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Congratulations on your purchase of DV Coach. The purpose of this document is to explain the basics of
DV Coach and to get you up and running quickly. As you can appreciate this is a sophisticated piece of
software that will provide you with the ability to perform all manner of analysis. There is a steep learning
curve for new users, as several important concepts must be picked up. Over time you will become more
familiar with the capabilities of the system and be able to do more with it.

Prowess Sports encourages users to refer to this document and the help files especially as new users to
develop a familiarity with the system.
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Section 1 — 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:

Enter game/match details for both teams for any game your team is involved in
Digitize / Capture your match footage in DV or MPEG format

Record events and statistics, live at game or back-office, using a special keyboard, by pen/mouse or by
Statsspeak — ProWess Sports world first - voice activated stats system.

Create a timecode based transaction history file for auditing and video editing purposes

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

Accept & merge game/match data from external system (e.g. portable/remote computer) by disk or
modem

Provides automated of control professional quality video recorders (i.e. Play/pause, record, ff, rew, slo mo
etc)

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

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)

A number of basic printed reports are available and data can also be easily exported into a 3" party package such
as Adobe PDF, MS-Excel, MS-Access, MS-Word Lotus, or HTML.
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Section 2 — System Set up

DV Coach has the ability to have multiple databases to swap between. This enables you to maintain a separate
database for different sports, different seasons or even for different coaches. The database folder for each system
is entirely separate and can contain completely different stats profiles, reports and buttons. The system manager
is used to set up and link as many separate systems as you require.

To access the DV Coach System Manager — double click on the Desktop icon,

"

P
td

DV Coach
System

Manager

The following window is displayed. This screen is an example of a DV Coach system with 13 different systems
setup.

oF MWipach & Statsmaster System Menager [\Softwars\ProWess\Statsmaster ] [=]
Ble Artvate Config

DWVCoach & Statsmaster - System Manager

4P S R _AFL N0
Caler / Tl syabam C'Pro_SMINDel_FOOTYCALDE R 2004 Pry_SMI2 CALDER ni
Cakder MAIH CWPra_SMEPDw_CALDER? pio_sn 3D CALDERZ wa

O Cousch - Bachsthad CAPra_SMINds BB Pra_SMIZ BE i

O Cosch BB C-Pro_SM K udst_DvCOMEH Fro_SM32_DY-COACH ni

D Casscky S ocoer 4peo_om i DVCEOOCER PS8 32 ERCROCTE FLind
Howard  Etethoetl all Austh b C'Pro_SM sl BEALL BA Pra_SMI2 ES howard i
Mertharrgdin TP SM Al v PAO_SM_MS 1M

Fughy Lirson CPro_SM T Rl Pro_SM3Z_ALlwi

TAL CUF FINALS - OVD PRLIECT O det_TACFINALS Pro_SM32_TACFINALS ni
Wiosoe lEstng P50 st hoothualhvoers Pro_S8 12 dsoothabics ini
litleary el Chpeo_snm3hadst wilsty Pra_ S8 wilett

L *

Comerid Actrod System - Audelside Jberg
ICAPw SMETulst BEALL Amadsser] Wetwork Drive: 5]

DV Coach cannot be used unless one system is setup and activated. The DV Coach program needs to access
information in the database, as well as in a configuration file. When DV Coach is first installed this setup of a
system is performed.

To set up a link to an existing database, click B Hewtik | e following window is displayed.

System Link Details

Desciiption |Season 2004 - 2005

Pathy | Pro_SM32dat_2005 Browse
Config Fle [Pro_SM32_2005 J

Save Cancel |

Name the System in the Description field. Browse to the database folder or type the location in the Path field. The
Config file need to be in the C:\Windows folder. The button allows you to browse straight to the C:\Windows folder.
When ‘Save’ is clicked this new system will now appear in the System manger list.

Click ‘Activate’ to ensure this system is active.
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Section 3 — System Administration

This section describes the basic tasks you will need to be familiar with to set up and maintain your DV Coach
system. Please note that when you perform these tasks and changes that they are being effected on the system
that you are currently working in from with in the system manager.

Basic Steps & Procedures

The fundamental steps in using the system are as follows:

1. 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

ok wN

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

Clear all filters Go back to first record

2{3
Set filters { Go back to previous record
| »|
Print Go to last record
?
£_|Help }' Go to next record
i |
Load Match = Player List
il =
sl Exit = Copy a player list from another game
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Data Preparation & Set Up

To use 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.

I ——
Housekeeping  Utilities  Help

Reference Codes

. Stakistic Codes & Profilas
a | Maintenance  Housekeepir

T Club/Team Details Operatar Security
Player Profiles System Configuration

I Competition Details

Report Maintenance. ..

Screen Setup
T =

A S | I

Yenue Details

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 an experienced
user, 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.

When DV Coach is first installed it will have a default stats profile in your sport. The stats codes and terms of
reference will be set up for you to begin recording events. Please be aware that the reports within the system
access the stats database through these stats codes. Changes to these will effect the way that data can be
reported upon.
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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 & 4O il

Tive I_ Eabrgon I_ Seach | [Number |

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

FIE i 2 Pz Altempl 2 Pz A r

BE 2 Pt Mads 2 20

(|2 3 Shot Pecerkage Shet Pel r

BE 4 2 Pl Altgmp 3P Al r

(1M 5 3PuMace 1Pt Mads N

|3 & 3Pt Perceriape 3 P Pt r

([FFL 7 Passoral Foud Foul r

(lass B st Azsiet r

(e & Bhek Block r

[[sTL 10 Sieal Shel r

] TAD 11 Tuinoee: Turrereer r

|orE 12 OW Rebound 0l Rkl r

[ |ore 13 Dieferzive Reboid [raf Rk 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.

When DV Coach is first installed it will have a default stats profile in your sport. The stats codes and terms of
reference will be set up for you to begin recording events. Please be aware that the reports within the system
access the stats database through these stats codes. Changes to these will affect the way that data can be
reported upon.
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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.

llllllllllllllllllll o . EI
Terms Of Keference

& Repon | M Ext | 7 Help |

Class
Seaich | By: |Code =
Elanilinnﬁm 'Eufmmm -
Code Description File :Ahhruviatinrﬂ Code [escription Mo Abbrev  Clazz =
: B|BOFP  Baseine OB Play B Baze OB EXI
AEF X | Tummowed FCP  Fudl Cowt OB Play T FiCanOB Ex1
REF_X | Contbest FLE  Fies Lance Bazlet 3 FflLance EX]
REF X |Side PRS | Press 4 Pressz Ex1
REF X | Pass Tvpe S0B  Set Oense Basket 2 Set O Ex1
REF ¥ | Coach S0P Side OB Play S5de 0B EXI
REF ¥ | Succesw/F TE Traresition Baskeat 1 Trarsition  EX1
AEF ¥ |Estra®
REF_X E:_-dmﬂ —

REF_* | High kght

HEF Lesgue
REF_5  Field Poz

REF Match Type
FREF_ 0 |Phase
REF_S | Penaky

REF_S | Fhasa -
,|—‘ hd

4 > O 5] | T S S B El‘lliﬁl

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.

L I
Maintenance  Housekeepir
i ClubyTearm Details
Player Profiles
Competition Details
I Yenue Det ails
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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.

