footage will require approximately 13
Gigabytes of hard-drive space.
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When events/stats are marked during capture the all the necessary fields for each transaction are put in place.
Whilst capturing, the screen view is limited to the fixed window. However it is possible to output the vision to a television at
the same time.

Source footage

It is possible to use any footage available to you to capture. All of the following are possible options for source footage:

e VCR footage passed through the DV Camera or Analog to Digital converter device

e Footage on DV tape

e Footage live from Television

e Live vision direct from your camera

e Video feed from an external source. Eg. A feed from a Television network or from the traditional video set up at the

venue.

With these options, it is now possible to capture a game and mark the stats simultaneously so that instant payback of your
marked events is possible. This gives coaches the opportunity to give the players feed back through DV, immediately, post
game and even half time.

Video Capture

The process of Video capture is very straightforward. When the DV Camera or Analog to Digital converter device is set up,
and you enter the DVC Scoresheet module, the vision being input will be automatically streamed to the playback window. If
the module is already running and the capture hardware is then set up, it will be necessary to initialise the capture settings. To
do this, select ‘Start preview’ from the DV-Capture file menu.

DY-Capture  ¥ideo  StaksSpeak
1 Stark Preview
2 Skark Capture
3 Open Lask Captured File

The vision will now be streamed to the playback window. If there are problems with this check all the hardware connections
and the settings on your DV Camera.

To commence capture press the button. This brings up the following, Save As dialog box:

d .1 |

Save it | (3 wdeo > « By -

Fiw nans: [G12_TitansVTigess. avi 1 Save |
S o3 bypec | Mpeg Wideo - Cancel
| 5| | s

Select the file name and location of the captured file. If a name of a file that already exists is selected you will be prompted to
change the name or overwrite the existing file.

Note: Exercise caution when overwriting files. When a file is overwritten, it is lost, replaced by the latest capture of that
name.

As soon as save is clicked the capture commences.

Whilst capturing, the screen view is limited to the fixed window. However it is possible to output the vision to a television at
the same time.

The only video controls that are active during capture are the stop and pause buttons.

The stop button stops the capture and the pause button halts the capture until it is un-paused. The capture can be paused
during breaks in play. l.e. time-outs, period breaks etc. This will save on hard-drive space and can be used to cue the vision if
it is being captured from analog video.

Remember to start the capture (or un-pause it) with enough time before the first event to cater for your pre-event DV-
timecode.
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Phases of Play

There are two types of events that can be configured:
e  Statistics codes
e Phase codes

In the statistic profiles, there is a Type field. If ‘PHA’ is entered into this field then this stat is considered a phase code. The
difference between Statistics codes and Phase codes is that a phase code has a discrete time span.

" Statistics Codes & Profiles

Fil= Extras Wew Help

Lk v KL>»3 B &

Template I | Tupe I I Cater
TEED Code |Ma| Tw Drescription dbbrey

bl TR 21 Transition Transition

B Y10 22 Winlation Wiolation

B 051 A1 PHA | Defenzive Set Plays Def Set Flay

N D53 33 PHA | Defensive Set #3 Def Set 3

N D54 M| PHa | Defenzive Set #4 Def Set 4

B Dsh 35| PHA | Defenzive Set #5 Def Set b

o Frii ddAPH& TFMRA Fre1

Phase buttons are included as part of the stats button. An example of a phase could be an Offensive Set Play. This phase
starts, so the button is clicked (Button stays depressed — Start Timecode is marked.) Other stats are continuing to occur so
these are also marked. When the Offensive Set play finishes, that button is clicked again, marking the finish of that set play -
End Timecode is marked.

Phase stats are created by accessing the ‘stats codes and profiles’ from the main page. Edit (or create) the stat, from this
window set the type of stat to ‘Phase’. This assigns the on/off properties to this stat.

The menu option ‘Process/All Phases OFF’, which may be a useful if multiple phases are running and you wish to end them
concurrently.

Configuring Stats buttons

Within this module it is possible to configure the stats entry buttons in a way that suits your usage. Options that you can
configure include button size, shape, color, number of buttons (stats to be marked) displayed and button position.
Double clicking (or Right click — enable button changes) within the button area puts it into edit mode. This allows you to
configure your buttons. The background color is displayed as yellow to indicate this.

In edit mode:

e Buttons can be dragged to any position.
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e New buttons can be added. To do this right click and select the ‘add new button’ option.

Add Mew Button

Disable Button Changes
Align Buttons Position

Configure Statistic Buttons

Off Set 2  Co
WS

OffE  Sideball 1 ]

This window appears when ‘add new button’ is selected. This accesses the stats profile in your system. Any stat
appearing here can be added as a button.
-

Lookup a Stats 5{4 x|
Search Characters
Ma | Templ| Code| Abbrey Ty | Full Description
; Personal Foul
8 ASS | Assist Agsist
9 BLE. | Block Block
10 STL | Steal Steal
1 T/0 | Turnover Turnover _I
12 ORE | Off Rbd Off Aebound
13 DRE | Def Rbd Defensive Rebound
14 RED | Rbds Total Rebounds
15 FSA | F/S At Foul Shat Attempt
16 F5M | F/S Made Foul Shat Made
17 F5% | FS Pct Foul Shat Pt ~|
Search By
Mew Code | Code Mairt | o OK XK Cancel |

Double clicking on a selected stat adds the button to the displayed list.

e Buttons can be aligned. To do this right click and select the “align button positions.” This places the buttons in
columns sorted by the stat number.

e Individual buttons size, shape and color can also be configured. To access this, right click on the button. This brings
up the following menu:

Edit Button Description

Resize Button

Select Button Color
Zelect Button Font
Zelect shape b

R.emoye Button

Selecting the option you wish to change will bring up the appropriate window.

e To configure all the stats buttons at once, right click and select ‘Configure Statistics buttons.” This function can also
be accessed from the file menu — Statistic buttons. This window is opened and allows for the user to configure all
the stats buttons. This is the easiest method to configure all the buttons at once.
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Using this table is easy. Select each stat and then fill in the details as required for each field.

Double clicking (or Right click — disable button changes) within the button area puts it out of edit mode.

Logging Events

When a statistical event is logged, a series of relevant data is put into a detail line for that event. Data included in the detail
line include transaction number, period, team, player, stat code, DV timecode of event, DV storage location etc. of that event.
These details are a part of every logged event.
To register (log) statistical events, the protocol (by keyboard or menu list) is simply:

e Select Player/Team

e Select Statistic/Event Key (e.g. Rebound)

e  Select Extra Qualifier (if relevant — e.g. Ineffective)

e Select further qualifiers (if relevant — e.g. Location)
There are special control events as well as:

e Highlights, Lowlights

e Timeouts, Substitutions

Mouse Entry

Once your stats buttons are configured this is the standard way to Log transactions. To log stat simply click on the button.
The timecode from the DV file will then be included in the detail line for this event. The timecode is taken from the exact
time that the button is clicked, so it is vital that stats are entered as close to the time of the event as possible.

