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Welcome

Welcome to DaVinci Resolve 12.5 for Mac, Linux and Windows!

DaVinci is the world’s most trusted name in color and has been used to grade more Hollywood

films, TV shows, and commercials than anything else. Now, with DaVinci Resolve 12.5,

you get a complete set of professional editing and advanced color correction tools combined in
one application so you can edit and grade from start to finish, all in a single tool!

DaVinci Resolve 12.5 has the features professional editors and colorists need, and is built

on completely modern technology with advanced color and image processing that goes far
beyond what any other system can do. With this release, we hope to inspire creativity by letting
you work in a comfortable, familiar way while also giving you an entirely new creative toolset

that will help you cut and finish projects at higher quality than ever before!

We hope you enjoy reading this manual. With its customizable interface and keyboard
shortcuts, DaVinci Resolve 12.5 is easy to learn, especially if you're switching from another

editor, and has all of the tools you need to create breathtaking, high end work!

The DaVinci Resolve Engineering Team

e &

Grant Petty
CEO Blackmagic Design
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Introduction to Resolve

DaVinci Resolve integrates editing, color correction, and finishing within a single, easy to learn
application. The editing and grading tools found in Resolve should be immediately familiar to
experienced artists who’ve used other postproduction applications, but they’re also very
approachable to folks who are new to postproduction.

Additionally, dedicated tools available for on-set workflows integrate tasks such as media
duplication, shot and metadata organization, and on-location look management into a complete
tool set that lets you smoothly segue from the camera-original media being acquired in the field
to the organization and use of that media in a wide variety of postproduction workflows that use
DaVinci Resolve at their heart.

The tight integration in Resolve between on-set media, metadata, and “look” organization,
editing, and grading means that you can freely move from one task to the next without skipping
a beat. This makes it easy to back up and organize your media, and then immediately dive into
editing a program, switching over to color-correct clips in the middle of your editing spree,
before going right back to editing, without needing to export projects or launch other
applications. And you can go further, using the collaborative features of DaVinci Resolve to
enable multiple artists, for example an editor, a colorist, and assistants, to work together on the
same timeline simultaneously, for the ultimate integrated workflow.

Of course, no postproduction professional works in a vacuum, and DaVinci Resolve makes it
easy to work with other facilities by importing projects and exporting project exchange formats
and rendered or managed media among applications such as Apple’s Final Cut Pro X, Adobe’s
Premiere Pro, Avid’'s Media Composer, Autodesk’s Smoke, and many other applications via
robust support of XML, AAF, and EDL import and export workflows.

This chapter introduces the DaVinci Resolve user interface (Ul), explaining where to find each
group of features, and how the highly focused and tightly integrated Media, Edit, Color, and
Deliver pages of functionality work together to let you pursue nearly any postproduction
workflow you can imagine. After this brief tour, the rest of Part 1 of this manual provides much
more in-depth information about every aspect of functionality found in DaVinci Resolve.

This chapter covers the following topics:

23
Logging In 23
The Project Manager 24
Preferences 24
Project Settings 26

27

27
The Media Storage Browser 28
Viewer 28
Media Pool 29
Metadata Editor 29
Audio Panel 30
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The Media Pool

Effects Library Browsing

Edit Index

Source/Offline and Timeline Viewers
Inspector

Toolbar

Timeline

Viewer

Gallery

Node Editor
Timeline

Left Palettes
Center Palettes
Keyframe Editor

The Render Settings List
The Deliver Page Timeline
The Viewer

The Render Queue

Customizing Each Page Using the Interface Toolbar
Adjusting the Workspace

Dual Monitor Layouts

Contextual Menus

Buttons and Pop-up Menus

Adjusting Parameters

The Three Buttons of a Mouse or Other Input Device

30

31
32
32
33
34
34
34

35

36
36
37
38
38
39
39
40
40

41
42
42
43
43
43
44
47
48
48
49
49
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Getting Started

When you install DaVinci Resolve and then open it for the first time, there are a few things
you're going to want to do before you begin working on your first project.

If you've installed DaVinci Resolve in its multi-user environment, the first window you’ll see is
the login screen. If you installed DaVinci Resolve’s default single-user environment, opening
Resolve immediately takes you to the Project Manager, discussed in the next section.

DaVinci Resolve was originally designed as a multi-user application for professional grading
suites where an elaborately appointed room at a high-end facility was being shared among a
stable of colorists. Resolve is still very much used in that capacity, and the login screen
provides the interface that’s used to create and manage multiple users on a single workstation.

Another way of looking at the multi-user capabilities of Resolve is organizational in nature. Each
login has individual settings, preferences, projects, and PowerGrades. This means that you can
create users, not for specific individuals, but for specific types of projects that you want to share
common project settings and PowerGrades.

To open a user, simply double-click that user’s icon, or follow the on-screen instructions to
create a new user and then double-click it to open.

o DaVinci Resolve 12.5

New User

The login screen that appears when you first open Resolve

Whether you simply use the default admin login to do your work (which is fine), or you create
your own individual login, there are several controls for creating and customizing user logins, all
of which are covered in Chapter 2, “Logging in and the Project Manager.”

Chapter 1 — Introduction to Resolve
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If you've installed DaVinci Resolve as a single-user environment, the Project Manager is the first
window you’ll see when you open Resolve

The Project Manager is a centralized interface for managing all projects belonging to the user
who’s currently logged in, whose name appears at the upper right-hand corner in a project title
bar. This is the second window you'll see when opening DaVinci Resolve. The Project Manager
is also the place where you import and export projects to and from Resolve, whether you're
moving projects around from user to user, or moving projects from one Resolve workstation

to another.

To open any project, double-click it. To create a new project, double-click the
Untitled Project icon.

Project Manager

[ ! «W
——— |

The Project Manager shows all projects belonging to the current user

More information about the Project Manager appears in Chapter 2, “Logging in and the
Project Manager.”

The Preferences Window lets you set up the overall environment of your DaVinci workstation,
choosing which language to display the interface with, what hard drive volume to use as the
scratch disk, what I/O interfaces to use for playing audio and viewing video output, and which,
if any, control panel to use while grading. If you have a system that doesn’t change very often,
then you may only rarely use the Preferences window. On the other hand, if you're working with
a mobile system with changing video interfaces, control panels, and scratch volumes, then you
may use this window more frequently.

Whenever you change any settings in the Preferences, you must quit and restart Resolve for
those preferences to take effect.

Chapter 1 — Introduction to Resolve
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Video I/0 and GPU

Video I/0 and GPU

The DaVinci Resolve Preferences let you set up your environment

A quick overview of the Preferences appears below, but for more information, see Chapter 3,
“Project Settings and Preferences.”

System Overview

Provides an overview, for reference, of all hardware and computer characteristics that are
relevant to DaVinci Resolve running smoothly, including listing of installed GPUs. A Language
pop-up at top lets you specify which language the DaVinci Resolve user interface displays.
Resolve currently supports English, Spanish, Chinese, and Japanese.

Media Storage Volumes

This is a list within which you define the scratch disk used by your system. The first volume in
this list is where Gallery stills and cache files are stored, so you want to make sure that you
choose the fastest storage volume that’s connected.

Video I/O and GPU

The preferences in this panel let you choose video interfaces and GPU processing hardware on
your workstation. If you have multiple Blackmagic Design I/O interfaces connected to your
computer, you can choose one to use for monitoring video output, and one to use for Resolve
Live, a feature that lets you grade camera output during a shoot as part of an on-set workflow.

Control Panels

Lets you choose and configure (if necessary) a control panel that's connected for use during
grading in Resolve.

Chapter 1 — Introduction to Resolve
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Once you've created a project, all project-specific settings are found in the Project Settings
window. To open the Project Settings window, just click the gear button at the bottom right
on any page.

Project Manager and
Project Settings buttons

The Project Settings open in the middle of the screen, divided into a series of panels which can
be selected from a sidebar to the left. Each panel contains a collection of related settings that
affects some category of Resolve functionality. To open a panel of settings, simply click its
name in the sidebar at the left.

Project Settings: Chain Dailies
Timeline Format

Master Project Settings

Video Monitoring

Conform Options

The Project Settings show all project-specific settings and attributes

The Master Project Settings define the principal attributes of a project, such as the timeline
resolution, timeline frame rate, color science, and bit depth. Image Scaling settings define how
clips that don’t match the timeline resolution are scaled to fit. There are other panels for Editing
settings, Color settings, Lookup Tables (LUTSs), et cetera.

For more information about Project Settings, see Chapter 3, “Project Settings and Preferences.”

Chapter 1 — Introduction to Resolve
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Switching Among Pages

DaVinci Resolve is divided into four main pages of functionality, which can be accessed using
four buttons at the very bottom of the DaVinci Resolve interface. These buttons are organized
in order of workflow, and they’re always available, letting you quickly switch between importing
media, editing, grading, and outputting your project in a structured manner.

You can also switch pages using the following keyboard shortcuts.

Page Keyboard Shortcut
Media Shift-2

Edit Shift-4

Color Shift-6
Deliver Shift-8

The Media Page

The Media page is the primary interface for media management and clip organization in DaVinci
Resolve. It's central to the way DaVinci Resolve works that the source media used by a project
is organized separately from the project data that you import and manage in the Edit page.

In this way, you can manage and update the clips used by timelines in the current project with
ease, switching between offline and online media, reorganizing clips, and troubleshooting any
problems that occur.

The Media page also contains much of the core functionality that will be used for on-set
workflows, and in the ingest, organizational, and sound-synching steps of digital dailies
workflows. This chapter covers most of the functionality found in the Media page, including
functions in detail that are referenced throughout this manual.

The Media page is divided into six different areas, designed to make it easy to find, select, and
work with media in your project. Much of the functionality and most of the commands are found
within the contextual menus that appear when you right-click clips in the Media Storage, File
Browser, or Media Pool.

Media page

For more information on using the Media page, see Chapter 7, “Using the Media Page.”
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The Media Storage browser shows a list of all volumes that are currently available to your
Resolve workstation. It's used to locate media that you want to import manually into your project.

