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About Foundation 2000RE

FOUNDATION 2000RE is a random access digital audio recorder and editor which
can be used as a stand-alone system or integrated into a multi-machine environment.
The Foundation’s unique hard disk recording medium, the Removable Project
Environment (RPE), stores all audio, editing and project data on removable hard disk
cartridges. A 540MB RPE provides about 90 minutes of storage. The RPE is designed
to be inserted into any other Foundation quickly and easily. Background archiving
and restoring is supported for WangDAT SCSI drives.

The Foundation 2000RE features 16 audio channels in an 8-track configuration,
allowing simultaneous real-time crossfades on all tracks. A/D converters are 16-bit,
64x oversampling; D/ A converters are 16-bit, 8x oversampling. Foundation 2000RE
provides both +4dBu and -10dBV analog inputs and outputs. Its digital inputs and
outputs support ADAT, SPDIF, AES and SDIF2 formats.

The Edit Controller features dedicated buttons for recording, editing, transport,
and machine control. The weighted jog/shuttle knob provides smooth audio
scrubbing. The touch-sensitive screen includes soft buttons for viewing waveforms
and meters, setting preferences, and other functions. You can connect an external
keyboard for text entry.

Extensive machine control and sync options enable the Foundation to operate in
a multi-machine environment. You can sync to word clock, video sync, LTC and
VITC. The Foundation chases timecode in both forward and reverse directions.
MIDI, ADAT sync and RS-422 Sony 9-pin protocols are used for communicating with
external transports or controllers, such as the Fostex RD-8 digital multitrack recorder.

Customer Support

Fostex maintains a worldwide Customer Support program dedicated to serving
the needs of Foundation users. Customer Support is a good resource for questiors
about how to operate your Foundation, If minor repairs are necessary, Customer
Support can walk you through the procedure. In addition, Customer Support keeps
you informed of future software and hardware updates, and wants to hear your
requests for future products or features.

Custorner Support 8:30 a.m. o 11:.00 p.m, EST, Monday—Friday

U.S. and Canada: 1-800-8FOSTEX (1-800-836-7839)
Internationat: 1-603-643-4748  FAX: 1-603-643-1776

Customer Support can respond best if you have the following information
available when you cali—

» hardware serial numbers (located below the AC input socket on the back of
the Main Unit, and on the bottom of the Iidit Controller)

* software version number (shown on the System:Info display)

* description of the external equipment operating with your Foundation

User’'s Guide 3
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Safety instructions

4 User's Guide

Please observe standard safety precautions when operating and servicing the
Foundation 2000RE—

» Water and moisture: To avoid possible electric shock and damage to the
Foundation, prevent contact with water or other liquids.

» Ventilation: Provide proper ventilation to allow unrestricted air flow in
through the front and out through the back of the Main Unit.

» Heat: Keep the Foundation away from heat sources such as radiators, heat
registers, stoves, or amplifiers.

» Power: Always use a power cord that is approved by the appropriate National
Safety Agency for the country of use. Connect the power cords only to AC
outlets that have a dedicated ground lead. Do not pinch or step on power
cords. Make sure power cords are plugged in completely.

*» Fuse: For continued protection against fire and circuit damage, replace only
with fuse of the same specified voltage and current ratings.

e Other: Obey all warnings on the Main Unit and in the Uset’s Guide. Do not
operate the Foundation with any of its outer panels removed.

Many components in this product have special safety-related characteristics.
When installing components, use only authorized replacement parts. Using
unauthorized parts may cause electric shock, fire or other hazards.

Always wear a properly-grounded, resistive, static-dissipating wrist strap when
accessing internal electronic components for calibration or upgrading. Do not open
the Main Unit while the Foundation is on.

Do not alter the design of circuits in the Foundation. Any design alterations or
additions will void the manufacturer’s warranty. Fostex Corporation is not
responsible for any personal injury or property damage resulting from any design
alterations.

Do not perform service operations beyond those described in the User’s Guide.
If the Foundation does not operate normally or if its performance changes, please call
Customer Support right away.
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Unpackmg Foundation 2000RE

Sfc:tndc:rd Pockoge Contents

Main UnIT

Processing unit.

Edit Con‘rroller

Remote controller with Jog/ shuttle knob touch-sensitive screen, and
dedicated transport and editing buttons.

Wrist rest

Comfort rest attaches to the front of the Edit Controller.