Popup Menus

Any statistic that is a part of your current stats profile can be logged. This is useful if you wish to mark an event that is not
included as a button for mouse or custom keyboard entry.
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When the mouse cursor is focused on the player list area, right mouse click and a display your current stats profile will be
displayed. Clicking on the desired stat will then log that event.

1 2Pt 27 Lalt Ertriss

2 2 Ptz Made 28 Right Ertries

3 Givm &G0 31 Dwf Sat Play

4 3Ptz Akt 2 Def Trans

5 3 Fts Made 53 Dwf Sat 3

6 3 Pts Pt 34 Def Sat 4

7 Foud 1110110 35 Duf 58t 5

B At 36 Off Sat |

§ Bhock 37 Off Set 2

in Seal 33 Off Sak 3

Il Turnower 5 Off Sat 4

12 off Rbd 40 Off Sak 5

13 Def Rbd 41 Sdebal 1

14 Rhds 42 Sidabal 2

15 FlSALE 43 Sidebal 3

16 Ff5Mada 44 EOE

¥ F5Pot 45 Poskive

16 Points 46 Magathe

19 Defence f5s 47 Coach

20 Tench Fouls 43 Special

Z1 Transition EL T Query T

22 Yiolation

23 Off. Foul

24 Changs Taken

2% Junp Bal Win

26 Jap Bals Lost
Select the player, the statistic and the qualifier (if necessary). Qualifiers can be manually logged from the qualifier menu
option.

| Qualifier Editing  Digital  Yor Video

Penalty :l %l @l [

CFFicial - =

ocation |2/ [00:00 | 11:2

High Light

Team Rule 11 3

1 Situation  » _)E'

Z Turnower 1 Yiolation

3 Conkest k 2 Fumble

4 Side P 3 BadPass

S Pass Type k4 Traveling

& Coach 2 5 Palming

75uccessfF » 6 Dbl Drbl

g Highlight  * 7 Shot Clock,

9 Exkra 9 g g 3 5ec
Custom Keyboard Entry

The custom keyboard is specially programmed for your statistics and events. Custom Keyboards are primarily used because it
is the most efficient and simplest entry method for complex transactions.

There are a number of different keyboards that can be used, and the best one for your purposes is determined by the usage
(i.e. at-game or back office).
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Each keyboard has three main areas:

Player keys — Each player in the team list is allocated a key. This can be set up for one team or both teams, depending on
your requirements.

Control & Function keys — Special keys that are common on all systems to perform fundamental tasks such as cancel last
transaction, new period, Open DV file, etc....

Some control functions are optional such as having DV controller buttons on the custom keyboard. Functions such as this
would only be relevant to a back office environment.

Statistics & event keys — As configured in the statistics and events reference list, these are such keys as 2-point attempt,
assist, set plays, block, foul etc. In addition, a number of generals control keys such as coach, highlight, substitution, etc....

——

SET
OFFENSE

Thrcs In-hcmm: ]?"? ‘E‘ pmltwe !_
10 11.12 Assist || Steal SIDE ﬁ lm”a i !_

[ HOCOME TUrnovor Block | I_Elrrtll-’; ‘V AN A
il

Back =Fa Forward F orwraird
10 soConds 8 soconds Flay Pause § spconds 0 soconds

— ' | Play - Go te
- & = EL .
Timacoda Timecods 5t op Batch ‘5-ﬂ1r|'|='|'|1 Timecods

It is also possible to print a player keyboard list, which is cut to size and overlain on the pad. The number of players allowed
is dependant on what has been programmed. It is also possible to print separate overlays that include players names /numbers
instead of a default like the above example.

Note: This is an example of one type of layout. This can be totally different depending on the type of
Keyboard and Stats used.

Standard Keyboard Entry

You can enter any statistic or event by a sequence of one or more keystrokes. There are some shortcut keys (e.g. “1”=stat 1,
“2"=stat 2, etc). The lower case alphabet keys are home team players, uppercase letters represent the opposition team players.
The custom keyboard is programmed using these keystrokes.

Another entry option is to select log transaction from the Stats menu option.
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Skats Qualifier Editing Dig

Log transaction Ins
Urdo Last (k|1
General Event  Ckrl+G

Or the speed bar button D:\HDK\bitmaps —add.bmp
The following dialog box is brought up. Enter the statistic number or browse the from the statistics codes and profiles list.
Statistic Number Dialog :

Enter Statistic Humber: Im I
’m X Cancel |

Statistical Qualifiers & Extras

The following descriptive categories are defined in the REF_X table (which is maintained in Terms Of Reference):

Qualfier Editing Digital Veor  Wideo

Penalty :l @I @I E
OfFicial

Location 2 Il]l]:l]l] IT
High Light 7
Team Rule ’

1 Situakion  # ﬂ)

2 Turnover  k 1 Violation

3 Contest 4 2 Fumble

4 Side b 3 Bad Pass

5 Pass Type # 4 Traveling

& Coach * 5 Palming

7 Success/F & Dbl Drbl

2 Highlight ~ » 7 Shot Clock

9 Extra 9 4 g 3 5ec

The extras are easily configured for your specific purposes and there are nine extra classifications available. Within each
extra, you can define up to nine descriptions.

Once selected, the most recent transaction record is updated with the details. When qualifiers are assigned to an event it
allows filters to be placed in the DVC Transaction Viewer module.

Anything a coach may specify can be added as a qualifier.

Some popular qualifiers are:

In-Effective

A special statistic qualifier available at any stage allows a transaction to be marked as “ineffective”. This has no effect on the
totals unless the system has been configured to do so. It is primarily a subjective indicator on the effectiveness of the action
by the player. Many reports are designed around this indicator such as “Effectiveness Analysis”, etc.

Field Location (Extra)

The defined location is based on how you wish to dissect the court/field, and a typical example is: You can also define the
locations in much more detail (e.g. Mid Court, Back Court, Low Post, etc....). <Ctrl-L> will display this menu also.
Team Rules

This option allows you to define the coaching team rules and it can be classified as followed or not followed.

Officials & Referees

You can also select the referee that has made the decision.

Other Events & Statistics

Other transactions that can be recorded:

Miscellaneous & Highlight Events

This menu can be displayed via the Qualifier menu and should contain special or significant events that may occur, such as
great dunks, home runs, sponsor highlights etc.

Finalise & New Period

To change quarters, you can select the appropriate menu options:
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Process Reports Home Opp  Stats  Que

Simple Entry Mode
Al Phases OFF

Mew Petiod

Finalise Period

The dialog box displayed will allow you to select a new period. At this stage, you can print reports prior to starting the next
period.

Select New Period [ :

MELBOURNE
L L
a a
¥ ¥

» O ]

f f
p P
& &
VICTORIA
X o

An “End Period” transaction is written to signify the selection of the new period.

A “Start Period” transaction is written when the first event of the next period is logged.