Favorites

Media Storage with scrubbable Clip view

Clips that you select in any area of the Media page show their contents in the Viewer. A jog bar
appears at the bottom, letting you drag the playhead directly with the pointer, while a jog
control between the mode pop-up and transport controls lets you move through a long clip
more slowly. The full width of the jog bar represents the full duration of the clip in the Viewer.
The current position of the playhead is shown in the timecode field at the upper right-hand
corner of the Viewer. Simple transport controls appear underneath the jog bar, letting you Jump
to First Frame, Play/Stop, and Jump to Last Frame.

10:31:16:09

Media page viewer

You can also put the Viewer into Cinema Viewer mode by choosing Workspace > Viewer Mode
> Cinema Viewer (Command-F), so that it fills the entire screen. This command toggles Cinema
Viewer mode on and off.
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The Media Pool contains all of the media that you import into the current project. It also contains
any media that’s automatically imported along with Timelines that have been imported into
Resolve. Ordinarily, all media imported into a project goes into the Master folder, however the
Media Pool can be organized into as many user-definable folders as you like, depending on
your needs. Media can be freely moved from one folder to another from within the Media Pool.

Media Pool with the Folder View closed

When you select a clip in any area of the Media page, its metadata is displayed within the
Metadata Editor. If you select multiple clips, only the last clip’s information appears. The
Metadata Editor’s header contains uneditable information about the selected clip, including the
file name, directory, duration, frame rate, resolution, and codec. A series of editable fields within
the Metadata Editor lets you review and edit the different metadata items that are available.

A pop-up menu at the upper-right of the Metadata Editor lets you choose from many different
sets of metadata fields and checkboxes, each grouped for a specific task or workflow.

Metadata Media Pool

3D_L0001.MP4

00:00:08:12

1920 x 1080

Clip Details
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Embedded Audio

Clip Metadata Editor Panel and Audio Meters
exposed Panel

The Audio Panel can be put into one of two modes via a pair of buttons above the audio
meters. In the default Meters mode, Audio Meters are displayed that show the levels of audio in
clips you're playing. In Waveform mode, you can load audio clips side by side with video clips
opened in the Viewer in order to sync them together manually. The Audio Panel can also

be hidden.

The Edit Page

The Edit page exposes a source-record style NLE that incorporates many specialized features
for both creative editing and finishing. The Edit page is divided into three main regions: the
browsers found at the left, the Viewers at the top, and the Timeline at the bottom, all of which
work together to let you import, edit, and trim timelines with a flexible variety of tools

and methods.

For more information on the Edit page, see Chapter 14, “Editing Fundamentals.”
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The Edit page

The Media Pool lets you organize and peruse all of the media and timelines in a project. DaVinci
Resolve projects may contain one or more edited timelines (sometimes called a sequence in
other applications).

Music, Ambience, Example Audio Files...

il
Music
Ambience
Example Audio Files
v Editing From Scratch
Scene 2
Scene 3

Scene 1

Scene 4

The Media Pool in Thumbnail mode
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The Media Pool in the Edit page is identical to that shown on the Media page, and shows you all
of the source clips and timelines that are available for editing. A Bin list at the left shows a
hierarchical list of folders that you can use to organize your media. By default, the Media Pool
has a single bin, named “Master,” but you can add more bins as necessary to organize your
clips, opening any of them to expose their contents with a single click. The Bin list can be
hidden or shown via the button at the upper-left of the Media Pool. A browser to the right shows
the contents of the currently selected bin.

The Effects Library contains a folder with the different Video Transitions, Title Effects, Generators,
and Filters that are available for editing in the Timeline. The Effects Library has two panels, a
Toolbox panel that contains the default Transitions, Titles, and Generators that Resolve comes
with, and an OpenFX panel that contains any OpenFX transitions and generators you might have
installed on your system.

OpenFX

Generators

.’. DaVinci Resolve 12

The Effects Library, made taller to show all of its contents

Clicking the Edit Index button opens the Edit Index. By default, this shows an EDL-style list view
of all the edit events in the current Timeline. Whichever timeline is selected in the Timeline list
displays its events here; each clip and transition is shown as an individual event, each of which
contains multiple columns of information. If you re-edit a timeline, your changes are
automatically reflected in this list.
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Source Out

00:52:07:00 00:52:57:00 01:02:34:13 01:03:24:13

00:52:07:00 00:52:57:00 01:02:34:13 01:03:24:13

01:31:14:00 01:32:09:20 01:03:24:13 01:04:20:09

01:31:14:00 01:32:09:20 01:03:24:13 01:04:20:09

01:35:48:00 01:36:30:03 010 01:05:02:12

01;35:48:00 01:36:30:03 01:04: 01:05; 2

02:00:34:00 02:01:13:00 01:05:02:12 01:05:41:12

02:00:34:00 02:01:13:00 01:0! 01:05:41:12

Edit Index List shown open

The Source Viewer lets you view individual clips from the Media Pool to prepare them for
editing. Meanwhile, the Timeline Viewer shows the frame at the position of the playhead in the
Timeline. You can select either viewer by clicking, and the name of the viewer that currently has
focus appears in orange. The color shown in the Source Viewer usually reflects that of the
original source media, while the Timeline Viewer shows whatever grading you’'ve done in the
Color page.

BMC test B 2012-08-17_ 1316, CO000.mew 131E3614 101% - COAEIEID e

Source and Timeline Viewers Inspector

You can also put either the Source or Timeline Viewers into Cinema Viewer mode by choosing
Workspace > Viewer Mode > Cinema Viewer (Command-F), causing whichever Viewer is
currently selected to fill the entire screen. This command toggles Cinema Viewer mode

on and off.
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The Inspector can be opened to let you customize compositing, transform, and cropping
parameters for clips, as well as clip-specific retime and scaling options. Furthermore, the
Inspector lets you edit the parameters of transitions, titles, and generators used in the Timeline,
in order to customize their effect. Ordinarily, the Inspector opens alongside the Source and
Timeline Viewers, but on smaller displays, opening the Inspector switches the Edit page to a
single-viewer mode, showing you the Timeline item that you're inspecting alongside the
Inspector with that clip’s parameters.

Blackmagic Production Camers 122 2154210 1855 COMTmov 18552130 ™ - GK15:2323

The Inspector, opened and showing a clip’s parameters

Eleven buttons starting from the left, running along the top of the Timeline, let you choose
different tools for performing various editing functions.

Buttons in the Toolbar

The Timeline shows whichever timeline you’ve double-clicked in the Timelines browser. It’s the
workspace where you either edit programs together from scratch, or import sequences from
other applications to work on inside of Resolve. You can only have one Timeline open at a time.

T , wis fg "

B

An edited timeline
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The Timeline is divided into audio and video tracks, each of which has a series of header
controls at the left that let you choose destination tracks for editing, name tracks, and turn
tracks on and off, among other things. The appearance of the Timeline can be customized
using the Timeline View Options pop-up in the toolbar.

Edit and Color Page Effects
and Fusion Connect

DaVinci Resolve has a wealth of effects in both the Edit and Color pages for creating titles,
transforming and animating clips, compositing and creating transparency effects, cutting
mattes, applying filters, image stabilization, lens dewarping, etcetera, etcetera. To use Resolve
to best effect, it's prudent to begin to think of the Edit and Color pages as complementary sets
of controls. For editors, the Color page is really just a giant inspector filled with every control for
color and visual adjustment you could want, that’s only one click away. For colorists, the Edit
page is a refined environment for dealing with conform issues and taking care of a myriad of
finishing tasks quickly and easily, that itself is only one click away. For more information on the
effects that are available in DaVinci Resolve, see Chapter 19, “Edit Page Effects,” and Chapter
29, “Color Page Effects.”

However, when you run into instances where the various effects in the Edit and Color page
aren’t enough to achieve the effect you require, you can use the Fusion Connect features of
DaVinci Resolve to send one or more clips from the Edit page timeline to Blackmagic Fusion,
the powerful node-based compositing application from Blackmagic Design, in order to do more
robust compositing and effects work there. This is a simple round-trip operation that lets you
send clips from the Resolve timeline to Fusion, add effects, and then render a finished effect
out of Fusion that will automatically appear back in your timeline. For more information, see the
“Fusion Connect” section of Chapter 19, “Edit Page Effects.”

New Fusion Connect Clip

Fusion Clip 1

Create

The New Fusion Connect Clip dialog
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The Color Page

The Color page is where you color correct, or grade, your program. It has all of the controls
available for manipulating color and contrast, reducing noise, creating limited secondary color
corrections, building image effects of different kinds, adjusting clip geometry, and making many
other corrective and stylistic adjustments. The Color page is divided into seven main areas that
work together to let you build a grade. It's divided into seven regions.

The default layout of the Color page

For more detailed information about the Color page, see Chapter 23, “Introduction to
Color Grading.”

The Viewer shows the frame at the current position of the playhead in the Timeline. The
contents of the Viewer are almost always output to video via whichever I/O interface you have
connected. At the top of the Viewer is a header that displays the Project and Timeline names,
as well as a Viewer Timecode display that shows the source timecode of each clip by default.
The Timeline name is also a pop-up display that lets you switch to any other timeline in the
project. A jog bar (sometimes referred to as a scrubber bar) underneath the image lets you drag
the playhead across the entire duration of the clip, while transport controls underneath that let
you control playback. A toolbar at the top provides controls governing Image Wipes, Split-
Screen controls, and Highlight display. Additional controls let you turn audio playback on and
off, and choose which on-screen controls are currently displayed.

You can also put the Viewer into Cinema Viewer mode by choosing Workspace > Viewer Mode
> Cinema Viewer (Command-F), so that it fills the entire screen. This command toggles Cinema
Viewer mode on and off. Two other modes, Enhanced Viewer (Option-F) and Full Screen
Viewer (Shift-F), are available to provide more working area for tasks such as window
positioning and rotoscoping.
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Pool Shark (Trimming) 14:09:49:05

01:01:18:22

Viewer with transport controls

The Gallery is used for storing still frames to use as reference when comparing clips to one
another. Each still frame also stores that clip’s grade so you can copy it later; stills and grades
are stored together. A button lets you open up the Album browser, used for organizing your
stills. At the top of the Gallery, Memories let you store grade information that you can apply
using a control panel or keyboard shortcuts. You can also open a larger Gallery window within
the Color page that provides more room for organizing your saved stills and grades. For more
information on the Gallery page, see Chapter 28, “The Gallery and Grade Management.”