EC power supply

Provides power to Edit Controller.

2 power cables

One cable connects Main Unit to power source.
One cable connects Edit Controller’s power supply to power source.

EC cable

25' cable for connecting Edit Controller to Main Unit and power supply.

Optical cable

Cable for connecting ADAT or SPDIF digital audio to the Toslink optical
connector.

Guide brackets

Screw mount brackets for attaching the Main Unit to a rack.

User's Guide

Operational manual for users.

Registration card

Official registration of ownership. Please return the card right away.

|

Please save the box and other packing materials in which your Foundation
arrived. These materials are specially designed to protect the unit, and they can be
reused il you need to transport your Foundation.

@ If you choose to discard the packing materials, we strongly encourage you to
?\'_—-\’—. S recycle them. We have used as much recyclable or reusable material as possible,
! without jeopardizing the protection of your Foundation during shipping, and have

kept the amount and variety of materials to a minimum. The packing materials do
not contain CFCs.

You can purchase the following optional equipment from Fostex or another

manufacturer.

Opftional Equipment

RPE™

Removable Project Environment. A removable hard disk,
available in 500MB or 1GB capacity.

25-pin 10 XLR cable

Breakout cables for +4dBu analog I/0.

Foot switch and cable For remote control of recording and playback.

User's Guide
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Registration and warranty

Included in your Foundation package is a registration card. Please fill it out and
send it back to Customer Support as soon as possible. This ensures that you are
notified of all software and hardware upgrades and new products as they become
available. The Foundation includes a one year parts and labor warranty.

User’'s Guide

The Foundation 2000RE User’s Guide contains information about using your
Foundation. After you finish this introductory chapter, we recommend that you
complete the tutorial in the next chapter, Getting Started. It provides a good
overview of how to record and edit on the Foundation.

The remainder of the User’s Guide provides more detailed information about the
concepts covered in the tutorial, and describes other Foundation features as well.
Major topics are listed in the table of contents in the front of the guide and at the
beginning of each chapter.

Throughout the manual, the following icons indicate special information.

lcon Descriptlon
Note Additional information concerning the current topic.
Tip Shortcuts or ways for experienced users to perform an operation.

Please send your tips to Customer Support.

Caution Be careful! Important operating information. Please read the
information next to all caution signs.

/N

Flectrical Information about operating voltage and potential risks of
Caution electrical shock. Be alert to all electrical caution messages.

Main Unit and Edit Controller

o) User's Guide

The Foundation 2000RE includes two primary components: the Main Unit and
the Edit Controller. The Main Unit contains the processing hardware, system
software, recording media and I/O connectors. The Edit Controller is a remote
controller for the Main Unit.

Installing the Main Unit

The Foundation 2000RE Main Unit can be placed on a flat surface or mounted in
a 4U rack space using the guide brackets included with your unit. If the Main Unit is
mounted, it must be supported by a shelf unit designed to support 35 pounds (16 kg).

Do not atternpt to use the Main Unif on its side,
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To assure adequate ventilation always leave at least 3 inches (8 centimeters) of air
space in the rear and two inches (5 centimeters) at the front of the Main Unit. The
ventilation system has been designed so that you do not need to leave rack space
between the Main Unit and other equipment above or below. The normal operating
temperature for the Foundation is 41°F to 85°F (5°C to 29°C).

Edit Controller

! Connecting the Edit Controller |

1 Plug one end of the Edit Controller cable into the bottom of the Edit
Controller.

2 Plug the other end of the cable into the Edit Controller connector on the
back of the Main Unit.

3 Connect the Edit Controller cable to the 8-pin miniDIN output from the
power supply.

4 Connect the power cable from the power supply to the AC wall socket.

The wrist rest snaps onto the front edge of the Edit Controller. Once attached it
will stay firmly in place, providing you with comfortable hand and wrist support.

Attaching the wrist rest J

1 Line up the two pins on the wrist rest to the pin holes on the front edge of
the Edit Controller.

Insert the pins inte the left side of the holes.
3 Slide the wrist rest to the right and snap it into place.

The wrist rest should line up with the form of the Edit Controller. If it doesnt,
remove the wrist rest, adjust the pins and try again.