This will also start the elapsed time into the quarter.

It is important to finalize and start periods properly so that there is a logical reference point for video alignment.

Statistical Consolidation

This feature is necessary as it allows the data you have entered to be consolidated into relevant statistical totals for use in
certain areas of the program.

To use the DVC Reports and the Stats Analysis Matrix (see following section) the consolidation function must be run.
This function is accessed from the file menu.

File “iew Process Reports Home Opp Staks

Impork Cybersporks Match Skats
D% Timecode Alignment

Load Makch Chrl+L

Mew Makch ChrHHM

Archive {Save) Match Data Chrl+A
Interchangefsubs Ctrl+Ins
Maodify Match Details Chrl4M

Modify Match Team Lisks Shift+CErl+F12

Consolidate Skats

Feset Match Statiskics

The process takes 10 — 20 seconds to complete. The greater the number of events to process, the longer the process will take.
When the process is complete the data available to the reports and the matrix will be current until more statistical data is
logged.

Stats Analysis Matrix

DV-Coach Pro now has a Stats matrix included as a tool to easily view and sort statistics by whatever stats code you desire.
This is designed to be easily exported to spread sheet or for a coach to quickly check player stats rankings.

To access the Stats Analysis Matrix click on the shortcut button:
This brings up the Stats analysis matrix....
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The matrix is used to sort and view statistical data in different ways. You do this by sorting on a certain stat by clicking on its
title. Re-clicking on the stat sorts the data in the opposite way: Ascending/Descending order to Descending/Ascending.

Scm'fi EPﬁl EPMi EP% 3Pﬁ| EPMi EP% FFL BL](I 5TL| Th

This can be done from the match totals tab or from the period tab. The score line tab provides a visual view of scoring
patterns in periods and the match as a whole.
Other options are also available here:
e Limited filters can be set
o Data can be exported to an Excel spreadsheet Note: Microsoft office must be installed to access this function.
e Data can be exported as a text file.

Match Totals | By Period I Seoraline I

Plaver A5S

| Team | Ha

DVC Transaction Viewer Module

This module is where you can use the stats you entered in the scoresheet module or the stats that were imported into the
system to set filters, so video clips based on your transactions can be viewed. You can then create batch video edits from this
transaction event list by filtering on various criteria (eg. by team, player, statistic, special event, etc)

Preparation

e The game/match details need to be entered into the system prior to entering the Transaction Processing module.
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e The stats relating to this match will have been imported or entered into the system (in the Scoresheet module) ready
to use.

e The selected DV Coach match file needs to ‘loaded.’

e The Digital Video(DV) file of the game needs to be ready to use.

Loading a Match

The first step is to make sure that the match you wish to work with is the loaded match. This file is the file that contains the
match data that has been entered, or imported into DV - Coach.
Select Load Match and choose the required game file. The initially loaded match will appear like this.

== Transaction Yiewer - Digital Yideo

File Process Tagaging Sort (&) Editing

Load Match Chel+L
Savearchive Makch Chrl+5
Import Makch Chrl+I

The green box displays the video time. When “Not F?eady” is displayed and the Windows media icon is displayed, this

indicates that video file is not open.
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DV time codes have been aligned in this loaded match file. Each transaction has a DV timecode associated with it along with
a DV timecode From and a DV timecode To which indicates the actual play length of each segment. Each transaction also
contains details of the name and location of the video file.

Aligning/Adjusting the Video file

To begin using the DVC - Transaction Viewer module the timecode fields must be populated. This means that each marked
stat contains the details of the video file and the time of this stat.

If the stats were marked in the DVC — Scoresheet module using Digital Video or Computer controlled VCR then the
timecodes will already be present and the file will not need to be aligned. (They may however need to Adjusted, if for
example the statistic was marked a few seconds late then the corresponding timecode will also be late.)

If the stats were imported from an outside source (e.g. Imported from a ProWess System at Match stats system or from a
Cybersports game) then the statistical game file has to be aligned to DV game file. This is done in the DVC-Align module.
To enter the Alignment module, select File, Video timecode alignment. Refer to the help files within the DVC - Align
module.
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To enter the Alignment module from within DVC - Transaction Viewer select File, Video timecode alignment.

Transaction Yiewer - Digital ¥ideo

File Process Tagging Sort (4)  Editing

Load Makch Chrl+L
Savefarchive Match Chrl+5
Import Match Chrl+1
Reports b

Video Timecode Alignment

Purge Selected Transactions

Filtering on Transactions and making batches

This section of the window is used to filter transactions. Put simply, once a filter is in place, only the transactions meeting

that criterion are displayed. For example if 1% period is checked here, then only transactions from the first period are
displayed in the transaction list.

Club |Both =l

Stats | <Al i

Blayer | = Per Tstl™ 2nd[” [ 4th [~
Elapsed | <Al =] Type |<al =l
Zore [ <Al =l Tag [~ Show &l

Hualifiers | Events I

Situation I{NDHE} "I Side I{NDHE> "I SuccessdF I{NDHE} "I
Turnoeer I-{Nn:une} vI Paszs Type |<Nnne> *I Extra & I-{Nn:une} vI
Contest |<N|:|ne> *I Coach |<N|:|ne} "I Extra 3 |<N|:|ne> vI

Avreas that can be used as filters are the type of transaction, any marked statistic, any match period or combination of periods,
elapsed time and club or individual players. The qualifiers and events tab allow you to place even more detailed filters.
For example to filter on player Copeland’s first and second quarter 2 points made the following filters need to be set.

Filters

Chb |MELEOUANE = Staty [2Pabade |
Blayer |COPELAND = Po NtFF Zndfe 3l dth [
Elagied |cib: =] Tipe | oAl =

Zone | <tk | Isa I Showsd

Guslfiers | Everis |

guustn [dere =] gt [Mores =] Guscessf® [Hor =]
Tuwewrver |-:?-:-mu:- '“'I Farr Tope |-:H-:-m:- "'I Edrad |-:I-.I|:m:- ""l
LConteit |-:!-.'-a-\.g:- *rI LCoach |-:F:g.ng:- "rl Estra |-:'ng:- *rl
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This filter returns the transactions that meet this criterion. If there were no matches the field would remain blank.

In this example four transactions meet the criteria. Each individual transaction is called a segment and a group of segments is
called a batch. Double clicking on the segment will play it or Right click — preview batch will play the batch. Alternatively,

= =4
the play segment —I or play batch E buttons could also be used. The segment that is currently playing is listed in the
window here. The segment that is currently playing is also displayed during a batch.

More in depth filters can be set using the qualifiers or events tabs.
o Qualifiers refer to details attached to a stat e.g. Kick long, to advantage — is an example of a stat with two qualifiers.
e Events refer to marked stats in the game file such as jump balls.

Remember that you can only place filters on what statistics are present. So if you do not use qualifiers
when you mark your game you will not be able to filter on them here!