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

Leave | g Search | Erz—||

Chibld Mame Abbrey Logo Colouss Coach Luq;pu' Region|  —
p| T  ADELAIDE £

BRI BRISBANE Budeds

CAl  CAIRNS Taipans

CAN  CAMBERRA Cannons

MEL  MELBOLRME Tigers =
PER  PERTH Widcats

SO SYDNEY Kirgs

TOW  TOWNSVILLE Ciocodies

VI  VICTORIA Titans

of

ElN| 3

| sM_cubt |

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

Edit Record o x|
VYO R<L>3 s o O
1d [VIC
Mame |VICTORIA Abbrey. |Titans]
1 Playess | 2 Detais |
Frlew Llnsedt CAEdt  [CiRemove [~ Active Plapess
[N E‘W‘* First Mame Adiw-IF'm Tope | Age | Height ﬁ State =
941 2 CHRIS r
200065 4 DICKEL MARE r
943 10 MCDONALD DARRYL r
Bl 31 FEPFER BEH L
7ol 3 RONALDSOH TONY r
an43 12 SHERIDAN BRADLEY r |
30057 £ SIEGLE GLEN r
gi5 10 SMITH TASON L
S0az 31 VASILIEVIC PERO [
8% 13 WHEELER BRETT r
20065 v  WRIGHT MARCUS |
'II I I‘l

| | Edit | S5M_Chb2

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

Another part of the preparation stage includes entering information on all of the current players for each team in
your system. A unigue ID 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.

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 these 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.

=il
Flz Yew Help
Lo #d & £ 2|
| cxbTomm | ¥ ol Piagers  Sech | [Sumame ——+]
Id |SL; Sumame | Dither | Team Mame |Hm] Ty| Club |ml'¥“l g:; |.!:.:|an4'§:':"|
3 BECKER EEVIM 10
807 BEER HEVILLE 15
14 BEGG STEWART 12
El s MATTHEW 15
w27 BELLCHAMBERS MARCUS 4
24 BEMKETT EHYS 10
129 EBEHUSSI JOE 15 E
3% BERGESON DUAHE ]
323 BERGHAM HIGEL 3
m BICEETT 0N i}
£ BIDDIMNGS REG 15
m BIEKER MEAL 15
&5 BIRC: BARFY 2
15 BLACK ALSH ]
52 BLACK STEFHEN 8 1 =
Kl 1|
Fites D SM_Piel
Add New Player U X
ogoooze Flayer Profile Details
il By -
+ @ == 2 ol = ﬂl Z|
Furst Names Sumame Humber

1Profle | 2 Cortact | 3 Motes |

curem | ]

Bith Diate Age Heaght [Cms)  Weight [F.g]

| |

Plaing Posi Ii
Type OF Playe:s

Staluz 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.
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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.

Wenues 5 =10] x|
Fils Wi Help

AL MK<€>» M iy & v @ Seach | [Venueid = il
Verusld 1 gy Adboery Tugen Addresa Heghdonss2 :l
kLS Fireg Chas Sancirgham Erug Chish
B Fod Laver drena AL Adena
WL Wiakad triee B2 i LT T
a1y o

Commencing A New Season (Competition)

In DV - Coach Pro terminology, matches are grouped into competitions that are usually divided into individual
seasons (e.g. 2004 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

NBLO4 NBL season 2004 - 2005
TEST Testing / Training Matches
PREO4 Pre season matches 2004
PO2005 Play Off Games 2005

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

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 displayed, based on the current filter settings.

Fie Recoed Optiors Teamlids Help
Match Preparation [ [0 G # 20 & = I 2

1Te [ 3Reund =1 Dol =] Vense = . TS
2 Ceer | =] dMach [ 1o  pefiiiEm] Team | =S [Core =]

iT— nr.u|umm To| Omw | Time tﬂuEﬂpultnu*twi‘lﬂu R || e | 2]
| m-0 1 0 vob D' 0FA1/2000 1500 TOWHSALLE ADELSIDE 15000 r
ol LURE: 1 1 Dutls" DSV /2000 14:10 r
Hmez ? [ 2B 1400 r
| mH-o 1 137 D&Y IAZAESS 14:10 CAMBERRA, WEST SYDMEY r
!‘I“ 1 1 DA /21N MELBDUARME WVILTORLA |_
.| TEET 1 45 AL& 51 /2000 VICTORLY MELEDLIRME =
| TEST 1 123 D" OSA1Y /2000 14:10  MELBDURME WICTIORLS =
L TRam 1 1 Eu | 11 /2000 1470 WIETORL MELEOUSHE F i
| TR 1 5 A1 /2000 VICTDRLS MELEDLUIRHE =3

g o

Rond 1 Mach 1 04012007 @ ' MELBOURNE

e R v-

| VICTORIA

C Fieron | 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.

** T|p **
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.
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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.

Makch Preparation e =10] x|
Match Preparation v @ — — = = o ST Y 1
' Conetan Round MaichNo | Troe |
[n1-u2 j izu |1-m Level |
| WBL Eegular $easem 01-03 Umpives
1
| Duate Time 2
\ogm32002 - [07:00 -
Cosnslstions
VICTORIA Westher |
Hmel"u"lE | Gaoursd |
3 VS Chb VI
Oppasiion [MEL “‘“""*;
KELEOURNE
hadich Coment T etonplion
Venue [VOD [
Vodafons Arena
Attprdance [Crowd) E
Coverage | =
=
e

[T 1Detais £ZVICTORIA J 3MELBOURNE § & 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.
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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 Fg: to access the team list screen.

_ x
DRE @ % @ HCose |
Search | [Sumame =] 1 VICTORIA
Ho[Sumame  [Other [Pos [Hot{Wat 2] 155 ansTev. C [4oiELM [ 10 MCDOMALD, D
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A EONALDSON  TOMY
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9 WRIGHT MARCUS | |

| !

| !

| !
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=
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| | Smbtchd |
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.
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Selecting the % button, it will allow you to access the Team List screen.

Bt
=

If applicable, you may select the IMPORT button 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.
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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 “B on the match.

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 Mainkenance Hous

Load Selected Match Chrl+L

Hirlmad f Trameek Diskaile CRelal ] 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:

Sesrch Chaschers
Corrgdd | Flound Matckie | Date Tuerey el e Tope Uspl| Chobl | Chb? | Asg) Coerm =
42 0] 071 /300 | 70000 P LLE ADELAIDE y ]
Moz 1 1) DM A2000 2210600 F sy
e #AVNEER 2T P [u”
a1 137 20M2AH838 21000 PM CAHBERRA WEST SYDMEY [’y CAY 'WiER
(L1 | 180 CES 0T FH e VICTORLE HELBOURHE [uy” Wi MEL
TEST 1 11 DA A 2002 WE LBOLERKE WICTORLA MEL WIC
TEST 1 45 050200 VICTORLA WIEL BOLIRHE WIC MEL Tew
TEST 1 1 (S0 21000 FM MELBOLRKE WICTORLA [ MEL WVIE Tes
TEAIN 1 1 0512000 21000 FH VICTORLA HELBOUENE D'y WIC MEL Tow
TREH 1 5 A0 VICTORL WELBOURNE WIE  MEL Tes
-
i | ¥
Samrch iy
| Compld =]
5 paanl | Giereial Fited ! & QK X Conce |
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.
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Section 3 - 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, simple mouse entry or Statsspeak. When a statistic is logged
using DV Coach a timecode is logged 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.
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.
_18] 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.
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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

5 B |E |2

Notepad
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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.