User's Guide 7
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Connectors

SpIFE ' AES SPOIF
i our W aur

ADAT *  SPDIF ADAT SYNG [T RS-422
ouT: oUTz  oUTs w our

SERIAL

" FOOTSWITCH WORD CLOCK
W our

g oW oR TR R B

5 [ 7 8 t 2345678 123 458678 5

-10 dBV ANALOG INPUTS +4 dBu ANALCG INPUTS +4 dBu ANALOG OUTPUTS ~10dDV ANALOG QUTRUTS
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Audio 1/O

The Foundation 2000RE has 8 analog inputs and 8 analog outputs
(+4dBu balanced DB25, or -10dBV unbalanced RCA connectors). Input and output
trim pots let you adjust headroom; each trim pot affects both the +4dBu and the
-10dBV signals.

For digital audio, you can choose between the following formats—
¢ 8-channel: ADAT (optical)
SDIF2 (DB25)
» 2-channel: SPDIF (RCA or optical}
AES (IDB25)

Currently, optical outputs 2 and 3 simply duplicate the signals available on
optical oufput 1.

Synchronization and control

The Foundation can read LTC and VITC in all SMPTE timecode formats, and can
generate LTC. The video sync port allows synchronization to a video signal. The
word clock connectors allow exchange of clock signals during digital audio transfers.

MIDI in and out connectors provide communication with sequencers or other
MIDI devices. ADAT sync and RS-422 ports allow the Foundation to control or to be
controlled by external machines. A serial port is for future development.

The Foundation also has a 1/4" foot switch connector for punching in and out of
recording. The SCSI connector lets you use external hard drives and archive devices.
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Powering up

/A

Always use a power cord that is approved by the appropriate nafional
safety agency for the country of use.

I Turning on the power _!

1 Before you connect the power plug, make sure that the biack power button
on the front of the Foundation Main Unit is turned off (press 0).

2 Connect an approved power cable to the AC input on the back of the Main
Unit and to the AC wall socket.

3 To turn on the Foundation, press the power button on the front of the Main
Unit.

While the system is powering up, the Edit Controller and the Main Unit conduct
a series of diagnostic tests.

Handling an RPE

The Removable Project Environment™ (RPE) is a hard disk storage medium that
stores audio, edit data, and project and reel information. When you finish a session,
you can remove the RPE for safe storage. When you insert that RPE into the same or
another Foundation, it automatically restores your previous working environment.

After powering up, wait for the Tracks display to appear on the Edit Controller
screen. Before the RPE is inserted into the drive, the message "NO RPE” appears at
the top of the display.

*Hi RPE* —

HEE

mserting an RPE —]

1 Grasp the RPE handle and slide the RPE into the receiver in the front of the
Main Unit,

2 Firmly press the RPE handle to lock the RPE into the receiver.

The RPE handle should “click” into place, and remain in.

3 Press the RPE button next to the receiver.

The RPE button blinks during loading and unloading. When the RPE is ready to
use, the RPE button lights solid; the RPE name, along with the current project
and reel names, appears at the top of the Edit Controller screen.

IFI]: Music - Reel A oo ot,o7v

RPE: Scenes 6i-12

User's Guide Q
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i Removing an RPE

Do not remove the RPE when the RPE buffon is lif or blinking. Wait until the
RPE button is off, indicating that the disk is safely parked,

Press the RPE button and wait until it stops blinking.
2 Firmly press and release the RPE handie to unltock it.
The RPE handle should “pop” out.
3 Grasp the handle and firmly pull the RPE from the receiver.

For best results, please follow these suggestions when handling your RPE-—

* Carry the RPE by its handle.

» Keep the RPE away from magnetic sources such as monitors and
demagnetizers.

¢ Store the RPE flat on a sturdy, level surface. Don’t store the RPE on its side.

¢ Operate and store the RPE within temperatures of 50-85°F (10-29°C) and
humidity 20-80%.

+ Keep liquids and hazardous vapors, such as cleaning solvents, away from the
RPE.

For more information about the RPE, please refer to the Project
Management chapter.