Tagging Concepts

Tagging is a method that allows the selection and processing of otherwise unrelated transactions or groups of transactions in
the database that are of particular interest. Once the records are tagged, they can be sorted or processed in a variety of ways,
most typically:

¢ Include tagged records only

e Exclude tagged records

e Sort tags in order

A tag can be stored against a transaction until it is changed or cleared and is remembered the next time you load the same
match.
In this current version, there can only be one tag per record. The menu and sub-menu options for tagging are:
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| Tagging Sort (4] Editing  Wideo
I Include Current Tagged 3

Exclude Current Tagged r
| Disable Tagging F4 |

Tag Selected F7
Un Tag Selected F&

Change Current Tag
Clear Current Tags

Tag F&

Tagging Sorf (&) Editing Yideo Tools Help
Include Current Tagged 1 Current Tag Only  F2 I

Exclude Current Tagged » Z &ll Tagged

Tagging Sorf (&) Editing  Yideo Tools  Help

Include Current Tagged [ 3 [ TRy |
Exclude Current Tagged 1 Current Tag Only F3
Disable Tagging F4 2 all Tagged

All tagging functions are accessed through this drop down menu or through the keyboard shortcuts that are listed here.

Setting (&Toggle) Tags

A tag on the current transaction is set using the Tagging / Tag menu option, right clicking on or alternatively by using the
<F6> function key.

The function is a toggle, meaning it is ON or OFF and will be reversed accordingly. The tag indicator is visible between the
Trans and Per columns and the transactions listing will appear in blue when tagged.

Trans# | T |Per| Elapsed Dretails

14
15
la
17

1|11:5% |MELEOTRNE : Daniel Ezan Personal Foul
1{11.50 VICTORIA : Jason Sruth Tarmower Violation
1{11:31 MELEBOTUENE : Lanard Copeland 2 Pts Attempt
1/11:28 |MELBOTERNE : Mark Bradtke Off Bebound

12 1{11:25 MELEBOTUENE : Bennett Davison 2 Pts Attempt

19| T| 1|11:25 |VICTORIA : Frank Diruie Defernsive Bebound

el | 11117 [VICTORIA : Danyl McDonald 2 Pis Made

21 1{10:50 MELEOTUENE : Lanard Copeland 2 Pts Attempt

22|T| 1|10:47 |MELEBOTERNE : Daniel Ezan OfF Rebound

23 1/10:44 |MELBOTUENE : Andrew Gaze 3 Pts Lttempt

24| T 1|10:42 |VICTORIA : Titans Defensive Bebound

Tag Character

The default tag character is “T”, but you can change the Tag character by selecting “Change Current Tag”

Mew Tag Dialog " x|

W 0K | x Cancel

You can choose any alphanumeric character such as “A”>”Z” or “0”->"9”, or even special characters such as “!@#”, etc.
This allows you to classify your tags and group them accordingly (e.g. type 1, 2,3 etc). These can then be filtered or sorted as
necessary.
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Setting & Clearing Tags

If there is a group of records you wish to tag, you can certainly manually use the tag toggle function on each individual
record or you can use the batch tag function. This function is particularly useful in grouping records quickly. For example, if
you want to group all defensive statistics.

You can set the tag on a group of records (a batch) by selecting the menu option - Tag selected (or by pressing F7). This will
then tag all the listed transactions.

To untag (clear) the listed transactions, select the menu option - Untag selected (or by pressing F8).

If you wish to clear the listed tags unconditionally, then select the clear all filters button.

Processing Tags

Once your tags are established you can include or exclude the tagged records by selecting the include/exclude current tag
options from the Tagging Menu.

It should be noted that the other filter parameters you set will still apply and are not overwritten by using the tagging
process.

Recording a batch to Video tape

This applies to users with a back office (desktop) configuration set up for out put to videotape. If your system is set up with
the necessary hardware (including VCRs with RS 232 ports for communication between PC and VVCR) it is possible to
control the VCR from the following menu.
When the desired batch has been created either through filtering or tagging, Right clicking brings up the following menu,
which has several other useful options.

Tag

Edit Transaction Details

Delete transaction

Filker k

Favourites 3

Mark Timecode
Mark T Fram
Mark TC To

Go ko TC & Play
Go to TC & Pause

Flay Segment
Prewiew Batch
Record Segment
Record Batch

Selecting Record Batch will record the batch to videotape.

It is also possible to record to a VCR without the PC controlling the VCR. If you have the capabilities to output your vision
to a television then it can be taped to a videocassette. To do this run the video signal to the VCRs ‘video in’ and play the
footage. It is just a matter of pressing record on the VCR when the desired footage is playing.

To record footage to a videocassette from a notebook computer requires the use of a PC to TV converter device. These
devices are not ideal and the results of footage transferred to videocassette from this medium can only be described as
average.

Changing Timecodes of a Transaction

It is possible to change the timecodes allocated to a single transaction. This may be necessary if upon previewing the selected
segment, you notice that part of the clip is truncated.

To do this the editing options need to be set as From/To timecode.

These buttons are used to manipulate the DV timecodes of the highlighted transaction.

©

=t Mark time code

@

@ Mark time code ‘To’

Simply, clicking one of these buttons places the current video time (displayed in the green box) into the relevant field. The
video can be paused or still playing when the button is clicked.

The segment can be previewed and the timecodes can be changed as many times as desired. They can also be of any length
but they must follow a logical setting in that the ‘From’ TC field must always be BEFORE the “To’ TC, otherwise the
segment will not be playable as it will be marked and interpreted as finished before it began.

Mark time code ‘From’
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Saving a batch as an EDL file

EDL is an acronym that stands for ‘Edit Decision List.” An EDL is a small text file, that video editing software uses to
identify the relevant clips of footage to be edited out of a larger DV file. This is a useful feature if you wish to keep some
selected highlights from your large game file (that you may need to delete to conserve hard disk space.)

To use this feature you must have the appropriate video editing software. Currently, SportingPulse is loading ‘My Flix XE’
from Mediaware Solutions as the video editor for your system. If you have questions about ‘My Flix XE’ you may call/e-mail
the help desk at SportingPulse, or go to the Mediaware Solutions website at www.mediaware.com.au

Batches can be saved as an EDL file (Edit Decision List), which is used by the Digital editing software to ‘cut’ the required footage out of
the video file and save it as another file.

File Process Tagging Sort (&) Ediking

Load Match Ckrl4L
Savefdrchive Makch Ckrl+5
Impork Maktch Ckrl+1
Reports k

Yideo Timecode Alignment
Purge Selected Transackions

reate Mpeg ECL File
Fun MPE( Clip Editor
Exit

To create the EDL file simply set your filters to display the batch that wish to make a separate video file from and the go to
the file menu and select Create Mpeg EDL file. This will prompt you to select a name and a storage location for this file.
When you wish to create the new video file, open you DV editing software and then open the EDL to create the your edited
clip.