The Gallery has Memories, Stills saved in Albums and your PowerGrades
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The Node Editor is where you assemble one or more individual corrections (nodes) together to
create multi-correction grades (seen as node trees). This is a powerful way of assembling
grades, since different combinations of nodes let you create different corrections and very
specific adjustments by reordering operations, combining keys, or changing the layer order of
different adjustments. For more information about the Node Editor, see the “Node Editor
Basics” section of Chapter 30, “Working in the Node Editor.”

Node Editor to construct your grade processing signal flow

The Timeline in the Color page reflects the contents of the Timeline in the Edit page, but
has a different appearance that’s tailored to the requirements of the colorist. However, the
content is identical, and changes made to the Timeline in the Edit page are immediately
seen in the Color page as you switch back and forth. The Color page Timeline provides
several ways of navigating the clips in your project, as well as keeping track of what has
been done to which clips.

The Timeline is divided into three parts, each of which shows different information and
provides differing controls. A Timeline Ruler at the top lets you scrub the playhead across
multiple clips, and can be zoomed out enough to show every clip in your entire program.
Underneath, the Mini-Timeline (which can be opened or closed via a button at the right of
the palette bar) shows a small representation of the Timeline in the Edit page wherein each
clip is as long as its actual duration. At the bottom of the Timeline is the Thumbnail timeline,
in which each clip is represented by a single frame. The currently selected clip is outlined
in orange, and information appears above and below each thumbnail such as each clip’s
source timecode, clip number and track number, version name, whether it's been graded,
whether it's been tracked, if it’'s been flagged, and so on.

1 1) 131633:20 V 12 13163721 /1 13 14:09:46:19

The Timeline
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A series of palettes at the bottom left of the Color page provide access to different sets of
grading tools, used principally for manipulating color, contrast, and raw media format settings.
Each individual palette is opened by clicking the corresponding icon at the top of the

Palette panel.

The available palettes are the Camera Raw palette (for making metadata adjustments to raw
media formats), the Color Match palette (for creating automatic grades by sampling on-camera
color charts), the Color Wheels (graphical color balance controls and master wheels or sliders
for adjusting YRGB Lift/Gamma/Gain), the RGB Mixer (for mixing color channels into one
another), and the Motion Effects palette (with controls for noise reduction and artificial

motion blur).

Color Wheels Primaries Wheels

Gamma Offset

ot 0500 Sat 50.00

Left palette selection buttons

At 1920x1080 resolution or higher, a second set of palettes is organized at the bottom center of
the Color page. These palettes span a wide range of functionality, and the adjustments you
make with them can be combined with those made using the Color palettes.

Curves Custom

S

Center palette selection buttons
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NOTE At lower resolutions, the Left and Center palettes are merged to fit the Resolve
interface into a smaller area.

The nine available Center palettes include the Curves palette, the Qualifiers palette, the Power
Windows palette, and Tracker palette, the Blur palette, the Key palette, the Sizing and
Stereoscopic 3D palettes, and the Data Burn-In palette

The Keyframe Editor provides an interface for animating Color, Sizing, and Stereo Format
adjustments over time. Each node in the Node Editor corresponds to a track in the Keyframe
Editor, which lets you animate each node’s adjustments independently.

Keyframes

Master
Corrector 1

ctor 2

Node Format

Keyframe Editor displaying dynamic grade changes

Furthermore, each node’s track can be opened up to reveal Parameter Groups, so that you can
animate subsets of an individual node’s functions independently of other functions within the
same node.

The Deliver Page

Once you've finished grading your project, you need to either render it, or output it to tape to
deliver it to your client. This is where the Deliver page comes in. The Deliver page can be used
both to output digital deliverables, or to output tape, depending on which mode you enable.
Either way, the Deliver page is divided into five areas of functionality, each of which lets you set
up a different part of a render or output to tape.

The Deliver page is set up to let you queue a series of individual jobs, each of which can have
different settings, or be set up to render different parts of the Timeline. In this way, you can
output multiple deliverables, or re-render multiple areas of a timeline, as your needs require.
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The Deliver page

For more information about using the Deliver page, see Chapter 33, “Using the Deliver Page”.

The Render Settings list contains the customizable settings that affect how media is rendered
out of Resolve. These settings are covered in more detail later in “File-based Output.” The
Render Settings you can choose from for outputting from Resolve appear in three panels,
separating the Video, Audio, and File information-based settings in a logical fashion. By default,
this list shows only the most important criteria necessary for defining a render. However,
additional controls can be exposed by clicking the “Advanced settings” button at the bottom of
each group of settings.

B Render Settings 3 clips

Render Settings - Custom

Customn

SourceName

/olumes/Media Raid Too

Audio

Add to Render Queue

Render settings
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The Timeline mirrors the Timeline seen in the Color page. You can use the Timeline in the
Deliver page to turn off tracks with clips you don’t want to include in the operation, define the
range of clips you want to render or output to tape, and to choose which versions for each clip
you want to output. You also have the option of switching the Deliver page Timeline to look like
the Color page timeline instead, if that's what you’re more comfortable with.

The Deliver page’s Thumbnail and Mini-Timeline match the Color page

The Deliver page Timeline also has the Timeline Filter pop-up at the right-hand side of the
toolbar. Using this pop-up to filter the contents of the Timeline lets you restrict the range of
media you want to output in different ways. For example, if you've already rendered a timeline,
but you've since made some changes, you can use the “Show Modified Clips” option to display
only the clips that have changed within a particular timeframe. Another possibility is to choose
the “Show Unrendered Clips” option to show all clips that have not yet been rendered.

When rendering file-based media, the Viewer shows you exactly how the media being output
will look using the current settings, and the Transport controls move the playhead throughout
the current Timeline.

Pool Shark (Trimming)

01:01:13:06

Deliver Viewer

When outputting to tape, the Viewer shows you the tape output so you can set up insert or
assembly edit points, and the Transport controls move the tape in the deck if device control is
enabled. You can also put the Viewer into Cinema Viewer mode by choosing Workspace >
Viewer Mode > Cinema Viewer (Command-F), so that it fills the entire screen. This command
toggles Cinema Viewer mode on and off.
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The Render Queue is a list of all the jobs you've queued up for file-based rendering. Each job
can have an individualized range of clips and render settings, which you can use to render
multiple sections or clips of a timeline, the same timeline output to multiple formats, or multiple
timelines.

Render Queue

Job1 = 7

Pool Shark Editing Refinement | Pool Shark...

/

Pool Shark Editing Refinement | Pool Shark...

’

Pool Shark Editing Refinement | Pool Shark...

/

Pool Shark Editing Refinement | Pool Shark...

The Render Queue displays all jobs

The Render Queue also has the option to show either just the jobs within the current project, or
jobs queued up and saved within all projects for the current user.

User Interface Conventions in Resolve

While each chapter covers the unique on-screen controls found in each page of DaVinci
Resolve, this section summarizes how to use some of the more common controls you'll see.

Each page in DaVinci Resolve has an Interface Toolbar that runs along the top. This toolbar
contains buttons that let you show and hide different panels of functionality, so you can hide
things you don’t need in order to create more room for controls that you’re using.

Pool Shark Editing Refinement

The interface toolbar for the Color page lets you customize the Color page controls

Each page has a different set of options, that reflect the capabilities of that page.
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Each page of Resolve is divided into multiple panels, viewers, and palettes, each of which
contains specific sets of functions. These can be customized in one of three ways.

You can resize different regions of the interface by positioning the pointer at the border
between any two panels, and dragging it to enlarge one and shrink the other.

il Effects Library

Fit 00:00:19:16

il Effects Library

00:00:19:16

(Before/After) Resizing Ul regions

Certain Ul elements can be expanded, in the process rearranging another part of the Ul, by
clicking a small gray Expand button. For example, an expand button at the top right of the
Keyframe Editor in the Color page can be clicked to make the Keyframe Editor wider, while at
the same time hiding controls at the center to make room.

(Before/After) Expanding the Keyframe Editor
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Lastly, there are two interface elements that can either be docked in their respective pages, or
opened in separate windows. The first of these, the Audio Mixer, lets you analyze the volume
and set levels of tracks and clips in your timeline. The Audio Mixer can be opened in its docked
position at the right of the Timeline by clicking the Audio Mixer button in the Edit page toolbar,
or by choosing Workspace > Audio Mixer.

The Audio Mixer

The Video Scopes let you precisely analyze the color and contrast of clips in the Color page.
They can be exposed in their docked position to the right of the Color page palettes by clicking
the Video Scope button in the Color page toolbar.

[ty

Scopes Waveform

The Video Scope, docked next to the other
palettes at the bottom of the Color page
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Optionally, you can click the expand button at the top right of the video scope to open the
video scopes into a floating window, within which you can display all four video scopes
together, or individually, on any monitor connected to your workstation.

Scopes

Waveform Parade

Vectorscope Histogram

Video scopes in a floating window

Additionally, the Audio Mixer and Video Scopes are available in many of the dual-screen layouts
available in Resolve. The video scopes aren’t just available in the Color page. They’re also
available in the Media and Deliver pages for whenever you need to evaluate the video signal
more objectively, such as when you're setting up to capture from tape or scan from film, or
when you're setting up for output.

In the Resolve single screen layout, the Audio Mixer and Video Scopes can be moved to a
second computer display if one’s available, and both disappear temporarily if you change pages
or switch to another application.

Resetting the Ul

If you're unhappy with the way you've rearranged the Resolve Ul, you can choose Workspace >
Layout > Reset Ul Layout to restore the Ul to the default arrangement.
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The Media, Edit, and Color pages can be switched between single screen and dual screen
layouts by choosing Workspace > Layout > Dual Screen > On. Each dual screen layout makes it
possible to see many more controls at once, often in a larger workspace that lets you manage
more clips, more gallery stills, et cetera.
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The Edit page in dual-screen mode

In single screen mode, you can choose which display shows the Resolve Ul by choosing
Workspace > Layout > Primary Display > Display 1 or Display 2. In dual screen mode, this
reverses the contents of both monitors.
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Nearly every panel on every page exposes additional functionality via contextual menus, which
appear when you right-click on the appropriate item. Sometimes, different commands become
available depending on whether you right-click the background of a particular panel, or on an
item such as a still or node.