1R 50 T
T T T

= 0§ g

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.
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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 c'ustom keyboard.

L
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L
Turn Dyna-Capture Location ON a
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VICTORIA
9.1

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

NotesfComments
Comment IfoenSive SetPlay 1|

Note to all players -
In this sitnation

- fake to the left

- move to space

- screen the ball handler

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

EBad pomnts
- Effectivensss is restricted by team cohesion - all players nmst folow team plan....

I N @ [
@Elﬁl%@ “'l “l ! |ﬂ "l »l»rl )

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.
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Tab Options

The transaction display area has three tabs for different views.

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.
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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.
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Capturing Video within DVC Scoresheet

DV Coach includes the facility to capture footage and mark your stats simultaneously. The footage captured can
be in DV-AVI (non-compressed) or MPEG format. The DV-AVI format allows for the vision to be output to
television from a desktop or notebook PC using your capture device. Using the MPEG format allows for the
storage of more footage on the hard drive.

Note: DV-AVI footage uses about 13Gb of Hard disk space, per hour of video. High quality MPEG footage uses
2Gb of Hard disk space, per hour of video. Low quality MPEG footage (VCD) uses 700 Mb of Hard disk space,
per hour of video.

To capture Digital Video you need:

e Analog to Digital converter device or AV in/out enabled DV Camera

e |EEE 1394 inter-face (known as Firewire) between Analog to Digital converter device and Computer.

o Sufficient hard-drive space for capture. Digital Video files are very large. See the above note about file

sizes.

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. E.g. 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 Settings

This is the section where the video settings are configured. Once they are set-up they will remain in place until
manually changed. This way you will be able to enter the module and begin capturing without checking your
settings.

Set the format i.e. DV-AVI or MPEG using the following menu. The selected option will remain checked. When
DV-AVI is selected there are no other settings to be configured. Simply begin Capturing.

BTN Yideo  Tools  Help

1 Start Preview
2 Skart Capture
3 Open Last Captured File

Widen Format

Mpeg

To capture in MPEG format, ensure the MPEG option is checked above. When this is checked the MPEG
Configuration option becomes available. This menu item contains two additional menu options that control the
MPEG capture, Video parameters and Video Resolutions.

S =N Yideo Tools  Help

1 Stark Preview
2 Skart Capture
3 Open Last Captured File

YWideo Faormat r

MpeaWideo Configuration  # YWideo Parameters

|  Video Resolutions
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The Video Parameters window contains the important MPEG settings. These settings determine the size and
quality of the MPEG file.

Properties g|
Image Size MPEG option Bit Fate
Widh L ez T T ke
. mpeg
Height
Sequence Header Interlacing Sequence
Frame Rate " each sequence (v
A 25.00 + gach GOP .
Azpect Ratio M [GOF zize) fe
- 4:3 15 totion Yectors
Wideo Format b [ref distance] harizental - J4
- PaL lig vertical 4
0K | Cancel | Spply |

These settings should be configured by or in conjunction with your ProWess consultant. The Bit rate is the most
important setting. A high Bit Rate (6000 Kb/s or greater) provides a better picture, but a larger size file. A setting of
4000 or 5000 Kb/s will provide good results at a reasonable file size. The performance of the PC will also have
implications as to what the best settings are. Once set, these settings are saved. Do not change them unless you
are sure of what you are doing and what the implications may be.

The Video Resolutions settings also need to be configured. These options pertain to screen size and clarity.
When these are changed the module (Scoresheet) must be exited and re-entered for the changes to take effect.
Again, consult your ProWess representative before changing these settings.

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 or DVC Transaction Processing 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.

OY-Capture  Video  StatsSpeak
1 Skark Preview
2 Start Capture
3 Open Last 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:
2| x|
Save it | L3 wieo x| - BB

il ruma: [E12_TitandV Tigess. avi | Sawe I
Cave 2z ppet [Mpegidec - Cancel
| = ===

e Select the file name and location of the captured file. A default file name is offered using the name
referenced in the loaded match title. However, any name can be used.

e The file extension .mpeg or .avi, is also assigned automatically.

e If a name of a file that already exists is selected you will be prompted to change the name or overwrite the
existing file.
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NOTE: Exercise caution when overwriting files. When a file is overwritten, it is lost, replaced by the latest
capture of that name.

e As soon as Save is clicked the capture commences.

e The onscreen preview may “stutter” while it is capturing. This is because the PC is using its resources to
create the video file, not on the preview.

e 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.

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

e 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. I.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. Please be aware
of the implications of pausing the capture has on the aligning timecodes.

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

NOTES:

e We do recommend using a naming convention to keep your video files ordered. A convention that uses
comp, round and match numbers is excellent because games are then stored sequentially. E.g. 02-
03R2_M13 WOLVPER.mpg.

e Alimitation of the DV Coach MPEG Capture is that when the size of the file reaches 4.1 Gb, it
automatically splits and starts capturing in another file. The name is the same except _vol 1 is appended
to the name. DV coach is designed to accept multiple video sources, so this posses no problems.

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

File Extras Wiew Help
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Template I | Type I I LCatex
TI:F;D Code |Mo| Ty Description Abbrey

bl TRS 21 Transition T ranzition

N Y0 22 Yiolation Yiolation

- 051 3 PHa | Defenszive Set Plaps Def Set Play

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

B D54 34 PHA | Defensive Set #4 Def Set 4

N D55 35 PHA | Defenzive Set #5 Def Set b

o Fri 44 PH&  FNRA FMR 1

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.
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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.
¢ 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

Zanfigure Statistic Butkons

ff Set 2

— OmSet

OfFE Sidebal 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 x|

Search Characters

Mo | Templ| Code| Abbrew Ty | Full Description
; Personal Foul
g ASS | Assist Agsist
g BLE. | Block Block
10 STL | Steal Steal
1 T/0 | Turnover Turnover J
12 ORE | Off Rbd Off Aebound
13 CRE | Def Rbd Defensive Rebound
14 REBD | Rbds Total Rebounds
15 FSA |F/S At Foul Shat Attempt
16 F5i | F/S Made Foul Shat Made
17 F5% | FS Pct Foul Shat Pt ~|
Search By
j
New Code | Code Maint | ¥ 4 I 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.