An EDL file only contains details relating to the timecodes of each segment within a batch. The DV editing software uses this
to create a new video file only containing the footage within these timecodes. EDL files do not contain the footage and are
only useful while the video file remains in the same location with the same name, as these are also referenced from the EDL
file.

Editing Transactions

Within the Transaction Processing module of DV — Coach it is possible to add, edit or delete transactions. This may be useful
in that errors can be corrected, interpretations can be changed and extra details can be added. These functions are accessed
from the Process menu option.

Transaction ¥Yiewer - Digital ¥Yideo

Process Tagging  Sort (41 Ediking
=

ile:

|

E.'? Add Transaction Chrl+Ins
= Edit Transaction Chrl+E

. Delete Transackion  Crrl+Del

F

Filter Chrl+F
Clear Filter o

Locate Record -

Swich To Sort Mode

Clicking Add or Edit brings up the following window.
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All the details on this stat can be entered or checked. Once the changes have been made they need to be posted. When adding
a new stat the transaction number will follow on from that of the very last transaction. To match up the time you will need to
physically enter the elapsed time.
When deleting a stat you will receive a confirmation message to make sure this is the desired action.

Locating Records

Another useful feature that is built into DV — Coach Pro is the ability to set filters to find records or to set search parameters
to find records. These functions are accessed from the Process Menu.
Transaction ¥iewer - Digital Yideo

File | Process Tagging Sort (4)  Editing
Elié Add Transaction Ctrl+Ins i
i Edit Transaction Ctrl+E

. Delete Transaction  CtriH-Del

Filter Ctrl+F
Cleat Filter o
Locate Record =

Swich To Sort Mode
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Database Filters

Selecting Filter from this menu brings up the following window. This allows you to set any filter or combination of filters on
the database. When the filter is set only transactions meeting this criteria are displayed. In this example the filter includes the
ones set from the filter menu and an extra filter “if Transno < 100.’

Tramsaction PI"IZIEE‘SSII'II;I EI
Database o, @ ¢ ‘ X ‘ 2
Filter ﬂ-m\ Q Cleat \ foo | Cancel | Hep

Field List

ClubId="ERI"
Playerld=""200183"
TransNo TransNo = 100
Extra
Twpe
Per
Elapsed >
TransTime ;
Clubld
Flayerld
Player_Mo Compld|Round| MatchNo TransNo Extral Type| Per Elapse =
Eﬂ“'.'-f ) M NBLOOT 1 3 74 3 1 10:58
at Code 3 )

S1at No _ NBLODOT 1 3 40 3 1 09:30
Score _|NBLODT T 3 69 3 1 06:44
Phase | NBLOO1 1 3 Fid 3 1 06:06 ....l
Pos_x NBLOO01 1 3 79 3 1 05:45
Pos Y  =|I”
Table Field Ordes

o s £

Now in the transaction list only stats meeting this criterion are displayed.
The filter can be cleared on the button on this screen, from the menu option or from the clear all filters button.

Locating records

This is a similar function that allows the user to locate the first or next occurrence of a record. Simply fill in the field value
you wish to search through and select the search type and fields to search.
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Locate Transaction Fv';:j El
—Field W alue

—Search Type

[v Case-sersitive

" Exact Match

* Partial Match at Beginning
" Partial Match Anywwhere

—Field
Details j
First M ext | X Cancel

Sort Mode

This mode is used to sort transaction by the various field. To change to this mode go to the Process menu option and select
Switch to sort mode. This then enables the sort menu to be enabled.

Transaction ¥iewer - Digital ¥ideo

F Process Tagging  Sort (40 Ediking
=

Add Transaction Ctrl+Ins
Edit Transaction Ctrl+E

ile
. Delete Transaction  Cerl+Del I

Filtar Chrl+-F o
Clear Filker o
Locate Record -

Swich To Sort Mode

When this menu is enabled it is simply a matter of selecting the field you wish to sort on and whether you wish to have your

list ascending (A) or descending (D) order.
Br - Digital ¥ideo
] | Sort (&) Editing Yidec
| i =
v Ascending
Descending

1 Trans Mo m

2 Murmber

3 Tag

4 Timecode

5 Qtr/Elapsed
& Details

Y

Video Alignment

To begin using the DVC - Transaction Viewer module the timecode fields must be populated. This means that each marked
stat contains the details of the video file and the time of this stat.

If the stats were marked in the DVC — Scoresheet module using Digital Video or Computer controlled VCR then the
timecodes will already be present and the file will not need to be aligned. (They may however need to be adjusted; if for
example the statistic was marked a few seconds late then the corresponding timecode will also be late.)

If the stats were imported from an outside source (e.g. Imported from a ProWess System at Match stats system or from a
Cybersports game) then the statistical game file has to be aligned to DV game file. This is done in the DVC-Align module.
To enter the Alignment module from the system manager screen, select the shortcut button.
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To enter the Alignment module from within DVC — Transaction Viewer select File, Video timecode alignment.

Transaction Yiewer - Digital ¥ideo

File Process Tagging Sorb (47 Editing

Load Makch Chrl+L
Savearchive Match Chrl+5
Impaork fMatch Chrl+I
Reports 3

Yiden Timecode Alignment

Purge Selected Transactions

Preparation

You will need to have the video files of the match ready to be aligned with the footage. This places DV timecodes next to
each transaction and allows the program to access the footage via these timecodes. If the alignment is incorrect, when you
attempt to view a segment (i.e. one transaction) or a batch it will play segments of the footage, but not of the desired
incidents.

If you logged your stats in the DV — Scoresheet module directly from the digital video then the time codes are automatically
placed along with the pre and post times, as well each transaction will be pointing to the correct DV file.

It is vital to master the alignment process, as this module is dependent upon each statistic lining up with the video of that
event.

When importing games into the system there will need to be a process performed to align the video footage to the
transactions. There are two main actions to look at when aligning video.

1. Alignment - If the transactions have come from a ProWess live ‘At Match Stats Capture’ system there will be no
timecodes in the system at all, only a system time when the events happened. In this case both Alignment and
Adjustment need to be performed. The alignment component uses the system time to put timecodes with each
transaction.

2. Adjustment — Simply adds or subtracts from the timecodes for each segment to refine the timing of video footage.
If the transactions have been entered from a previously captured video file or from a VHS tape with a linkup to the
computer then timecodes will be entered in with each transaction at time of stats entry. In this scenario there will be
no need for the alignment process however adjustment may need to be performed in certain circumstances.

Alignment

Once you have entered the alignment module, load your DV file and view your alignment incident. The alignment incident is
the first event that is identifiable in both the game file and the DV file — i.e. the first stat, such as Jumpball.
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The lengths of the DV TC ‘from’ and “to’ are controlled within the Transaction Processing or Scoresheet modules under the
Video, Editing options drop down menu. These Pre and Post timecodes can also be set in the Video — Play options menu of
the align module. These can be set to your preferences and control the length of each segment. Refer to the section on
Editing Options in the DVC — Transaction Viewer help file.