Contextual menus expose additional controls in
the Color page Viewer

Most of the buttons and pop-up menus that appear in various toolbars are activated with a
single click. Many panels and palettes appear with a Mode pop-up at the upper right-hand
corner that lets you choose a different type of function within that palette.

Custom v

Hue Vs Hue [1‘

Mode pop-up
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Additionally, many panels, palettes, and windows expose an Option menu, that appears as
three horizontal dots, which expose additional commands related to that particular function.

Copy Window N
AT

Option menus

Numeric parameters can usually be edited in a few different ways. If a slider appears, you
can drag it to change the value. If a number field appears, it can also be used as a “virtual
slider” by clicking and dragging to the right to raise the value, or to the left to lower the value
(white arrows indicate the direction of change).

Using virtual sliders

Double-clicking the field containing most numeric values highlights the number so that you can
type a new value using the keyboard, pressing Return to confirm the change. Finally, to reset
any editable parameter to its default setting, double-click its text label.

Resolve uses all three buttons of a multi-button mouse, or the three buttons available on other
type of input devices, when available. This section provides a brief summary of all the different
ways these three mouse buttons can be used.

Left Button

The left button is always referred to as a click, as in, “click the auto select button.” You click to
turn buttons or other controls on or off, to make selections, and to give areas of the Resolve Ul
focus so that keyboard shortcuts will do whatever is specific to that panel or area of the user
interface.

Double-clicking the left button usually opens items that are openable, such as opening a clip
from the Media Pool into the Source Viewer. You can also use double-clicking to do things like
selecting nodes in the Node Editor of the Color page.
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Right Button

The right button is referred to as a right-click, as in, “right-click a clip in the Media Pool.”
Right-clicking an item or area of the Resolve interface usually opens a contextual menu,
exposing additional commands that are specific to the item or area you’ve right-clicked.

However, some areas of the Ul use right-clicking in special ways. For example, when you're
using a color adjustment curve in the Curve palette of the Color page, right-clicking a control
point deletes that point.

Middle Button

The middle button (usually the scroll wheel button, but you may have to turn this on in the
Mouse panel of the System Preferences) is referred to as a middle-click, which does different
things in different places.

In all pages, rolling the scroll wheel while the pointer is within a Viewer lets you zoom
into and out of the image being displayed when you need to do more detailed work.

In the Color page, you can move the pointer over the Thumbnail timeline and roll up to
scroll to the right or roll down to scroll to the left. You can also roll the scroll wheel while

the pointer is within the Mini-timeline to zoom into or out of the currently displayed area.

Rolling up zooms out, while rolling down zooms in.

Middle-clicking and dragging within a Viewer lets you drag the image to pan it around,
which is useful after you've used the scroll wheel (or scroll behavior) of your mouse
to zoom in.

You can middle-click and drag within the Edit page timeline to quickly pan around
your edit.
You can also use middle-click to copy a grade in the Thumbnail timeline of the Color

page, by first selecting the clip that you want to copy TO (with a simple click) and then
middle-clicking the clip or gallery still you want to copy a grade FROM.

Lastly, if you're drawing a Bezier window in the Color page viewer using the Window
palette, then middle-clicking a control point will delete that point.
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Logging In and The Project Manager



Logging In and The Project Manager

This chapter covers three vital steps in the process of setting up to work in DaVinci Resolve:
creating a user within which you’ll be saving your projects, creating and organizing your
projects, and saving projects. It’s a good idea to familiarize yourself with the information in this
chapter prior to getting started with Resolve.
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Single-User versus Multi-User
Installations

When you first install DaVinci Resolve, you can choose whether to install it as a single-user or
multi-user environment. Starting with DaVinci Resolve 12, the default method of installing
Resolve is as a single-user environment, in which opening Resolve takes you directly to the
Project Manager, where all your projects are located within a single convenient window.

If you’ve previously installed Resolve and you upgrade to version 12.5, then the multi-user
environment will automatically be enabled; you'll see all of your users and have access to all
your databases as before. On the other hand, if you installed the default single-user
environment and change your mind, you can switch over to the multi-user environment
whenever you want by turning on the “Show multi user login window” checkbox in the System
Overview panel of the DaVinci Resolve Preferences window.

The main difference between the single-user and multi-user environments is in how your
Resolve projects are managed. Single-user installations only use Disk Databases. With multi-user
enabled, you have the option of organizing projects among multiple user accounts, and you also
have the option to use PostgreSQL Databases, which enables additional advanced functionality
such as the use of Project Servers, Remote Workflow, and Collaborative Workflow.

However, all other Resolve functionality relating to editing and grading in the Media, Edit, Color,
and Deliver pages is identical regardless of whether or not you're in single or multiple user mode.

Logging In and Creating New Users

If you've installed DaVinci Resolve as a multi-user environment and open it for the first time,
there are a few things you’re going to want to do before you begin working on your first project.

DaVinci Resolve was originally designed as a multi-user application for use in commercial
suites. Resolve is still very much used in that capacity in high-end facilities around the world,
and the login screen provides the interface that’s used to create and manage multiple users on
a single workstation.

.'. DaVinci Resolve 12

New User

Login window
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To Create a New User:

Click the New User button at the bottom left, or double-click the New User icon in the
middle of the login screen.

Enter the following information:
. This is the only setting you really need to enter, to identify the user.

- (optional) If your login requires security, you can enter any password you
like. You'll need to enter the same password into the Confirm Password field to make
sure a typo doesn’t cause you to create a password you didn’t intend.

. (optional) If you have a picture you'd like to use as the icon for this login, you can
click the photo region and choose one from your file system.

Click Setup New User.

Setup New User

Cancel Setup New User

New User window

To alter a user’s settings:

If you've already created a user, select that user’s icon and click the gear icon to open the
Account Settings dialog for that user, in which you can change all of the settings you
originally defined.

To delete a user:

Right-click on a user you've created, choose Delete User, then click Yes to confirm
when prompted.

Deleting a user also deletes all of the projects and PowerGrades associated with that
user, so do this with care, and if necessary, back up all projects and/or databases associated
with that user before deletion.
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By default, every new installation of DaVinci Resolve starts out with two logins that cannot be
deleted. The admin has special privileges for setting system configuration presets, while the
guest login is useful for visitors to your suite who just need to log in quickly to get some
work done.

To log in as a user:
If necessary, use the scroll bar along the bottom to find the login you want to use, and
do one of the following:

= Click to select a user’s icon, then click Log In.

= Double-click any user’s icon to log in as that user.
If your login is password protected, you'll be prompted to enter it now.

Before you log in, if you've just installed DaVinci Resolve and have opened it for the first time,

it's time to set the preferences. For more information about setting the preferences in Resolve,

see Chapter 3, “Project Settings and Preferences”.

Behind the Scenes: DaVinci Resolve Databases

By default, DaVinci Resolve uses a disk database to keep track of all of the users and
projects you create. You'll use the Project Manager (described in the next section) to
manage your projects, which are saved to a specific directory on your system that
corresponds to the operating system you use. However, you can create other
databases of different kinds depending on whether or not you want to set up multiple
DaVinci Resolve workstations to work together. For more information about creating
and managing databases, see Chapter 41, “Managing Databases and

Database Servers.”
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Using the Project Manager

The Project Manager is a centralized place to manage all your projects. If you’ve done a
single-user installation of DaVinci Resolve, this is the first window you'll see. If you're working
with a multi-user installation, this is the second window you’ll see, and it will show all projects
belonging to the user who's currently logged in and whose name appears at the upper right-
hand corner of the window.

Project Manager

... DaVinci R:

Project Manager

If you've already opened a project, you can re-open the Project Manager at any time by clicking
the Home button at the bottom right-hand corner of the Resolve window.

The Project Manager button at the bottom right
corner of the DaVinci Resolve interface

If you need to return to the Log In screen, you can click the User Name pop-up menu at the
upper right-hand corner. If you're using Resolve as a single-user environment, there will be no
name, just a pop-up menu in the same location that presents the options to open the database
manager, or quit.
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Van Hurkman wv

Log Off

Quit

User Name popup menu

The Project Manager provides an in-application interface for creating, renaming, and deleting
projects saved within the current user account. Many of these commands exist within the
contextual menu that appears when you right-click the background of the Project Manager.

Methods of project management:

- Double-click the Default Project, or click the New Project
button. A new project is created, and Resolve opens up the Media page. Once a
project is open, you can alter its project settings by clicking the gear icon.

- Double-click any Project icon, or Item if you're in
List view. Or, select a project and click the Open button in the lower right-hand corner.

- Right-click a Project icon or Item, and choose
Load in Read Only Mode. This lets you open a project without danger of altering it. If
you make changes, then you can save a new copy of the project with a new name.

. Right-click a Project icon or Item, choose Rename, and type a new
name in the dialog that appears, clicking OK when you're finished.

- Right-click a
Project icon or Iltem (other than the currently open project), and choose “Load config to
current project.”

. Select one or more projects, then right-click one of the selected
projects and choose Delete. Click OK when a dialog asks you to confirm the operation.

NOTE: You cannot move or delete the currently loaded project.

Another set of commands let you import and export projects. Because all projects are managed
by a Resolve database, this is the only recommended way to export and import individual
projects, even for file-based projects.
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Methods of importing and exporting projects

If you need to export a project to another location, such as to copy
it to the disk of a client you’re delivering the project to, you can right-click a Project icon
or Iltem, choose Export (to export only the project) or Export With Stills and LUTs (to
export the project including both still frames in the gallery and LUTs used in grades),
then in the Save dialog choose a location, enter a name, and click Save. This can also
be done from the File menu in the main Resolve interface.

Right-click any empty area of the Project Manager and choose
Import, then find and select a project file using the Import Project File dialog, and
click Open.

User Pop-Up Menu

The User pop-up menu at the upper right-hand side of the project manager contains all the
commands you need to manage your account, databases, and log off (when multi-user is
enabled), as well as the command to quit.