¢ 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 Colar
Select Button Font
Zelect shape

Remove Butkon

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

E A %kakn Mtk e Seho o =] |
wlo| | e]vw|m]|e]=]=]-]]| | €]
Serfeol ] R 2 e - B
H:I|L'mk| Dhepe I Aibbaey |ml H Tapl Lot Hime F Walic)| Sirm | Cokor vt lats
4 | I P Anenpt 2P Made 2 qH O™ OITH 5 St Senl ™ B 0
S0Py e TP Mads 1 W T .l.l-'-'ll':v-:'.-ed r o
7 FFL  Feiooral Fod 2-TLL 1 H m = L-'IIII- My Sar Senl r B O
IVLFT | Lt Eries L [ riresy 1 W O @m FSES My Syr Send r ] 5
22 REN Raghd Erdses RghiEnties | 1 A R A BEES My St e r B o
5 051 Dfercwe Sel 31 o St il A OTSIET 20 S M S Senl ™ -] I |
IF 052 | Dflenass el B2 O S 2 o ;TR 2 DN M) S Send O B 0
33 053 Dforave Set 33 O St 3 0 H TS ET 30 RS M e Senl ™ B O
A1 FE | adeball Pl @1 Sadetald 1 1 W TN W) AT My Sera Sl C L]
47 SET | Sedebuall Flayn BT Sadetal 2 1 W 100 ZET 30 ZI4TEIESE My Sara Senl r B O
1 SEY  Suleball Pl 0] Gideball 3 1 W TS I A FATENID My Sara Send r B 0
£ POS | Podvet Iretlyeanant Pt 1 Al mE A -ﬂl; G D e r 12 ZA0
4] 3
o= |

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.
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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.

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 ZPtAtk 27 Lalt Entries
2 Z Pts Made 28 Right Ertries
3 Give &G0 31 Dewf Sat Play
4 3 Pts Akt X2 Dwf Trans
5 3 Pts Made 33 Dwf Sat 3
& 3Ptz Pt B4 Dok Sat 4
7 Foud 11NN 35 Dwf Set 5
B Bk 3 OfFf Sak |
9 Bhock 37 Off Sat 2
10 Skeal 38 Off Sak 3
Ll Tusnower 9 Off Sat 4
12 off Rbd 40 Off Sak 5
13 Def REd 41 Sidebal 1
14 Rhbds 42 Sidsbal 2
15 Ff5 Atk 43 Sdebal 3
16 Ff5Made 44 ECE 1
1¥ F5 Pt 45 Poskiee
15 Points 46 Magatieg
1% Defence bz 47 Cowch
20 Teuch Fouls 49 Special
21 Transition B0 v Queery FIF
22 Violation
23 OFf. Foul
24 Charge Taken
25 Jump Bal Win
26 Jump Bl 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  Wideo
Penalty :l @l @l [
CIFFicial =
location |21 [00:00 | 11:2
High Light
Team Rule ;
o all1 l
1 Situation k
Z Turnower ¥ 1 Wiolakion
3 Conkest k 2 Fumble
4 Side J 3 Bad Pass
5 Pass Type F 4 Traveling
& Coach k 5 Palming
7 SuccessfF 6 Dbl Drbl
& Highlight k 7 Shot Clock
QExtra 9 k g 3 5ec
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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).

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

. Ml
EIEFEH‘-'E
B B‘ ‘ Positive I

10 11.12 Assist Ste S F 2 NEEIﬂ-tI‘-'E

HOME TUrnovVar Block | |_E|r:‘l|;;

| HH]HLICI-HTI

Back Back Fonsand
0 seconds § sacands Flay Pausa B Bhic 20 seconds

Mk 1 - H [ —

Sian - Play Piay Tm_":? :I_.
Timacoda Timecode Stop Batch Boagemeni — b

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.
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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.

Stats Qualifier Editing Dig

Log transaction Ins
Unda Last Zhr| £
Genetral Event  Crrl+iG

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.

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):

Qualifier Editing Digital WVor  Wideo

Penalky @I @I_E

OFficial E ————=
Lacation 2 oo0:00 m
High Light —
Team Rule 3

1 Situakion  # ﬂ)

2 Turnaver  # 1 Violation

3 Conkest * 2 Fumble

4 Side » 3 BadPass

5 Pass Type » 4 Traveling

& Coach r 5 Palming

7 SuccessjF » & Dbl Drbl

& Highlight 7 Shok Clack
QExtras [ 5 5 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.
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Finalise & New Period

To change quarters, you can select the appropriate menu options:

Process Reporks Home Opp  Staks Qo

Simple Entry Mode
all Phases OFF

Mew Period

Finalise Petiod

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.

x|

Select New Period [ :
MELBOURNE

| = &

L
a
¥

) &

| |
p P
B E
VICTORIA
W OK X Cancel

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 Miew Process Reports Home ©Opp  Stats

Impork Cybersporks Match Skats
O Timecode Alignment

Load Match Chrl+L

Mew Makch Chrl4M

archive (3ave) Match Data Chrl+8
Inkerchangefsubs Chrl+Ins
Madify Maktch Details CEElHM

Modify Match Team Lisks Shift+Ctrl+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.
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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....

EArstch Season/Zone SEats  FELBOURNE [B0]  ¥s WICTORDA [959] = |0 x|

| Be Query  Qptions

gt | By Exot| B 5/shent| A% pene] EI S Rtk | View | =l ﬂ
Taaen | =l ¥ Fliyem Toums
Maseh Totads | By Paned | Sooreians |
Team Ha| Plgser i-w:l-ti‘.ln.li!‘ll‘ an{mlm{mcimlm{mim ™ iIIIIIInIHD H4Iﬂl }'ﬂ{ H n.ulm. 1151“[".‘!!’.4:
FICTORIA |7 |EGAN @ o & o o o o o & o & 3 & o o °o @ = @ @ @ o Q
FICTORIA |2 DRMIC 5 & £ @ % § & H @ @ ¢ & ¢ 4 0 M : B & & & B o @
FICTORIA | 10| GAZE o & o & o6 o @& & 1§ 6 b8 & @& F 0o & 0 1 8 & & @ o @
VICTORLA | GAZE o B 9 @ & of &8 & 1 6 0 & & X o0 & @8 1 & & & & o0 0
VICTOELA M EOHALDEON oA B 4 & E & @0 ¥ & @ 0 FH 5 E 0 ¥ 1 b6 & K ¥ & 0 0
VICTOELA i1 | WHEFLER T4 3 @ & of 8 ¥ o1 U 1 4 2 % o 1 1 & & H & & 0 @
VICTOELA &1 | COFELAND 0 B 0 W @& o & ® 0 0 0 K O X 0O K 0 1 B H @ O 0 @
VICTOELA 5 |AMITH B & 2 m 1 & &« 1 0 W 0 & 1 & 0 & 2 & ¥ K )} @ 0 0
VICTOELL | iMITH B & 2 ® 1 & & 1 0 & & & 1 & 0 & I @& & B 1} @ 0 0
VICTORL, Il | SMITH &2 ¥ 3 1 :x 4 @« H 2 & 1 H 1 O o BB A4 B ¥ K O} S oD D
FICTERL W | HCDOE AL g8 7 2 ®& 1 0 & & W 0 F 4 1 1 0 & 4 & &8 & ¥ 9 0 0=
FICTORIE |4 | Datin 0 @& 9 & ® a4 & ® 0 @ 0 & 1 B 0 H 0 B @ & 0 M 0 @
WICTORIA |31 Fepper B 3 6 @ o a6 o H oo @ o0 & £ 4 0 i 1 @ @ & @ @ o @
MELEOUENE | 11 JEFFEREES o & o & o o & i o @ @ 3 & I o0 M b W & & & @ o 0
MELBOURNE & | GIDDEY d B 1 @ @ of 8 ¥ 1 @ b & & 1 o i @8 & & K @ @& 0 @
MELEOUENE |80 ERADTEE A & W & @ o8 & ¥ 4 @ 0 % E 1 b x ¥ b6 & K 3 & 4 0
MELROIENE |7 EGAN w o 5 @ o a @« 4 0 1 o0 & 2 U 0 & B & & K ¥ & 04 0
MELROUTENE | 00 | GAZE 2 & 5 & % 0 0 ¥ £ @ 0 ¥ B ¥ b 3 ¥ M ¥ K ¥ & O O
MELEOITENE | ¥ | GAZE & & 5 b % N & ¥ 5 @ o ¥ OB K OB O ¥ M K M ¥ @ OO 0D
MELEOTENE | 0 | WHEELER 0" 0 0 & 0of ¥ ® 0 0 0 K ¥ 1 0 K ¥ & & E ¥ O 0 0@
MELEDITENE |21  COFELAND o 0 & & 7 & K H 4 & ® I 1 F OB E I I ¥ K ¥ @& 0 0
MELEDUENE |5 IMITH o0& 9 o0 & of ¢ ® 0 O 0 K & ) 0 K @0 & & ®E ¥ H 0 @
MELEDUENE | H1 | IMITH o8 9w & 8 & & 9 0 ¢ & B 1 0 & © & 8 ¥ @ 9 0 0=
-ll I F