Steps to follow:

1. View the alignment incident. Note down the exact time. Enter this time in the Start at timecode field. If you do not
enter this now you will have to use the adjustment procedure at the end to get your footage fully synchronized.

2. Enter the period you wish to align from. This is necessary if your footage is captured to separate period or half DV
files. The following transaction numbers are subsequently altered then only displaying the transaction numbers of
that period.

3. Alternatively you can specify which transaction to start and end at. When you enter the number and double click in
the field the display jumps to this transaction number in the transaction list. Transactions from this point onwards are
effected by the changes that you enter.

4. Set the video folder location.

5. Set the video file name.

6. Press the Align button.

When the Align button is pressed the DV_TC, TC_From and the TC_To fields are populated. The system time on the
computer that logged the stats is used for this action.

Adjustment

The adjustment process is different from the alignment process in that timecodes are altered by a specified margin rather than
actually placed into the list.

It may be necessary to use the adjustment feature if once the alignment is performed and some of the transactions are not
occurring within the segment time.

Click the Adjust button to open up the timecode Adjustment window.
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Adjust timeCode Dialog

Timecode Adustment

0:00:34:00

Adjust Yalue

Folder |E:“Wideo

Filename |NELZ000_123_1.MPG =

W OK I X Cancel | 7 Help |

Steps to follow:

1. Enter a value to add or subtract from the DV_TC of the segment you are altering. The ‘from” and ‘to’ fields, and all
following transactions will be affected by this adjustment. Insert a negative sign (the hyphen/dash symbol) at the
start of the Adjust value to subtract time.

Set the video folder location.

Set the video file name.

Click OK.

Check the alignment. Viewing segments towards the end of a period is the best way to check your alignment.
Repeat the process as required to be as accurate as possible.

Note: Steps 2 and 3 do need not be repeated if already pointing to a video file.

It is also possible to adjust the ‘from’ and ‘to’ timecode fields individually. The process is identical to these adjustment steps
explained here. Remember that all succeeding entries will be altered.

oL

If the stats were marked accurately (logged time) and the first incident is correct then the video file will be aligned to the
stats. When this module is exited these changes will be saved. This match is now ready to use in DVC — Transaction
Viewer.

Note: Ensure this match is archived before another match is loaded. This will save these changes with this game file.

Video Controls within DV Coach

This chapter is dedicated to explaining the use of Digital Video throughout DV Coach. A good understanding of the usage of
DV and the settings in the system to control it is necessary for efficient use of the software.
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Video Menu option within Scoresheet and Transaction viewer Modules

The options from this menu refer to the managing of video footage. DV-Coach uses Windows media player to play the DV
files. The DV player is built in to the screens of the appropriate modules within DV-Coach.

Currently DV-Coach supports the playback of MPEG1, MPEG2 and AVI footage. Each format of digital video has
advantages and disadvantages. You will be using the DV format that your DV-Coach consultant would have recommended
following discussions with you.

DV-Coach also has the facility to capture DV footage (in AVI format only) from within the DVC Scoresheet module.

Mideo Statsspeak Tools  Help
Load Mpeqg Yideo  Chrl+Y
Load Lask Video  ChrlH-alk+L
Close Mpeqg YWidea  Chrl+C

VWideo source 2
Set DY Falder

Open Yok
Close Yer

Configurakion k
Editing Cptions

Load Video - Opens a window to browse to your DV, which loads in video window.
Load Last Video - Re-opens last video viewed.
Close Video - Closes DV file.
Video Source — Has 3 options that define where the DV file is stored and played back from. This option under normal
circumstances should be set on ‘From Database’
Specified Folder — If the stored location of the DV file has changed. You can set this and then do not need to adjust
the transaction list.
From Database — The file location specified in each transaction. This is specified during the alignment/adjustment
phase.
Current Active — When this option is selected the DV-TC fields will be applied to whatever video is currently
playing.
Set DV Folder — The location for “Specified Folder” mentioned above is set here.
Editing Options — These options are vital for settings pertaining to each logged statistic. Once a stat is logged the settings in
place here will effect what details are marked. E.g. Segment length
Basically they allow you to specify some options when playing back segments. Following is a description of some of the
options available. The next section provides a full description of these options.
DV Play options - Has 3 options that define where the output of footage is to be directed. The last two options only apply to
AV footage that can be output to television using a DV Camera or Analog to Digital converter device.
Screen Only — This option is the default and applies to all types of footage. This option allows for the playback to
occur in the built in video window or at full screen.
DV Camera and Screen — This option allows AVI footage to be output simultaneously to the computer screen and
to television via your DV Camera or Analog to Digital converter device.
DV Camera only - This option allows AV1 footage to be output to television via your DV Camera or Analog to
Digital converter device.

When these options are changed it is necessary to reload the video file. I.e. Close and re-open the DV file for the configuration
settings to be changed and to take effect. Then the vision will be displayed at the locations specified.

Note: Using AVI footage and your DV Camera or Analog to Digital converter device allows you to output your footage to
VCR as well. This allows for the creation of player highlight or analysis tapes. This provides for more flexibility in the way
your footage can be used outside of the system.

Editing Options

The Editing options allow you to specify some of your settings for playing back segments and batches. These settings have
wide ranging effects in that they can control segment length, the in and out DV timecodes and the general video settings.
To open the Editing Options window click the Video menu and then Editing Options. A new window will appear called
Video Option Configuration.
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A logged stat will contain this detail line for each stat.
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The ‘DV Timecode From’ and the ‘DV Timecode To’ settings control the length of the playback. The from and to timecodes
can be manually set to change segment lengths or can be controlled by the pre and post settings — in this example 5 seconds
before and after the event was logged.

The editing options are for advanced functions and can be experimented with when familiarity has been developed with the
system.

¥ideo Option Configuration X|

—Segment
—Use —Default

* Fromf{To Timecode G
G | Fre Flay: hd
i~ General PrefPost eneral Fre Hlay gcs

" Ewvent Pref/FPost

General Post Play:[5 3| Secs
" Statistic PrefPost
—Editing Options
Usze Overlay—— Intelligent Edit—— | FExclusion

& No O

{* Exclusion I'I'1 vl Hers

" Genlock i~ Eliminate Overlap

x Cancel ? Help |

Segment
- From/To timecode -This option will use the “TC From’ and ‘TC To’ values to play each segment.
- General Pre/Post - When in General Pre/Post mode this will play the segment using the Timecode field
specified in the default General Pre/Post default timecodes.
- Event Pre/Post — On this setting each event can be coded to register a certain from/to time. For example a
coach may wish to view the proceeding 30 seconds after each Jump ball.
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- Statistic Pre/Post — On this setting each stat has to be coded to register a certain from/to time. For example a
coach may wish to view the proceeding 30 seconds after each side ball play.
Editing Options
Use Overlay — Leave this setting on no unless instructed to by your sales consultant.
Intelligent edit — This option allows you to control the playing of batches The Exclusion option allows you join
segments together if the end and start of the two are very close. The exclusion amount is the time between the end of the first
and the start of the second. This can be set in the exclusion box (in seconds). The eliminate overlap option does not allow

segments to be repeated if they contain the same footage.