Van Hurkman

The User pop-up menu

When multi-user is enabled, opens the account settings where you
can edit your photo and password.
Opens the database manager.
When multi-user is enabled, this takes you back to the Login window.

Exits DaVinci Resolve and returns you to the file system.

Four buttons at the top right let you control how projects are viewed in the Project Manager.

Select Icon or List View

(Only appears in Icon View) Lets you choose the sort order
of projects in Icon View.

(Only appears in Icon View) Lets you show or hide additional project
information displayed underneath each thumbnail, including the frame size, number of
timelines within, and when that project was last modified.

Each project is represented by a large image that can be hover-scrubbed to
reveal five representative images from that project.
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Hover-scrub over Project icon, information is enabled

. Every project appears as an item on a list that has seven columns: Name,
Last Modified, Timelines, Format, Frame Rate, Date Created, and Note. You can
click any column header to sort the contents of the Project Manager by that criteria;
clicking the header a second time toggles that column between ascending and
descending sorting.

Project Manager Van Hurkman

Project List view

Clicking the magnifying glass button at the upper right-hand corner of the Project Manager
exposes the Search Options, which can be used to locate one or more projects based on the
metadata that’s selected in the Filter By pop-up menu to the left of it.

Project Manager Van Hurkman

HA e

Search field open with Filter by search criteria selected

Using the pop-up menu, you can choose to search by name, or by project format. Once you've
chosen a criteria, begin typing into the search field, and the Project Manager will immediately
and dynamically begin to be filtered by your search text.
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If you're organizing a lot of projects, you can create folders to put them into.

A folder (left) and a project (right) in the Project Manager

Methods of working with project folders:

Click the New Folder button, then enter a name into the Create New
Folder dialog and click Create.

Right-click a folder, choose Delete, and click Yes when prompted. All
projects inside a deleted folder will be deleted as well.

Right-click a folder, choose Rename, then enter a new name
and click OK.

Double-click a folder to open it and view its contents. At the upper
left-hand corner of the Project Manager, a folder path view shows you which folder
is open, as well as where you are within a nested series of folders if that’s what
you've set up.

Use the path control at the bottom left of the Project Manager.

Drag the project onto a folder icon, and drop it to place
it inside the folder.

Open a folder, select one or more projects you
want to move, then right-click the selection and choose Cut from the contextual menu.
Then, navigate to the next place in the Project manager where you want to place the
cut projects, right-click the background of the Project Manager, and choose Paste. The
projects should appear in the new location.

If you've installed Resolve to support multiple users, then the Group Projects button at the
upper left-hand corner of the Project Manager opens up the Group Projects browser. This
browser lets you import projects from other users into the Project Manager for the current user
that’s logged in.

Group Projects browser button
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Furthermore, if you're on a system that’s configured to use databases for project management,
a pop-up menu at the top of the Group Projects browser lets you open up another database
entirely to browse its users and projects.

Project Manager

v 2 VanHurkman (24)

IRl -
4} | - \i‘,l

Trains

Project manager with Group Projects browser displayed

To use the Group Projects browser:

Click the Group Projects button to open the browser. It always appears in List view.

Choose a disk or database from the pop-up menu at the top of the browser to reveal
that disk or database’s users in the browser

Click the disclosure triangle to the left of any user to reveal that user’s projects in a
hierarchical list.

To import a project into the current user, right-click it and choose Import.

A dialog appears that lets you change the name of the project being imported. If you
like, change the name, then click OK.

That project should now appear in the Project browser to the right. When you’re done
importing projects, click the Group Projects button again to close the browser.

NOTE: For more detail on shared database setup and operation, see Chapter 41,
“Managing Databases and Database Servers.”
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Saving Projects

Once you've created and opened a project, you want to make sure that you regularly save
your work.

Methods of saving projects:
= Choose File > Save Project (Command-S).
= Push the SAVE button on the DaVinci control panel.
= To save the current state of your project as a copy with a new name, choose File > Save

Project As (Command-Shift-S), then enter a name into the Save Current Project window
and click Save.

To revert to the last saved state of a project:

If you don’t want to save, but you want to revert to last saved state of the project,
choose File > Revert to Last Save.

As you work on your project, the word “Edited” appears to the right of the project name at the
top of the Resolve Ul to let you know that you have unsaved changes. If you don’t save in over
15 minutes, the word “Edited” turns yellow, and if you still don’t save in over 30 minutes, it turns
red to let you know that you probably should save. If you move the pointer over the word
“Edited,” a tooltip appears letting you know when the last save was performed.

Helicopter Project

The word “Edited” to the right of the project name
lets you know you have unsaved changes

DaVinci Resolve also has an auto save mechanism that you can enable in the Project Settings.
This means that every project has its own auto save settings individually enabled or disabled.
Resolve 12.5 has significantly improved save times, so using Auto Save is highly recommended
to prevent the loss of work in the event you have a problem.

Project Settings: Helicopter Project

Auto Save

Auto Save

Auto Save controls in the Project Settings
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To enable Auto Save:

With a project opened, click the gear icon, at the bottom left-hand corner of the DaVinci
Resolve interface.

When the Project Settings window appears, click Auto Save in the left hand sidebar.

There are three options in the Automatically Save project setting:
- Disables Auto Save. This is the default.

- Automatically saves the current project every few minutes, as defined by the
pop-up menu below that has options for 5, 10, 20, and 30 minute, or 1 hour intervals.
If you're using a PostgreSQL database, you have the additional option of saving over
1 minute intervals, as PostgreSQL database saving is considerably faster. If Resolve
unexpectedly quits before you have a chance to save, you'll see all autosaved
changes the next time you reopen that project.

. Automatically saves new projects to a backup list. Each backup
is an individual project file, so this lets you version your work. The total number of
backup files that are saved can be selected via the “Retain the last X backups” pop-
up menu. Backups are discarded in first in, first out fashion.

Click Save to confirm your change, and then close the Project Settings window.

Dynamic Project Switching

Dynamic Project Switching is an option in the Project Manager contextual menu that lets you load

multiple projects into RAM simultaneously, so that you can quickly switch from one to the other

just to work, or when copying and pasting clips, timelines, and node settings back and forth. If you
plan on opening many projects, or even just a few very large projects, you should be sure your

workstation has lots of RAM installed or you could experience a slowdown in performance.

Methods of using Dynamic Project Switching:

. Open the Project Manager, right-click anywhere
within the Project Manager and choose Dynamic Project Switching so that it’'s checked.
Dynamic Project Switching will remain enabled until you turn it off.

. Open any project, then reopen the Project Manager
and open any other project. All projects you open are kept available in RAM.

. Choose File > Switch Project and select the project
you want to switch to from the submenu. You can also choose other projects that have
been opened into RAM from the pop-up menu that appears to the right of the project
name at the top center of the Resolve user interface.

. Choose File > Close Project and select the project you
want to close from the submenu. You may be prompted to save, after which the
project closes.

. Open the Project Manager. All open projects appear
with a check mark in the upper right-hand corner; the currently open project has an
orange corner mark, while other projects open in memory have a gray corner mark.
Right-click anywhere within the Project Manager, and choose Close Projects in Memory
to close all projects other than the current one.

Chain Dailies v

Helicopter Project N

Switching among open projects using the Project
Title pop-up at the top of the Resolve Ul
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Using dynamic project switching, you can do the following:
= Copy and paste clips from the Media Pool of one project into another.

= Copy and paste timelines from the Media Pool of one project into another. When you
paste a timeline from another project, all of the clips used in that timeline will be pasted
to the same location as well.

= Copy and paste clips from a timeline in one project to a timeline in another.

= Copy a node’s settings from one project and paste them to a node in another project.

You can also copy and paste clips, timelines, and node settings from one project to another
without using dynamic project switching, but using switching makes this process faster.

Archiving and Restoring Projects

DaVinci Resolve has a convenient feature for quickly archiving every single media file used by a
project, along with the project itself, to a single location. This can be done to hand a project off
to another Resolve user, or to bundle a project and its media up for either short- or long-term
archiving using the backup methodology of your choice. The process is simple.
To Archive a project:

Open the Project Manager.

Locate and right-click the project you want to archive, and choose Archive.

Citizer

Archive [l‘

The contextual menu command for archiving projects

When the Archive Project window appears, choose a location to save the archive.
Make sure you choose a volume that’s large enough to accommodate the size of all the
media from the project you're archiving, and click Save.
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When the Archive dialog appears, verify the location the archive will be saved to, and
choose which optional media you want to save within the archive. As of Resolve 12.5,
you can optionally save Optimized media and/or Render Cache media associated with
a project.

) plumes/Media Raid Too/Helicopter Project.dra Browse

< Optimized Media

Cancel

A dialog letting you choose whether to save
Optimized and/or Render Cache media

Click Ok, and a dialog with a progress bar will show you how long the archive operation
will take to finish. If any errors come up, resulting from missing or offline media, they’ll
be presented at the end of the process.

The resulting archive that is written is a directory with the .dra file extension. Inside this folder
are a series of subdirectories containing all of the media that’s used by the archived project.
Each directory of media files used is saved within a directory path that mirrors the exact path it
came from, so you have a reference for where each clip came from originally.

To restore an Archived project:

Copy the .dra archive directory you want to restore to the volume where you want
those media files to be. Restoring doesn’t move this directory, it only adds the project
file within to the Project Manager, so you should make sure the .dra archive directory is
located on a storage volume with suitable performance for you to work.

Open the Project Manager, right-click anywhere, and choose Restore from the
contextual menu.

Choose the .dra archive directory you just copied, and click Open.

At the prompt, enter a unique project name for the restored project, and click OK. The
project is restored to the Project Manager, and remains linked to the media located
inside the .dra archive.

If, after restoring an archive, you want to move its media to another location, you can use Media
Management to do a move operation for all clips in that project. For more information on Media
Management, See Chapter 21, “Media Management.”

Chapter 2 — Logging In and The Project Manager

65



Project Settings and Preferences



Project Settings and Preferences

This chapter covers the settings used for defining the properties of each individual project. It's
a good idea to familiarize yourself with the information in this chapter prior to setting up your

first project.