=

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.

:

Match Totals | By Period I fcoreline I

Mo| Player A5S Tl

EPMi EP% a4 SPMi EP% FFL BLKI STL

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
e 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.

| Team Scurfi el
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Section 4 - 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.

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 ¥ideo

File Process Taogging Sort (&)  Editing

Load Match Chrl+L
Save/archive Match Chel+5
Import Makch Chrl+I

The green box displays the video time. When “Not Ready” is displayed and the Windows media icon is displayed,

this indicates that video file is not open.
m 18] x|

Fio Fescesd  Fagors Li¥rg Ve oo Help
o LILAE) o) | = | NanRrady
. Fiftes |
A e P
By | = P Sul Il 3l B
Erngeeat | o ll I.-ru-| =i :.
Zorw [uak = 180 ™ Showid
=] |E-1-|1|
El’ai‘-‘ﬁ[ Sy :l iqg[ B :: S LY r o :l
_rmw[ Ao 3 Paie Tios [ Lo 3 Er :3[ o 3
Condmsi | Mo =| Caah I-'i'rr\- . Ewad I-'i'r-'\- |

183 SRDHEY . Seepten Whalehaad 1 Pra Ameien

I Tomminds | DV Tiimstielin E
Ture | T Par | Eigesd Bt DY Tommecoels | = &
=3
| 1 Faned & -] -
1115  WETIOHET  deon Deghs lumg Bl Lant k1 | o el e g
%) 1 11E7 EVDNEY | Pan Maleik Sosg Pl Wi DO | QEEITI0 D T =
M| 11108 WIST SYDNEY  Sesss Deghtt  Fi Mak ODEEI0D OCRIC00 DOSAS0D  RL M SIOWETE s DD -
[T 1/ 10:10  STDETY : b bbb Fuden T 5o A Homgel OOTMOD | OOTON | GOP MO0 | RN SIS gy VTN -
[ 111457  WEST FYDHET : Durid Himsom Enfimsiva Batomnd SOFILEE | 0etOdo0 | OP 4D R _SESeETE ey i FE
BT | 100 WESTEYDHET : deom Meloagon 1 Fis blade SOt Edd  OhRM DT 0D RLM SR ey LRt ety
[T 1/ 1057 EWEDWEY | Towrhi Loss 3 Fls Aimgl DIPHOE | OEFIR00 | QOPERDD R M SIETH ALE
& 11050 SYDEEY ; Kisg Cof Rebomsd DOPEOD | 00700 | DOPAI0D R M _SIOCETN ey [ VIDE:
110280 STDETY : Frand Duomic 3 P dibamgt OOPHMO0 | 000NN | COFHIOD | W1 _SEOeTi gy [ i
2 110068 WEST FYDHET - Smmon Benghit Exfimarrs Ralcomnd SP O 00t a | oOPaed R _SESETE gy BRI -
iI I r
MELLEN Fored ¥ k] o 1 ] D' _rara
Mew| | DS TS EW | S | Girrets | Eyrorssonire. | Woviosth [[efivamactin v [ R@E DS ERE vum
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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.

To enter the Alignment module from within DVC — Transaction Viewer select File, Video timecode alignment.

Transaction ¥iewer - Digital Yideo

File Process Tagging Sorb (47 Editing

Load Match Chrl+L
Savefarchive Match Chrl+5
Import Match Chrl+1
Reports k

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.

Chb [Both | Stats | <All> =

Flayer I | Per 1™ 2nd[™ Zd[” 4th [

Elapsed | <Al | Tupe <Al =l
=

Zone |<dlb Tag [~ Show &l

Clualifiers | Eventz I

Situation I{Nnne} 'I Side I{Nnne} "I Success/F I{Nnne} 'I
Turnoever I<:Nn:une> "I Pass Type |<Nnne> "I Extra 8 I<:Nn:une> "I
Contest |<N|:|ne> "I Coach I{Nnne> "I Extra g I{N.:.ne> TI

Areas 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.
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Filters

Gt [MELEOURNE = Staty 2P Made =

Biaper [COFELAND = e 1atf 2ndie 3d dth [~

Elagied |ih =] Tipe | oAl =l
Zone |tk zl Iag [~ Showal
Gualiers | £vpras |

Sluaten |-=i‘i'm=- ""I Side |-=F-|‘-:hn-r:- ""I e |1HI:I|"!H ""l
Tiweerver |-:i-:-:q-d:- "'I P Types |-:Ha-ru:- "‘I Esvad |-'.r.lnm:- "'|
Contedt |-:Hanq:- *rI Coach |-€an|_-:- "rl Exra8 |-:'hh;ru=:| *rl

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

“En

batch. Alternatively, 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.
¢ 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!
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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 Sorttags 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:

| Tagging Sort (4] Editing  Video
1 o
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 Sork (4) Editing Wideo Tools Help
Include Current Tagged 1 Current Tag COnly F2
Exclude Current Tagged k Z all Tagged

|Tagging Sork (A Editing  Video Tools Help

Include Current Tagged bl ==
Exclude Current Tagged 1 Current Tag Only  F3
Disable Tagging F4 Z 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 1|11:5% |MELEOTRNE : Daniel Ezan Personal Foul

15 1{11:50 VICTORLA : Jason Smuth Turnower Violation
16 1{11:31 MELEBOTUENE : Lanard Copeland 2 Pts Attempt
17 1/11:28 |MELBOTUENE : Mark Bradtke Off Eebound

12 1{11:25 MELBOTUENE : Bennett Davison 2 Pts Attempt
19| T| 1|11:25 |VICTORIA : Frank Diruie Defernsive Bebound
el | 11117  |VICTORIA : Danyl McDonald 2 Pts Made

21 1{10:50 MELBOTENE : Lanard Copeland 2 Pts Attempt
22|T| 1|10:47 |MELEOUENE : Daniel Ezan Off Rebound

23 1/10:44 [MELEBOTURNE : Andrew Gama 3 Pts Attempt

24| T 1|10:42 |VICTORIA : Titans Defensive Febound
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Tag Character

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

Mew Tag Dialog x|

x Cancel |

You can choose any alphanumeric character such as “A”>"Z" or “0">"9”, or even special characters such as
“l@#", 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.