Loading and playing back the Video file

The corresponding DV file needs to be opened. To do this click on the _| button and browse to the location of the DV
file. Double click on the file name and the footage will load up and begin playing.

T 0T e s | LY sl D65 WO TENLER W TERWRSYILLE =¥ x|
_mmmmﬁhm:ﬂ:qﬁ-mmﬂ icko Took  Help

= =0 & Lien =H e=E e

Ilﬂ_‘l‘l_!-ﬂ-l_! ﬁ-- [0, 1503 PG
VICTORIA | TOWNSVILLE || : : _ - i
YRS 2P bt JmmJ Cosahy _.J F

B EEGLE LI ]

T e A ] |k Erinans ? |:|j‘1|'|'.i:'

1] SeTH BS HOWAH

I RCDRDRL D I Peorgl

7 BMERDAN | 33 RO "“‘"I ey -

11 PHERLER 3 OO
23 RMETEY 4y WaLEY HHI[ '--1-“-l-='__]
H PETEE 4 PELLY

M ROHADECH | 51 PO ﬂ““l it 1
S| VASLEWE |6 AMEPLER

10 Meleormtd

T SelTH

W DAWDHCH

hlllﬂj

RELIEL1ZH IHRG BN

iy 8 I

& FRmia

2

i

= MBLDGE Fured 1155 ey TWCeathl
!“Hl AAaESER || B S | e, | .MII‘T Girre.. |Em| ANBTERYEE

When the DV file is loaded, you are ready to log (mark) your transactions. When this is done you can access the footage
directly from the logged transaction. In its simplest form you can double click on a transaction and view it instantly. A single

transaction when viewed is called a segment.

Using the Video controllers

These video controller buttons control your Digital Video. Developing a familiarity with their functions will streamline you

use of DV.
1 u2 w3 4 i
e e e B R G K AR s s
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1. Play 2. Pause 3. Stop 4. Video time line bar — you can drag to any point in the video. 5. Play selected segment 6. Play
selected batch 7. Cancel current batch or segment. 9. Replay previous segment 10. Replay current segment 11. Back 20
seconds 12. Back 5 seconds 13. Back half a second 14. Forward one frame 15. Forward half a second 16. Forward 5 seconds
17. Forward 20 seconds 18. Video speed controller — slow motion control.

Screen options for viewing

It is up to the user to explore these options and become familiar with the screen views that suit them best.
1. The playback, by default appears in a built in window. This window has video the controllers at the bottom.
2. Full screen. For this view right click and select Full screen. To return to the built in window right click and de-select
full screen. The keyboard shortcut is ALT | ENTER or ESC to toggle between full screen.
3. Output to television. If you are using a back-office set-up you will use a television to view your DV.

=

Click on the button to toggle out to television. This changes the screen allowing more transaction to be
displayed. When toggled out to television you will then also be able to send your DV to VCR to make player tapes.

For notebook use in conjunction with a video projector the use of the ALT | ENTER keyboard shortcut for full screen is vital.

In practical terms, this means a filter will be set, a batch will then be previewed and toggled to full screen mode immediately

by using the ALT | ENTER keyboard shortcut.

DVC Deploy

The DVC Deploy module provides the facility for DV Coach users to share their transactions files. In a nutshell this means
that a match marked in one system can be exported out to create an archive file, and then this archive file can be imported
into another system for further analysis by another user, on a different computer.

A practical example of this would be if a game was logged live at match on to a notebook computer, this transaction file
could be imported into a back office PC for further analysis, alignment to the DV file and possibly video editing applications.
To access these functions select Upload/Import or Download/Export from the file menu:
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Filz= Processing Mainkenance Hous
Load Selected Match Chrl+L

Upload | Import Details  Crrl+U

Daownload § Export Data  CekrlHD

Cwbersports Wizard
Cyberports

Prink Setup. ..
Ezxit

Export

To create an archive file to load onto another computer running DV Coach select Download/Export from the file menu. The
following window will be displayed.

Sl F3
[yloadMatch | [ MeichDetais Uy Export NOW fles

MEL Season - 2000 - 2001

Round 15 Match | 23 Date:
MELBOURNE Vs WICTORIA

. Sebect Export Parameters I Transaction Data[

o .

~—Data format
! |TRANSFER ARC & Siatsmaster © Tl
NELOOT [15.123) | 4441Gen | Sm_expl

To export the currently loaded match click on ‘export now.” A progress bar will be displayed:

Export In Progress ... i

Exporting Transactions

@

To export another match from here click ‘load match’, choose the match and export.

Ensure that you are aware of the file name and stored location of this export file. It is possible to browse to any desired
storage location and to name the file to whatever is appropriate. If this is going to be a well used feature we would
recommend that a naming convention be adopted to avoid confusion or the loss of any game files.

For example, a combination of competition, year and match number should suffice — “NBA02_M23.arc.”

Files can be exported to floppy disks, locally or across networks.

The transactions contained within the match file can be viewed from the transactions tab.

Note: This archive file can only be used by DV Coach and can only be placed back into a DV Coach system using the import
facility.

Import

To import an archive file to load onto another computer running DV Coach select Upload/Import from the file menu. The
following window will be displayed:
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Click “Extract’. A selection window will be displayed. Choose the .arc file to import.
The match details and an “import” button will now be displayed:

e Match Data Deployment - Impoark ;JEI&J

|Im|:mrt % mpcn | st |

-hhﬂlﬁpﬂ“m!ﬁmﬂml

Select |mport Filarname

' . |C:\Pro_sm32ofen T ransfer arc E:Eﬁh‘ﬂ I
\’ @ —Sounce i “Drata Fournat 7

A .ﬁ‘ Prirmag  © 2nd File (¥ Staemaster T Tesn

MEL Season - 2000 - 2001
Round 15 Match 123
MELBOUBRNE Vs VICTORIA

[ Match)
4.4 41 Gen

HEBLOM [15,123]

The transaction data can be viewed by clicking on that tab.

Click on “import’.

A progress bar will be displayed and the file will be automatically archived into this system.
This game will now be the loaded match and be ready for further analysis.

Note: The video file will need to be adjusted to point to the DV file relative to this computer. If you are copying the video file
to this computer make sure the location and path is the same. E.g. C:\Video with the same file name.

Cybersports Import

DV Coach for Basketball has the ability to import a Cybersports game file. This way you can use the statistics generated in
the Cybersports environment with the DV Coach software. After the game is imported you will then be able to filter out on

DV COACH 2003 -48- © ProWess Sports — All Rights Reserved



your desired transactions, make batches, view them and save them as EDLSs, within the Transaction Viewer module of DV
Coach.