Timeline Format
Video Monitoring
Conform Options

Image Scaling
Input Scaling Preset
Output Scaling Preset

General Settings
Frame Interpolation

Timeline Settings
Ripple Mode

Dynamics Profile
General Settings

Printer Light Step Calibration

Color Management Settings
Adding Lookup Tables to Your DaVinci Resolve Installation

Lookup Tables
Broadcast Safe
Generate Soft Clip LUT

Generate LUT From Current Grade

69
70

71
71
73
74

76
76
77
78

78

78
79
79
79
80

81
81
82

82

82
82
84
85
86
86
87

Chapter 3 — Contents

67



88

89
920
General Options 90
Optimized Media 90
Ul Settings 91
Working Folders 91
92
Capture and Playout 92
Capture 93
Playout 93
94
95
96
96
97
System Overview 97
Media Storage 98
Using Path Mapping to Access Volumes from other Operating Systems 98
Video I/O and GPU 99
Audio 100
Control Panels 100
Advanced 100
Saving Preferences and Restarting DaVinci Resolve 100

Chapter 3 — Contents 68



Opening and Editing Project Settings

Once you’ve opened a project, all of the various project settings, deck capture and playback
settings, LUT settings, and application preferences that are available in DaVinci Resolve can be

found in the Project Settings window.

To open the Project Settings window:
Click the gear button at the bottom right on any page.

Project Manager and Project
Settings buttons

The Project Settings open in the middle of the screen.
Project Settings: Chain Dailies

Timeline Format

Master Project Settings

Video Monitoring

Conform Options

Project Settings window
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The Project Settings window is divided into a series of panels which can be selected from a
sidebar to the left. Each panel contains a collection of related settings that affects some
category of Resolve functionality.

To alter any project settings:

Click on the name of any group of settings in the sidebar at the left to open that panel.
Change whatever settings you need to change.
Do one of the following to apply your changes:

= Click Apply to apply the changes you've made and close the Project Settings.
= Option-click Apply to apply the changes you’ve made and keep the Project Settings
window open, so you can make other changes.

It may be necessary to keep the Project Settings window open in order to continue making
changes that may visibly affect the clips and timelines in your project.

Presets

The Presets panel lets you save customized collections of Project Settings for future recall.
Presets can save the state of nearly every parameter and setting in every panel of the Project
Settings window, and make it easy to switch among different setups for different tasks, or to
accommodate different types of projects.

There are three default items in the Presets list:

. This is the current project’s settings. After you've loaded a preset,
the current project becomes selected, showing that the preset you loaded has been
applied to the current project.

. The default configuration that’s applied as the User Default Config for
all new users that are added to the Login screen.

. The default configuration for all new projects created by the
currently logged in user. The actual name of this config reflects the current user name.
Changing this config alters the default settings that are selected whenever this user
creates a new project.

If you like, you can add your own presets, as many as you need to accommodate the kind of
work you do.

To Create a New Preset:

Alter whichever settings in whatever panels you need to, using the different panels of
the Project Settings window. In each panel you alter, click the Apply button to retain
your changes.

Open the Presets panel and click Save As.

When a dialog appears asking “Apply Current Configuration to System?”, click Yes to
apply these changes to the current project.

When the Preset Name dialog appears, type a name into the field and click OK.

The new preset appears as an item in the Presets list.

Once you've created one or more custom presets, you can load them at any time.
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To Load and Use a Preset:

Click an item in the Presets list.

Click Load.

If a dialog appears saying either “Do you want to replace current project’s config with
this selected Preset” or “Apply Current Configuration to System?”, click Yes.

If you want to change the default configuration that new users and new projects are
automatically created with, you can edit the System Config or the User Default Config.

To modify a System or User Configuration:
Exit to the Login Window, and do one of the following:
Log in as admin to modify the System Configuration.
Log in as a user to modify the User Default Configuration.
Open a new or existing project, then open the Project Settings.
Open the Presets panel, and do one of the following:
If you're logged in as admin, select "System Config” in the Presets list.
If you're logged in as a user, select "User default config” in the Presets list.

Make whatever changes you need in the different panels of the Project Settings. Click
the Apply button for each panel to keep your changes.

When you're finished making changes, open the Presets panel again, and click the
Save button immediately underneath the Presets list.

If you edited the System Config, then all new users that are added to the system
automatically inherit these settings. If you edited the User Default Config, then all new
projects created by that user will inherit those settings.

Finally, if there’s a custom preset that you’ve created that has outlasted its usefulness, you can
delete it.

To Delete a Preset:
Click an item in the Presets list to select it.
Click Delete.

When the Confirm Delete dialog appears, click Yes.

Master Project Settings

This panel is project specific, and lets you set up and adjust the most essential properties of a
clip, including the timeline format, video monitoring method, and conform options. In many
workflows, you'll want to adjust these settings before getting started with your project.

This group of settings affects the geometry and image processing of the current project.

- A pop-up menu that lets you choose a frame resolution preset to
use for image processing while grading. DaVinci Resolve is resolution independent,
so you can change the resolution at any time and all windows, tracks, sizing changes,
and keyframe data will be automatically recalculated to fit the new size. For example,
you can work on a 4K project while monitoring at HD resolutions if your room is only
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set up with an HD monitor, and then render the finished project at 4K resolution
for final delivery. Alternately, you can downsize an HD project to an SD resolution
to create another set of deliverables. For more information on Resolve’s resolution
independence, see Chapter 29, “Color Page Effects.”

Lets you set resolutions not found in the
“Timeline resolution” pop-up menu.

Used to select PAR settings for image formats that don’t use the
default square pixel format. You can apply a 16:9 anamorphic PAR, a 4:3 PAR for SD
projects, or a Cinemascope ratio.

Determines the primary frame rate used by the project. If you're
importing an AAF or XML file, this setting is automatically set via an option in the
Project Import dialog. Ideally, you should choose a frame rate before importing media
into the Media Pool. However, the first time you import media into an empty Media
Pool, you're prompted if the incoming media frame rate doesn’t match the Timeline
frame rate set here, and you have the option of automatically updating this setting to
match that of the media you’re importing. Once one or more files have been added to
the Media Pool, this setting cannot be changed.

Enables or disables drop frame timecode for the current
project. Off by default.

Usually based on the frame rate of the external display connected
to your video interface and the “Timeline Frame Rate” setting. For example, a 50Hz
monitor requires a 25 fps playback frame rate for synchronous display without dropped
frames. If you want to see the playback at a slower rate, type the frame rate in this field
and DaVinci Resolve will make the appropriate calculations to drop or repeat frames as
necessary to match it. This can be useful for seeing how clips look in slow motion.

The only option is 32-bit floating point, which is how all image data
is processed within DaVinci Resolve’s image processing pipeline.

There are four options. The default is the well established DaVinci YRGB
color science. DaVinci YRGB Color Managed enables the Resolve color-managed
workflow (RCM) for grading. Alternately, you can choose DaVinci ACES or DaVinci
ACEScc color science, a standardized color management scheme that’s available for
facilities using ACES workflows. For more information about Color Management and
ACES, see Chapter 6, “Data Levels, Color Management, ACES, and HDR.”

This pop-up only appears if you choose one of the DaVinci ACES
options from the Color science pop-up menu. Lets you switch between different
versions of the ACES specification. This lets you choose the appropriate older version
of ACES whenever you open an older project.

Interlaced media is supported throughout DaVinci
Resolve. The “Enable video field processing” checkbox forces Resolve to process all
operations internally using separated fields. A corresponding checkbox in the Format
settings of the Deliver page, “Field rendering,” lets you enable and disable field
rendering when rendering file-based output. In addition, each clip in the Media Pool
has a Field Dominance pop-up menu in the Video panel of the Clip Attributes window
that lets you specify whether clips are upper- or lower-field dominant; an Auto setting
makes this choice by default.

If you’re working with progressive-frame media, it is not necessary to turn this checkbox
on. Furthermore, if you're using interlaced clips in a progressive-frame project and
you're intending to deinterlace those clips using the Enable Deinterlacing checkbox in
the Clip Attributes window, then you must turn “Enable video field processing” off.
Otherwise, the Enable Deinterlacing checkbox will be disabled for all clips. For more
information about deinterlacing clips, see the “Changing Clip Attributes” section of
Chapter 9, “Working With Media.”
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Whether or not it’s necessary to turn field processing on to maintain the field integrity of
interlaced clips in your program depends on what types of corrections you're applying
to your clips. If you're mastering your program to an interlaced format, and you're
applying any adjustments that would cause pixels from one field to move or bleed into
adjacent fields, then field processing should be enabled; effects requiring field
processing include filtering operations such as blur, sharpen, and OpenFX operations,
as well as sizing transforms that include pan, tilt, zoom, rotate, pitch, and yaw.

On the other hand, regardless of whether you're outputting interlaced or progressive-
frame media, if you're not filtering or resizing your clips, and you’re only applying
adjustments to color and contrast, it's not necessary to turn on field processing for
interlaced material, and in fact, leaving it off may somewhat shorten your project’s
rendering time.

The settings available in this group control the signal that’s output by the video output interface
that’s connected to your workstation, and let you specify what standard of signal is output, and
via which signal path.

By default the frame size and frame rate match those in the Timeline resolution and Playback
frame rate options. However, if necessary you can change these settings to match those of the
external display you’re using to monitor your work. For example, if you're working with 2K files
for 2K output, but you’re color correcting using a high definition monitor set to 1080 resolution,
you can select the appropriate HD standard for that monitor without changing the Timeline
Resolution settings.

. Lets you choose a video standard combination of frame size and frame
rate to be output via your connected video output interface.

- Lets you choose the signal standard to output from your
connected video output interface to the video monitor. Make sure to choose a standard
that’s supported by both your video interface and your monitor. The options are:

- A signal path for monitoring image data to monitors that support 4:4:4
chroma sampling via dual SDI connections.

- A signal path for monitoring image data via a single
3 Gb/s or 6 Gb/s SDI connection.