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 VCR)
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
Edik Transaction Details
Delete transackion

Filker 3
Fawvourites 3
IMatk Timecode

IMark TC From

Mark TC To

Go ta TiC & Play

@0 to TC & Pause

Play Segment
Preview 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.
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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.

@

Mark time code

@ Mark time code ‘From’
@

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.

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,Prowess 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 Prowess, 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 (4 Editing

Load Makch Ckrl+L
Save/Archive Match L
Impott Makch Chrl+I
Reports k

YWideo Timecode Alignmenkt
Purge Selected Transackions

Create Mpeqg ECL File
Fun MPES 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.
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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 ¥iewer - Digital ¥ideo

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

Delete Transaction  Cerl+Del

M x|

Filter Chrl+F
Clear Filter o
Locate Record o

Swich To Sork Mode

Clicking Add or Edit brings up the following window.

mfalrfm]e

L f’:"**'lle'!_é':"'l ?{hml ﬂ
'| o [N |  Fe | 3| Elsed[01:45  SiatCode [FSM o] Foul ShotMade

[BRISBANE : Toay Pikon Foud Shot Made [
LDutails | 2VCR | 3 MotestOther | ¢ Extras |

Team [BRI -| BRISEANE - Time [BOGTOPM

Flager [200185 ] |24 po . =

Penaky/Foul L L
e a a
Flefesee/Officia ¥ ¥

_ I 0 C

Comak o[ o7

W
]

| Browze Sim_ti2
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.
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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.

File | Process Tagging Sorf (4 Editing
Add Transaction Ctrl+Ins i
Edit Transaction Ctrl+E
Delete Transaction  CtrH-Del

W x|

Filter Ctrl+F
Clear Filter o
Locate Record =

Swich To Sart Mode

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.’

Transaction Processing il
Database o, @ ¢ X -
Filter Browse Q Clezy fool | Cancel | Hep

Field List
Compld
Round
MatchMo
Transho
Extra
Twpe

Per
Elapsed
TransTime
Clubld

_'IJ
Flayerld

Player_ Mo Compld| Round| MatchNo TransNo Extral Type| Per Elapse*
Details F|NELDD1T 1 24 3 1 10:58
E;:—ﬁ';“ _|mBLO011 40 3 1 09:30
Score _|NBLOOT 1 69 1 06:44
Phase NBLDO1 1 77 1 06:06
79 1 05:45

Pos_x NELDO1 1
Pos Y ="

ClubId="ERI"
Playerld=""200183"
TransNo = 100

Lad e

[FURNE UM TN T L

=]

Table Field Order
b 4] | _l“

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.
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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.

Locate Transacktion Rec El

—Field W alue

—Search Type

v Caze-zensitive

" Ewxact Match

{* Patial Match at Beginning
" Partial Match Arwwhere

—Field
Detailz j
First et | 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 Yiewer - Digital ¥ideo

Process Tagging Sorb (47 Editing
=

Fil

e

&.5? Add Transaction Chrl+Ins
2 Edit Transaction Ckr+-E
. Delete Transaction  Chrl+Del I

Filter Chrl+F o
Clear Filter o
Locate Record o

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.
r - Digital Yideo
] | Sort (&) Editing  Yidec
|| i =
v Ascending
. Descending

I 1 Trans Mo m

2 Murnber
3 Tag
= 4 Timecode
5 Qtr/Elapsed
& Details

=
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Section 5 - Video Alighment

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.

To enter the Alignment module from within DVC — Transaction Viewer select File, Video timecode alignment.

Transaction ¥iewer - Digital ¥ideo

File Process Tagging Sorb (47 Editing

Load Match Chrl+L
SaveSarchive Match Chrl+3
Impork Match Chrl+I
Feports L4

Yideo Timecode Alignment

Purge Selecked Transackions

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.
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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.

W 0% Coasch Timecode Alignement ..:]E.lil

Fle Pocess Wideo Help
_@upm| oo | 2iFeer | | 0:00:06:03

B | gPamm | TmagsFroo [Bagals|

Ciat o Tivescods |1]:|]!IIIIZI!I]1]!I]I3
P || =|
Stad & borsacton 8 |1 ;|

Ered Transaction § |12 =

Wideo Folder bacation |E24 =|

Video Flename | NELZODD_123_1.MPG =

Trass Par Eligosd Dretuils
I ERED
14| 1|11:56 |MELEOURNE : Danisl Egan Pamonal Fosl 002700 | 0002200 | 003200 |HELIOD 123 | MPG
15 M| 1150 | WVICTOERIA ; loon Smeth Tomomr Vacliticon e 3600 | 0003000 00041 00 | HELIOOD_ L2331 MPG
16 11131 | MELBOURNE : Laasd Copslend T Fis Afleaspt Qo056 00 | 0005500 000300 | HELIO0_L33_ 1| MPG _|
17 1/113% |MELBOTRNE ; Mk Bradks CHF Estonnd Qa0 5000 | 0005400 0DE 0400 | HELIO0 L2331 MPG
18 111325 |MELEBOURHE : Bvamatt Davoan T Pis Aklsampt e 08 0 | 00055 00 000900 | HELIOO0_LI3_ | MPG
1% 11133 | VICTOEIA - Frask Dheoe Dafemscrs Babsound e} 05 00 | 00 DR 00 00E:1100 | HELIOO0_LI3_ 1| MPG
200 HILGET | VICTORIA, - Darryl BcDooudd 2 P Mads 0R-1 200 | D40 O7 00 00E:1700 | HELIO0_ L2331 MPG
-
Ay L|_I

MO0 [1,023] Filter Om CrC_Algn

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.
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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.

Adjust timeCode Dialog

Timecode Adjustment

mm £% fr

adiust vae | 0:00:34:00

Folder E:MYideo

Filename |MEL2000_123_1.MPG

[k

« DK I x Cancel

? 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.

6. 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.

arwbd

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.
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Section 6 - 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.

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 YWidea  Chrl+y
Load Last YWideo  Chrl-alk+L
Close Mpeqg Yideo Cerl+C

VWideo source 3
Set DY Faolder

Open Yot

Close Yer

Zonfiguration 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 AVI 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 AVI 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.
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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.

[video Tooks Help

Chrl+0
Chrl o+l
ChrC

Open 0V Fila
Load Last Wideo
Close OV File
Set DV Foldar

Dizable MPEG Video
Video Sournce File 3

Toggkt Source fRecorder Yideo
Qped Yer
Close Yer

Conifiguration ]
Editing Options

A logged stat will contain this detail line for each stat.

o el s 7 e
16 11011:51 MELBOUEHNE : Lanard Copeland 2 Pis Atbempt 00055 00 1000053 00 001 0300
17 TIR1- M0 ETT BAITEET  Bllwvh Bedeha @6 Bl L8y el il A AT Tl e AN

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|

—aegment

—LUse

—Default

* Fromf{To Timecode
" General PrefPost
i~ Ewvent Pref/Post

General Pre FPlay:

& No = O

" Genlock

{+ Exclusion

General Fost Play: |5 3| Secs
" Statistic PrefPost
—Editing Options
Uze Overlay Intelligent Edit Exclusion

{~ Eliminate Overlap

|4 vl Hecs

x Cancel

? Help |
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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.