Step 1 - Copy game file to import location

e Cybersports games are formatted with a .BBG file extension.

e The Cybersports game file needs to be placed in the correct file location for the import wizard to locate it and
convert it for use in DV Coach.

e Copy Cybersports game file (.BBG ) to the import location.

e This location can be set in the System configuration section of DV Coach so that this import wizard always looks
for the Cybersports game file in this location. If the .BBG game file is not present in this location you will need to
browse to it manually. The system will automatically detect the .BBG file, but a format must be used where the file
prefix (NBL in this example) and the file number of the file match up with the match number of the games loaded
match.

In the following example C:/Program files/Cybersports/Cybersports for Basketball/Games 2001 is set as the location for
the import file and the game to be imported is NBL003.BBG is stored in this location.

Step 2 - Start Import Wizard

Start the Cybersports import wizard by using the menu option,

"i D¥ Coach Professional - System Manager

File Processing Maintenance Housekeeping
Load Selected Match Chrl+L

Upload [ Import Details  Chrl+-U
Dovenload [ Export Data  Chrl+D

Cvberspaorts Wwizard
. . Cipboee peou 1 \Wizand
Erbzpuits or the shortcut button (if configured). pe
The following screen is displayed. The details of the currently loaded match are displayed.
Cybersports -= D¥Coach Import Wizard El

Enter all master detals pertaining to the match o select from exsting list of matches
on the database.

Competiion:  NBL Season - 2001 - 2002
Match Date: 13052002

Round 1 Match No: 3
Home Team: CANBERRA
Opponent:  BRISBANE

NewMatch | EdtDetsls | Maintenance |

CyberSports game file to use:
]E; Frogram Files\CyberS portshCyberSpoits for BasketballvGames 2001 \NELOD3.BEG

Uze Srart Expost Link [ ¢ Back Mewxt » | Cancel ]

Step 3 - Load DV Coach match

The first step is to select the match in the DV Coach match roster to import. This can be created prior to the import, or now as
you commence the import procedure.

e If the match is already in the DV Coach roster click ‘Select Match’.

e If the match needs to be created ‘New Match’.
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e If the match details need to be modified select ‘Edit Details’.

e The “Maintenance’ option allows access to the Match Preparation module
These options open the appropriate section of the Match Preparation module within DV Coach for these modifications to be
made to the match roster.
Once the match has been selected its details will be listed and the match becomes the currently loaded match.

Cybersports - = D¥Coach Import Wizard FE x|

Enter all master detals pertaining to the match o select from exizting list of matches
on the database.

Competiion:  MBL Season - 2001 - 2002
Match Date:  13/05/2002
Hound: 1 Match Nee 3
Home Team: CANBERRA
Opperent:  BRISBANE
‘ -
CyberSports came file to use:
|E;'~Fmgram FileshCybers portzACyberS ports for BasketballvGames 2001\NBLO0Z BEG

Load.... | Browsze. .,

Uze Smart Export Link b ¢ Back 1 Mewt » | Cancel 1

NewMatch | EditDetads | Mainienance

This screen also displays the path/location of the Cybersports game file (.BBG).

e Clicking ‘Load’ allows you to view the game from within the Cybersports program.

e Clicking ‘Browse’ allows the user to navigate to the .BBG file if it is stored in a different location.
The program uses the match number of the DV Coach game to align to the .BBG game. l.e. DV Coach match No. 3 is
looking for the NBL003.BBG game file.

Ensure that the ‘Use Smart Export Link’ remains checked.

Click ‘Next’ to continue.

Step 4 - Verify Details / Import From CyberSports

Now check that the match details are correct.
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Cybersports ->Statsmaster Import Wizard N |

Fleaze confiern that the following details are cormect priarn to proceeding to the next step.
The Cybarspots import wizard will nowve help pou reconcils the playing rasters and allow
you enterdedit player profile details

Selected katch Details
Comp MBLOD1 Rpd 1 Match 3 Date 137052002

CANBERRA ¥ BRISBANE

CyberSports game to use:
it:'u.ngam Files'CyberS pontehCybers pots for BasketballGames: 2001\NBLO0G BBG

Lost.. | Browse. |

Click ‘Next’
It is at this stage that the Cybersports game file is converted to be imported into DV Coach. This process happens in the
background.

Step 5 - Reconcile Match Rosters

The team details are displayed from both Cybersports and DV Coach. These team lists are reconciled here. If a player does
not exist in the DV Coach roster they will be added to the Player profiles. In the following example two of these players are
not in the DV Coach player list.

Cybersports - = D¥Coach Import Wizard : x|
Please check and verify CyberSports against Statsmaster plaping rosters. b atch up
any unlinked players by selecting from Statsmaster databaze
CANBERRA, BRISBANE |
Mo.| CyberSports | Statsmaster =
P 9 Andiew Latimer
_| 3 Bobby Brarmen BOERY BRANMNEM
_| 14 Damien Ryan DAMIEN RYAN
_| 11 Daved Cooper DaVID COOFER
| 8 Glenn Siegle
_| 10 Lee Barlow LEE BARLOW o
_| 15 Randy Rutheifand RAMDY RUTHERFORD
_| 42 Simon Keile SIKON KERLE
_| 24 Tuay Pilon TROY PILON
L 12 Wade Helliwell WiikDE HELLI'WELL
Player M aintenance Unlink. This Player
Nest = | Cancel ‘

The DV Coach player roster can be accessed from the ‘Player Maintenance’ button. Player can also be unlinked from the DV
Coach roster. Clicking ‘Unlink this player’ will remove the selected player from the DV Coach player list.

Click next.

The following screen lists the players not matched up with the DV Coach roster. They will be added to the DV Coach roster.
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Cybersports -=> D¥Coach Import Wizard g x|

The following CybeiSports players were not matched up with any from
the Statzmaster Databaze.

Teaml Team?
CJ Bruton Ardrew Latimer -
Glenn Siegle
| i [« | LI_I

v idd these unmatched plapers to the Statsmaster mastedfile Database

Ensure the ‘Add these unmatched players to the DV Coach masterfile database’ option is checked.
Click next.

Step 6 - Commence Import

Click ‘Commence Import Now’. This will import the match data.

Cybersports - > D¥Coach Import Wizard : X|

Ready to impori....

Chick on Import to stast imponting now,
Commence Import MO | |

sk | G Cancel |

The match is now imported and archived as a part of the process.
The following screen is displayed.
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Cybersports - D¥Coach Import Wizard x|

Ready to import....

Chick on Irmport ba stast impaiting now.
Commence [mport MO |

Irnpott R ezt
Impart completed successiuly | il

¥ PunYideo Alignment Module an ext

Finizh [Fance| i

Click “Finish’ to complete the process. The DV Align module can be set to run upon exit from the module. Uncheck this

option if you do not complete alignment at this time.
The process is completed now. You will now be able to load this match and access the stats in the Scoresheet or Transaction

viewer modules of DV Coach
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