. All DaVinci Resolve systems can generate a side-
by-side display that can be sent to a Stereoscopic monitor via the HD-SDI output of
an UltraStudio 4K or DeckLink card. When dual SDI 3D monitoring is enabled, each
eye is output separately at full resolution. In this mode, split-screen wipes and cursors
will not be visible on the grading monitor.

- Lets you choose from among Single Link, Dual Link, and
Quad Link SDI.

. This setting only affects the data levels being output via the video interface
that connects the Resolve workstation to your external display. It has no effect on the
data that’s processed internally by Resolve, or on the files written when you render in
the Deliver page. It is imperative that the option you choose in Resolve matches the
data range to which your external display is set. Otherwise, the video signal will appear
to be incorrect, even though the internal data is being processed accurately by DaVinci
Resolve. There are two options:

- This is the correct option to use when using a broadcast display set to the
Rec. 709 video standard.
- If your monitor or projector is capable of displaying “full range” video signals,

and you wish to monitor the full 10-bit data range (0- 1023) while you work, this is the
correct option to use.
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For more information about data levels, see Chapter 6, “Data Levels, Color Management,
ACES, and HDR””

- Choose the bit depth that corresponds to the capability of your
display. You can choose between 8-bit and 10-bit. Monitoring in 10-bit is more
processor intensive, but preferable to avoid the appearance of banding that may not in
fact be in the image data being processed by Resolve.

. This setting, when displayed, lets you select between
internal and external bi-level or tri-level synchronization, which is used with some video
interfaces, but not required by all.

. Defaults to basic, and is only enabled to smooth the edges of video
being viewed on a projector with very large screens. These settings minimize high
frequency artifacts that may be seen. This may also be noticeable if you have a 2K or
HD project but are monitoring on an SD monitor. The other option, Bilinear, has different
effects on the monitored image depending on your display device, so you may need to
check to verify that it’s appropriate for your environment.

. When outputting 23.98 or 24 fps media to an external display that
can only sync to 29.97, 59.94, or 60 fps signals, this option lets you output with a 3:2
pulldown pattern inserted into the signal.

. When using a single GPU for both display and
CUDA or OpenCL processing, or if your display GPU is underpowered, or if you lack
the PCle bandwidth required for the currently specified resolution or frame rate, you
may be able to improve real time performance by turning this option on. When enabled,
on-screen controls such as the cursor, Power Window outlines, and split-screen views
are disabled and hidden during playback. When playback is paused, all onscreen
controls reappear.

- When this setting is disabled, video output is locked
to the Color page viewer only. When this setting is turned on, other elements of the GUI
that have focus in the Media, Edit, and Deliver pages are also output to video.

. Don’t use this checkbox unless you know
what it does.

- (only available in Studio version) Turning on this
checkbox outputs the metadata necessary to send High Dynamic Range signals over
HDMI 2.0a and have it correctly decoded by an HDR-aware video display. When this
checkbox is enabled, it's recommended to also enable the “HDR mastering is for X nits”
checkbox in the Color Management page, and set the “nit” level (slang for cd/m2) to
whatever peak luminance level your HDMI connected HDR display is capable of.

The settings in this group determine how clips are conformed to match imported project files
with source media on disk by extracting timecode, reel names, file names, file paths, and so on.

. Determines how DaVinci Resolve extracts timecode from referenced
media files. There are two options:

. The preferred setting for most projects to conform
automatically and apply grades to the resulting clips. As long as DaVinci Resolve
can reference the timecode in either a media file’s timecode track, or in the header
metadata of the frames in a DPX sequence, you can use timecode to re-conform
clips, or even completely change the media file to which a clip refers.

. This setting is useful if the source media lacks
timecode metadata, and all that’s available is a frame count that identifies frames via
sequentially numbered integer values.
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Inserts black frames whenever you conform
a clip that doesn’t contain all the required frames. When this option is selected,
partial clips are flagged in the Edit page with a P in the thumbnail of the clip that it is
lacking frames.

When this checkbox is turned on, DaVinci Resolve
uses reel numbers when conforming clips to match any imported project. This setting
must also be turned on if you want to choose different reel name extraction methods
for individually selected clips using the Clip Attributes window. Turning this checkbox
off forces DaVinci Resolve to identify clips using file names when conforming XML and
AAF projects. File names can only be used for conforming XML or AAF files, or when
importing a DaVinci project. There are four options:

. Obtains the reel number by extracting it from each media
file’s path. This makes it possible to extract a reel number from all or part of the file
name, or from all or part of the name of any folder in the path that encloses that file.
This extraction is defined using the Pattern field.

. A code that defines how a reel number should be extracted from the source
clip path name. For more information about creating patterns, see “Using the Pattern
Field” in Chapter 22, “Importing Projects and Relinking Media.”

. The reel number is obtained from the name of the bin in
the Media Pool that encloses that clip. This option is often used for stereo projects,
deriving the reel number from “Left” and “Right” named directories. It's also useful for
projects that are inheriting new VFX clips on a daily basis.

- Useful for file formats where the reel number is
embedded within the media file itself. QuickTime files created by Final Cut Pro, DPX
frame files, and CinemaDNG files are all formats that are capable of containing reel
number header data.

- If there is no defined reel number, often it's easy to just use
the source clip filename. This is a safe option to use in situations where you want to
manually choose different reel name extraction methods for individual clips using the
Clip Attributes window.

Media file formats such as R3D have reel
names, obtained from the file names, that are longer than the eight characters that are
allowable in a standard EDL. This option allows DaVinci Resolve to extract reel names
from appropriately formatted EDL comments, such as those output from Final Cut Pro 7.

If there’s a missing clip in a conformed
timeline that results in a gap in the Timeline Editor, turning this option on sets Resolve
to show the corresponding frames of an “offline reference movie,” if one has been
assigned to that timeline, instead of black. This can be helpful in emergency situations
when you’re missing timeline clips right before a screening or review session; this
feature lets you play or output the missing frames using the corresponding media from
the offline reference movie, instead of outputting black. For more information on using
and assigning Offline Reference Movies, see Chapter 22, “Importing Projects and
Relinking Media.”

If there’s missing media in a
project that results in an unlinked clip in the Timeline Editor (represented by a red
exclamation point overlay on that clip), turning this option on sets Resolve to show
the corresponding frames of an “offline reference movie,” if one has been assigned
to that timeline, instead of black. This can be helpful in emergency situations when
you're missing source media right before a screening or review session; this feature
lets you play or output the missing frames using the corresponding media from the
offline reference movie, instead of outputting black. For more information on using
and assigning Offline Reference Movies, see Chapter 22, “Importing Projects and
Relinking Media.”
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Lets you change the behavior of C
mode sorting in the Timeline. With this checkbox turned on (the default), all clips in the
Timeline are sorted by reel number first, and then by source timecode. This way, clips
with similar timecode from the same reel will appear next to one another in C mode.

If you turn this checkbox off, reel number is ignored, and all clips in the Timeline are
sorted only by source timecode. This may result in clips from multiple sources being
mixed together, but it is useful in specific situations.

(Only available prior to importing media into a project) This
pop-up menu lets you choose the method used to conform mixed frame rates for
rendering and playback. When none is selected, Resolve conforms and processes all
clips in the Timeline to play at the frame rate that’s selected in the “Timeline frame rate”
pop-up menu. For example, 23.98, 29.97, 30, 50, 59.94 and 60 fps clips will all play at
24 fps if that’s what “Timeline frame rate” is set to in the Master Project Settings. How
clips in mixed frame rate timelines are rendered out depends on whether the Render
Settings are set to render individual source clips or one single clip. When you render
the Timeline as individual source clips, all clips are rendered individually at their original
frame rate. If you select ‘single clip,” all clips are converted to the “Timeline frame rate”
frame rate and rendered as a single media file.

You can choose the “Final Cut Pro 7” or “Final Cut Pro X” methods of conform, while for
projects imported from Premiere Pro, Smoke, or other NLEs, you should choose
“Resolve.” Which option you choose dictates the accuracy with which retimed clips in
Resolve match the same clips retimed in other editing applications.

You should also choose “Resolve” if you're editing from scratch in DaVinci Resolve, and
your source clips are at different rates than the timeline rate and you would like each of
the clips to be speed changed to the timeline rate by default. This option uses the
Retime selection you can find on the editing tab. This pop-up menu also appears in the
Load AAF or XML dialogs when you import a project.

Image Scaling

The Image Scaling panel contains settings that determine how and when clips are resized for
various reasons.

These settings affect the methods used to resize clips in various situations.

The first group of settings lets you choose the mathematical method used
to resize clips:

. When this option is enabled, bilinear image scaling will be
used during playback and sharper image scaling will be used while playback is
paused, enabling low-performance workstations to play with better frame rates, albeit
not at full quality.

- Usually provides the best quality in projects using clips that must be scaled
up to fill a larger frame size, or scaled down to HD resolutions.

- May provide higher quality for projects using clips that must be scaled
down to fit an SD resolution frame size.

- A lower quality setting that is less processor intensive. Useful for previewing
your work on a low-performance computer before rendering, when you can switch to
one of the higher quality options.
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When this checkbox is turned on, Resolve uses
the highest-quality scaling method for reducing the size of media.

Checking this box lets you choose an Input Sizing preset to
apply to the project.
Checking this box lets you choose an Output Sizing preset to
apply to the project.

A second group of settings lets you choose how to handle edge anti-
aliasing for source blanking.

. Adds anti-aliasing when any of the Sizing controls are used to transform the
image. Otherwise, anti-aliasing is disabled.

. Forces anti-aliasing on at all times.

. Disables anti-aliasing. It might be necessary to turn anti-aliasing off if you notice

black blurring at the edges of blanking being applied to an image.

A third group of settings lets you choose whether to apply sharpening
when debayering raw media formats such as CinemaDNG.

. When this option is enabled, a simple debayer will be used
during playback and a sharper debayer will be used while playback is paused,
enabling low-performance workstations to play with better frame rates, albeit not at
full quality.

. The default setting. Uses a debayer-specific, high-quality
sharpening operation to improve the appearance of debayered media.

. Choosing this setting disables sharpening, providing access to
the unaltered debayering result.