- 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.

F il a1 o i3 v 5185 W TERLA W TiErwowiiliE - |
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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.

DV COACH 2004 -47- © ProWess Sports — All Rights Reserved



Using the Video controllers

Scoresheet

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

@ :ﬁ ;f c%‘:{m?['siﬂ 141341518 17| 18,19 20

1. Play 2. Pause 3. Stop 4. Record (see separate notes on recording) 5. Toggle video to full screen (Alt+Enter or
Esc to toggle back) 6. Video time line bar — you can drag to any point in the video. 7. Mark Start Timecode 8. Mark
End Timecode 9. Play selected segment 10. Play selected batch 11. Cancel current batch or segment. 12. Back
20 seconds 13. Back 5 seconds 14. Back half a second 15. Forward one frame 16. Back one frame 17. Forward
half a second 18. Forward 5 seconds 19. Forward 20 seconds 20. Video speed controller — slow motion control.

Transaction Processing

Several extra buttons are used in the transaction processing module.

> 0w & @ |
@|©| |[§|®|212 2?“|"|“'|4u|up||>|»|n|ij

21. Skip current playing segment 22. Replay current segment 23. Replay previous segment

Screen options for viewing

Itis 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.

DV COACH 2004 -48- © ProWess Sports — All Rights Reserved



DV COACH 2004 -49- © ProWess Sports — All Rights Reserved



Section 7 - 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:

File Processing Mainktenance Hous

Load Selected Match Chrl+L

Upload § Import Details — CkrlH-U
Download § Export Data  ChkrlH+D

Cwbersports Wizard
Cwberparts

Prink Setup. ..
Exit:

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.

« Export Match Assistant - |0] x|

[ Load Malch | [E] Match Dmil:| L EupmHOWl Fles

MNEL Season - 2000 - 2001

Round 15 Match |23  Date:
MELEOURNE Vs VICTORIA

- Select Export Pacameters I Trarsaetion Da{a[

Export to Folder:
( = arh EI
za-ﬁ; Arctive Flensns uat
! | TRANSFER ARC & Statsmacter © Test
MELOOT [15.123) | 4441Gen | Sm_ewpl

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

Export In Progress ...

Exporting Transactions

4]

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.
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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:

== Match Data Deployment - Import
Import

Select Import File |ﬁw.=mumu|

Select |mpon Flsname

= [C\PRO_SM32TerT ransler 2 & Extract I

—Sounce Data Foomat
T .Fﬁm_-.- " 2nd File _ (= Sratemaster  Tes

HEBLOOM [15.123] 4441 Gen

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:

< Match Data Deployment - Impork zJE.lEJ

|Impurl % oot | et |

'hhﬂlrﬂwﬂmlmmum.l

Select Impont Filename

. |C:\Pro_sm3ZdenTransfer arc BE-Estract I
\¢ @ T Source st Foamnat 1
- [

e = Pomane { Ind Fie ¥ Sratemaster O Texd

At
« 2000 - 2001

Roud 15 Match 123 ]
MELBOURNE ¥s VICTORIA latch |
| NELOOI[15,123] |  4441Gen

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.
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Section 8 - 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 your desired transactions, make batches, view them and save them as EDLs, 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 NBLO03.BBG is stored in this location.

Step 2 — Start Import Wizard

Start the Cybersports import wizard by using the menu option,

* D¥ Coach Professional - System Manager

File Processing Maintenance Housekeeping
Load Selected Makch Chrl+L

Upload | Import Details — Cerl+U
Download | Export Data  Cerl+D

Cybersports \Wizard

Gyl s or the shortcut button (if configured).

CieboeeS pout s "izand

The following screen is displayed. The details of the currently loaded match are displayed.

Cybersports - = D¥Coach Import Wizard 5]

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

Competiion:  MBL Season - 2001 - 2002
Match Date:  1305/2002

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

Mew batch Edit Detads Mai*unancsl

CyberSports game file to use:
|E; "Frogram Files\CyberS portshCyberSpoits for BasketballGames 2001 NELOO3.BEG

| Load... | Browss.,.

Uze Srart Export Link [ < Back Mext » | Cancel ]
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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’.

¢ If the match needs to be created ‘New Match’.

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 5]

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

Compebion:  MBL Season - 2001 - 2002
Match Date:  43/05/2002
Round: 1 Match Ne: 3

Home Team: CAMNBERRA
Opporent:  BRISBANE

Nmﬂaml Edit Detads H&MMM&'

CyberSports game file to use:
|l:; WProgram Files\CyberS portshCyberSpoits for BasketballGames 2001 NELDO3.BEG

Load.... | Browse...

Lize Srnart Expost Link [+ ¢ Back ] Mewst » | Cancel ]

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 NBL0O03.BBG game file.

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

Click ‘Next’ to continue.

DV COACH 2004 -53- © ProWess Sports — All Rights Reserved



Step 4 — Verify Details / Import From CyberSports

Now check that the match details are correct.

Cybersports ->Statsmaster Import Wizard x|

Flease confienn that the lallowing details are corect prior to proceeding to the nest step.
Thi Cyberspodts import wizard will nove belp pou reconcil= the playing rasters and allow
youl enter/edit player profile details

Selected Match Details
Comp MNBLOD1 Rnd 1 Match 3 Date 1370572002

CANBERRA v: BRISBANE

CyberSports game ko use:
lD:'\.Pragam FilezCyberS partshCybers ports for BasketbalhGames: 2001\NBLODZ BBG

_Load.. | Browse. |

m Mest > Cancel
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|
Plaase check and verify CyberS ports against Statsmaster plaving rosters. Match up
any unfinked playess by selecting from Statsmaster databace
CANBERFA BRISBANE |
No.| CyberSports | Statsmaster | =]
| 9 Andiew Latimer
_| 4 Bobby Brannen BOBEY BRANMEN
_| 14 Damien Ryan DAMIEN RYAN
_| 11 Dawid Cooper D&VID COOPER
| 8| Glenn Siegle
_| 10 Les Barlow LEE BARLOW —I
_| 15 Randy Rutherford RAMNDY RUTHERFORD
_| 42 Swmon Keile SIMOMN KERLE
_| 24 Tiop Fien TROY PILON
| 12 Wade Hellwell WwihDE HELLI'WELL
Player Mairtenance Unlink This Player |
Mest = | Cancel |
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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.

Cybersports -=> D¥Coach Import Wizard il

The following CybesSports players were not matched up with any from

the Statzmaster Database.
Teaml Team?
CJ Bruton Ardrew Latimer -

Glenn Siegle

4| JLY [ I Ll:I

v Add theze unmatched players to the Statsmaster masteiile Dastabase

L <_aackui Mest » Cancel

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 EI

Ready to impori..

Chick on Impodt bo start impartivg now.

Commence Import MO |

Einish 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 ﬁ]

Ready to imponi....

Chck on Irmpott bo stat impaiting now.

Commence [mport MO |

Irnpott R ez
Impart completed successiuly | :l

[ PunYideo Alignment Module on ext

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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Section 9 — DV Capture

The following sections contain some tips and tricks for DV / MPEG capture. For a description of the capture
process refer to Section 3 - Scoresheet module — page 21.