(only available in Studio version) A fourth group of settings lets
you choose the quality/processing time tradeoff when deinterlacing Media Pool clips
using the Enable Deinterlacing checkbox in the Clip Attributes window. There are
two settings:

. A high-quality deinterlacing method that is suitable for most clips. For many
clips, Normal is indistinguishable from High. Normal is always used automatically
during playback in Resolve.

- A more processor-intensive method that can sometimes yield better results,
depending on the footage, at the expense of slower rendering times.

Contains one setting, Mismatched resolution files, that lets you choose how clips that don’t
match the current project resolution are handled. There are four options:

Clips of differing resolution are not scaled at all. Clips that
are smaller than the current frame size are surrounded by blanking, and clips that are
larger than the current frame size are cropped.

Clips of differing resolution are scaled so that the clip’s
shortest dimension is fit to match the frame. Excess pixels are cropped.

The default setting. Clips of differing resolution are scaled so
that the clip’s longest dimension is fit to match the frame. The shorter dimension has
blanking inserted (letterboxing or pillarboxing).

Useful for projects using anamorphic media. Clips of
differing resolutions are squished or stretched to match the frame size in all dimensions.
This way, anamorphic media can be stretched to match full raster, or full raster media
can be squished to fit into an anamorphic frame. An added benefit of this setting is that
it makes it easy to mix anamorphic and non-anamorphic clips in the same project.
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These settings let you optionally choose a different resolution to be output via your video
output interface, for monitoring, outputting to tape, or rendering. If you set the resolution in the
Render Settings list of the Deliver page to something other than the Timeline Resolution, these
settings are used to make the change. This can be used in situations where you’re working on a
high resolution 4K project, but you want to monitor using an HD display and output HD
resolution media for approval.

. Turned on by default, so that these settings mirror the Timeline
Resolution, Image Scaling, and Input Image Scaling settings described above. Turning
this checkbox off lets you choose different settings for monitoring, outputting to tape,
or rendering, using the other settings in this group.

. Lets you choose an alternate resolution.
. Lets you specify a different custom alternate resolution.
. Lets you specify an alternate pixel aspect ratio to match the alternate

timeline format.

- Lets you choose an alternate way of handling mismatched
resolution files given the alternate resolution you’'ve chosen. These options work
identically to those of the “Input Image Scaling” group.

Editing

The settings in this panel affect keyboard shortcuts and editorial default values.

. Defines the default duration of generators you edit into
the Timeline, in Seconds or Frames. The default value is 5 seconds.

. Defines the duration of transitions, in Seconds or Frames,
that you add to an edit point in Resolve. The default value is 1 second.

. Defines the duration of stills that you import such as TIFF, PNG
and other supported graphic file formats, in Seconds or Frames. The default value is
5 seconds.

. Determines how much of the Timeline before the current position of the

playhead to play when using the Play Around command.

. Determines how much of the Timeline after the current position of the
playhead to play when using the Play Around command.

- The value used when creating a timeline with handles. The
default is one second worth of frames.

. The number of frames that are nudged when you use the
Shift-comma (,) and Shift-period (.) keyboard shortcuts.

. The number of frames in the Timeline prior to the
playhead covered by the Playhead Shadow, if enabled by choosing View > Show
Playhead Shadow.

- The number of frames in the Timeline after the
playhead covered by the Playhead Shadow, if enabled by choosing View > Show
Playhead Shadow.

. Turn this checkbox on if you
want Resolve to always remember the last edit type you used in the Timeline Viewer
Overlay, and highlight it on this Overlay whenever you drag another clip over the
Timeline Viewer to let you know that the last edit you performed is the new default edit
if you drop clips to the left of the overlay.
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These settings determine the default state for all retiming and speed change effects including
when clips are in mixed frame rate timelines.

This pop-up menu lets you choose a default method of processing
clips in mixed frame rate timelines and those with speed effects (fast forward or slow
motion) applied to them, throughout the project. Since each clip in every timeline
defaults to “Project Settings,” changing this setting will change the way most speed
effected clips will be processed, except for those that have custom settings selected.
There are three options:

. The most processor efficient and least sophisticated method of processing;
frames are either dropped for fast motion, or duplicated for slow motion.

- Also processor efficient, but can produce smoother results; adjacent
duplicated frames are dissolved together to smooth out slow or fast motion effects.
This option can provide better results when Optical Flow displays unwanted artifacts.

. The most processor intensive, but highest quality method of speed
effect processing. Using motion estimation, new frames are generated from the
original source frames to create slow or fast motion effects. The result can be
exceptionally smooth when motion in a clip is linear. However, two moving elements
crossing in different directions or unpredictable camera movement can cause
unwanted artifacts.

When using mixed frame rate timelines with Optical Flow
retiming selected or Optical Flow speed changes, this pop-up menu lets you choose
between higher speed (Faster) or higher quality processing (Better).

When using mixed frame rate timelines with Optical Flow retiming or
Optical Flow speed changes, this pop-up menu lets you choose small, medium or large
motion for all speed and motion related calculations to improve the result by matching
the type of motion in the source media.

Color

The settings in this panel govern different behaviors in the Color page.

These settings affect clip versions and timeline interactions when working in the Color page.

Automatically sets all new clips that are
added to existing timelines, or all clips that are added to new timelines that are
imported via AAF, EDL, or XML, to use local grades by default. If you want all clips
added to new timelines to use remote grades instead, as with DaVinci Resolve version
9 and earlier, you can turn this checkbox off.

If you turn on this option before
importing any media into the Media Pool, or importing any timelines that will in turn
import media into the Media Pool, you can create projects with a Master Timeline.
When enabled, clips are added to and removed from the Master Timeline as they’re
added to and removed from the Media Pool, so that the Master Timeline always
contains all media in the Media Pool. Once media has been imported into a project, this
setting cannot be changed.

To minimize project size, and maximize the
speed of saving and loading projects, you should leave this checkbox unchecked. If
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you select the checkbox, all of your Timeline thumbnails will be stored inside every
project, instead of in the default directory that’s ordinarily dedicated to stills, during
both Save and Auto Save operations. This provides a good history of the project, but
takes much longer to complete and uses more hard disk space.

. This setting affects the operation of the
NEXT SCENE and PREV SCENE commands in the Color page. The default cue point
when moving from one clip to the next is the first frame of each clip. Entering a value,
in frames, in this field sets the default cue point to the specified number of frames after
the first frame of each clip you move the playhead to. This can be convenient if the
source material has black or camera rollup flashes at the beginning of every clip while
you're trying to grade dailies.

- When grading a project with multiple tracks, you
can use this option to alter the “next scene” command to work better in projects with
multi-clip composites. With this option turned off, pressing NEXT SCENE on the DaVinci
control panel, or using the Down Arrow keyboard shortcut, moves the playhead to the
very next clip in the Thumbnail timeline, regardless of whether it’s in front of or behind
another clip. Turning this option on causes the NEXT SCENE command to move the
playhead to the clip in the highest track if the next clip is part of a multi-clip composite
with multiple clips stacked over one another.

This setting determines the behavior of the Ripple command that’s initiated when using the
RIPPLE VALUE button on the DaVinci control panel.

. The Ripple mode that’'s used when you press the RIPPLE VALUE
button on the DaVinci control panel. For more information on using this function, see
Chapter 28, “The Gallery and Grade Management.”

. Changes made to the current clip are rippled to the specified
clips using the exact parameters that were changed. For example, if the Master Gain
level in the current clip is changed to 0.75 of its range, each clip you ripple will have a
Master Gain level of 0.75. Only parameters you adjust are rippled.

. Changes made to the current clip are rippled to the specified
clips by the percentage of change you made to the altered parameters. For example,
if the current clip has a Master Gain level of 1.00 and is changed to 0.90 units, then
the Master Gain level of each clip you ripple will have a relative reduction of 10%
relative to its previous value.

. Changes made to the current clip are rippled to the specified
clips by the same delta of change, using whichever units make sense for the affected
parameter. For example, if the current clip had a Master Gain of 0.80 and you
increased it to 0.90, each rippled scene’s Master Gain level increases by 0.10.

. The current clip’s grade is rippled to the specified clips in its
entirety. No comparison is made with the original clip’s parameters, and all memory
parameters are rippled.
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Defines the default transition from one dynamic keyframe to the next for keyframed effects in
the Color page. By default this transition is linear, with the “Dynamic profile start” and “Dynamic
profile end” parameters set to 1. However, if you need to alter the acceleration of the
interpolation of values from one dynamic keyframe to the next, then you can change that
keyframe’s Dissolve Type in order to “ease” the effect transition you're creating.

The values in these settings correspond to the graph curves found in the Dynamic Attributes
dialog when editing keyframes in the Color page. For more information, see “Changing
Dynamic Attributes” in Chapter 31, “Keyframing in the Color Page.”

Affect a variety of behaviors while working in the Color page.

Selecting this option sets the Y channel of the YRGB
parameters for all grades to zero. This is required to be able to export a compliant
ASC-CDL, and will impact all grades that use the Lum Mix control.

Defines how the DaVinci control panel trackball/
ring reset buttons reset primary color adjustments. When this option is turned off (the
default), pressing the ALL Reset button returns the primary correction values to their
default values. When this checkbox is turned on, then pressing the ALL Reset button
(@) resets the YRGB values so that the overall values are kept and the ratio of YRGB to
each other is maintained, and (b) pressing the RGB Reset button sets the three color
channels to the average of what they were previously set to.

Turning this on sets power window outlines
to be drawn as green (for the center shape) and yellow (for the softness shapes), to
make these windows easier to see in certain circumstances, instead of the default
white and gray.

DaVinci Resolve 12.5 introduced a
modification to the Log grading controls that provides smoother, more pleasing results
using the same controls. To maintain backward compatibility with older projects, a
“Use legacy Log grading ranges and curve” checkbox in the Color panel of the Project
Settings lets you switch your project between the older Log control behavior and the
newer one. Older projects that are opened in Resolve have this checkbox turned on by
default, while new projects have this turned off by default.

On by default, this checkbox sets the contrast control in the
Color Wheels palette to apply an “S-curve” to the image, such that the shadows and
highlights of a signal will not be clipped when you increase the value. If you would
prefer for these contrast adjustments to be made linearly, and for the signal to be
allowed to c