Back-office / Live at Match DV (with video feed provided) capture to disk via
firewire interface from digital camera

This visual represents a capture set up with optional extras. The minimum requirement is a DV camera and notebook.

STA'Mﬁer Portable Club DV Capture - Notebook

Firewire HDD
Video Storage

DV Primary
Capture Notebook
(23]

i -
F‘?.Wﬁa (3

* PraTac {Ghz multimedia notebaok
200MEB RAM
F0GFE HDD
DVDf CD-ROM
100Mbps LAN & 56K modem

PRO-011 Poriabia DV.Capiure - Notebook (¢} 2801 ProT¥ess Systems - All Rights reserved

In these instances the Video camera is acting as a capture device converting an analog stream to a digital
stream for the notebook.

Live (real-time) DVcapture to disk via firewire interface from digital camera

MPEG Video can be captured ‘live’ (DV camcorder's power switch set to record ‘Camera’ mode) if you would like
record real-time content through the DV camcorder

dpinto Gpin Firewire cable ]: Fpin to Bpin Firewdre cable

W Camera FireWire Hard M atehook
Disk Drrive
(optional)

IG!
\ /

Firewire Intetface
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To capture live footage to disk using the Firewire interface, please do the following:

Connect equipment as shown in above diagram.

Turn the DV camcorder's power switch to Camera mode to record real-time content through the DV
camcorder. Start your DV capture software.

Most DV cameras go into standby mode after a period of inactivity. Even though you may be recording
to the HDD, the camera thinks it is in standby mode. To avoid the inherent system setting of automatic
shut down of the Camera, use a tape and record to it. This way the camera will not go to standby mode
and a backup copy of the footage is obtained on the DV tape. A 90min tape on long play provides 120
min of taping. So if you are taping longer than two hours the tape will need to be rewound and record
pressed. This will stop the capturing and cause separate files to be created. These files will then have to
be merged using M2 edit. This is explained later.

Output can also be directed towards a VCR at the same time from the Camera. Use the AV out of the
camera to AV input on the VCR. Using the AV out of the VCR allows you to view the footage on TV or
Projector at the same time.

Troubleshooting MPEG Capture

When connecting the hardware for capture try and use a logical progression of where the footage is
coming from and where you want it to end up. Eg. Video out / Video in etc. This may provide you with a
starting place for troubleshooting.

Check leads/cables are not damaged and are not plugged into the wrong places.

Sometimes the computer may not detect the firewire connection. Close the software, unplug and re-plug
in the firewire cable and re-start the capture software. This should help the re-establish the connection.

Check hardware settings. For example Digital camera is set to Camera/VCR as required, PAL — NTSC
settings, are appropriate for your hardware, Input on analog to digital converter is set to analog.

Ensure hard drive has sufficient space for capture. If you are capturing to the drive that contains all
system files (usually C drive) ensure that 10% of the hard drive always remains empty, as this is required
by the operating system. If this drive is full (or close to full) the computer will begin to behave erratically
and errors will occur.

The capture software may have some settings that are affecting your performance. Make sure the correct
capture settings are chosen (e.g. Mpeg 1 or 2, Bitrate etc) and you are familiar with the limitations the
software may impose (e.g. A maximum file size which may or may not be configurable).

Ensure a setting is chosen is compatible with your hardware. Lower ‘specced’ machines may not be able
to handle high bit rates or MPEG 2 capture.

Tips

Start capture and leave notebook/hardware alone until it is finished. Do not attempt to perform other tasks
while capturing. The capture process is very resource hungry and dropped frames (jumpiness) may occur
if the computers resources are not devoted to the capture process.

When capturing from videotape, try and ensure that the taped footage be of the highest possible quality.
Poor quality tape will cause poor DV picture and possibly cause other errors with the DV file.

Keep notebook at optimum settings. (Do not install any unnecessary software, screensavers or games)

Outside influences like a power surge (uncontrollable and undetectable) or a mobile phone signal close to
the notebook whilst capturing can cause interference and may corrupt the DV file.

A slight bump of the hardware (VCR, camera, notebook or cabling) can cause interference and may
corrupt the DV file.

Ensure the capture is shut down properly. ie camera is turned off before capture is stopped.

When capturing, try to keep as much disc space free on the notebook as possible. Delete or back up any
files that are no longer required.
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Section 10 - Database Utilities — Repair/Compact

The facility to maintain your data is included as a part of the package. Over time databases and tables can
become corrupted. If problems arise in your system, it is advisable to use this facility to diagnose and to ‘self
repair’ your databases.

Using Pro_Util repairs a typical error message such “Index out of date”.

Using Pro_Util

The stand-alone program Pro_Util.exe is included as part of the installation. There should be a short cut on your
desktop.

Pro_util|
The file is stored in your C:\Pro_SM32 directory and can be accessed from there if the shortcut is not present.

L4 ProWess Database Ubility - =
: b 1 m]

2 | ?
Clear Tage E it Hel

File Tag Tools Help

kS

Rebuild ALL

| N "
Pack erifr Ratniild ** Tag All
Table Location: C:%\Pro_sm32%dat
Files & Results
e

= C:A
= Pro_sm32

Class.DB [

Config.DB

CyberP.CB

Favourites. DB

Modules. DB

Operatar. DB

PRO_HELP.CE

Ref.DE

Ref f.DB

Ref 0O.0B L!
- Status: —

Header: |

Indexes: !__
iE c: [l =l Data: [

| Paradox (=.db) ~| | Rebuild: |

i | Ver21.1.1 |

To use this utility you must navigate in the left rectangle to the file that you store your data in. In most cases it will be
you C:\Pro_SM32\dat directory.

When you select the file, the databases (.DB files) in that file will be listed on the right hand side. The process
works by re-packaging the databases and indexes. The databases become corrupted over time as large amounts
of data are added, deleted and manipulated. Individual or groups of databases can be rebuilt by the use of
tagging. ‘Rebuild all’ tags and rebuilds all the listed files. Individual files can be tagged or untagged by double
clicking in the tag column.

The area below this displays bar graphs that indicate the progress the process is making with each database. The
time taken to rebuild each database is relative to the size of the database.

TIP
*Pro_Help.DB and indexes can be very large and is not a necessary system file. Untag it to not rebuild it. This will
speed up the rebuild process considerably

The options are to rebuild, pack or verify the database tables. All the databases can be done or it is possible to
tag each database (double click in the tag column) to be checked.
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The pack option compresses databases by removing unused data. The verify option checks for errors and the
rebuild option is a combination of the two in that it recompiles the databases by identifying errors and
compressing and repackaging the data.

When you select any of these you will see the process stepping through each database and noting whether it was
successful for each database. The use of this utility will allow you to maintain your databases and to fix small
problems as they occur.

Rebuilding all your databases is recommended as a first option trouble shooting solution if errors begin
to appear while you are operating DV Coach.

ProWeSs Spors

49 Wyong St, East Keilor, VIC, 3033

Phone: 61-3-9331-6811 Fax: 61-3-9331 6822
mail: info@prowess.com.au,

WEB: www.prowess.com.au

Copyright (C) 2004 ProWess Sports
All Rights Reserved.
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