10 User's Guide




(GETTING STARTED

Foundation tutorial ..........cccceriminninneennennenas 13
Connecting audio inputs and outputs ........ 13
Checking levels ......cooiiiiiiiiiion, 14
Transport buttons and time displays............. 15
Recording events ..o [P TIPPITN 16
Using the jog/shuttle KNOD o e 17
Troubleshooting ..o, ST R
Recording more evenTs ............. SEUTRPPY 018
Selectingan event ..., TP 18

~ Audition and solo ...... s 19

'-.Locohng USING SEEK i vivrieieiiriiiirianian, e, 20

Undo cmd I'\’edo ........... i e 2100
~ Auto record ....... RO e .23
' Nomlng evenTs..,.,....,.,...,.....'-,..._ ............ ST 25
Storing events in the |1br0ry ......... 26
- Displaying woveforms .......... T R 27
Loccz’rmg...._. ........... R 29
Event enve!opes ........... e 30
Trim and Align e et 31
Adjusting the. fodes ........................................ 32
Sphﬁmg EBVENTS vt 33
Cut, Copy and Paste ..o, 34
EIfiNG A redion.......ocivmni i, 34

Gelling Started







GETTING STARTED

Foundation tutorial

THIS CHAPTER is devoted to getting you up and running quickly. It introduces
many of the tasks described more fully in later chapters.

The Foundation can be used in many different studio situations, such as dialog
replacement and editing, recording music and sound effects, and transferring audio.

This tutorial is only a starting point. Once you become familiar with your
Foundation, you can develop working styles that fit your particular needs.

Connecting audio inputs and outputs

This tutorial assumes you are routing audio to and from the Foundation through

a console,

! Connecting inputs and outputs

i

1 Connect your audio source, such as a CD player, microphone, or guitar, to

the inputs on your console.

2 Connect up to 8 outputs from your console to the analog inputs on the
back of the Foundation.

You can use either the +4dBu balanced inputs or the -10dBV unbalanced inputs.

3 Connect the analog outputs from the Foundation to the tape return inputs

on your console,

4 Connect your console to a monitoring device, such as headphones or
speakers.

Foundation 2000RE (back view)

inputs
" P

bus outputs

tape returns

Y

User's Guide
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1/0 display

Screens for routing
physical inputs and
oufputs to and from
the fracks.

feady - D D |:|
1 2 3 4

Input moniioring
Listening to and
metering audic
going to the tracks.

14 User's Guide

The 1/0 display includes a patch bay that lets you route physical inputs and
outputs to and from tracks in the Foundation’s recorder. This tutorial uses the
default routings.

 Checking the Patch Bay
B Touch the /O button on the screen to open the Patch Bay display.

lH]:F'I"DiEII:t H - Re=l 1 o065

]
e ] [Fnaleg out J[1-6]
1] i
/0
[ —]

Each row in the patch bay can represent 1, 2, 4 or 8 audio paths. In the default
settings, for example, the first row routes all 8 analog inputs to all 8 tracks; input 1 is
routed to track 1, input 2 is routed to track 2, and so on. The second row routes all
8 tracks to the 8 analog oufputs. Arrows indicate that the audio paths are connected.

From To
[Analog in I[1-&] > [Track in

Trock out

Checking levels

When input monitoring is on, you can check input levels on the Meters display.

’ input monitoring T

1 On the Edit Controller, press Ready button 1.
Input Mon
Press and light [_]

Send a signal to input 1, and monitor it through the tape returns on your

hear the transport controis.

console.
Metering
1 Touch the Meters button on the screen.
Al: Dlalogue - Sgene |2 QG:01:00
oDoooooDm o] {
-0
a [ Tracks
B W I w15 ‘
-24 _
10 /0
-J6
-42 fleters [
-4G t
"2? fieels
12345618 ™ Library [

2 Adjust the input level from your console.

3 Press | |

Input Mor

again to turn off input monitoring.




Edit time display
The bottom time
display, which can
be edited.

Transport buttons
Buttons that control
recorder moticons.

Cueing

Listening to audio
while in rewind or
fast forward.

Transport buftons and time displays

Take a moment to look at the time displays on the Edit Controller. The top
display shows the current playback location. The bottom display usually shows the
current locator point, but sometimes it shows other information such as the current
preroll setting. Times shown in the bottom display can be edited using the numeric
keypad on the Edit Controller.

current time

edit time

During recording and playback, the following transport buttons are used
frequently. Familiarize yourself with the transport buttons by using them while
watching the time displays on the Edit Controller.

Button Function
Record Press with Play to initiate recording. The Record button lights when
¢ recording,.
Stop
] Stops playback, recording or winding.
Initiates playback.
Play

Initiates recording when pressed with Record.

If you are recording, Play interrupts recording, and continues
playback.

Initiates cueing when pressed with Rewind or F Forward.

Rewind High speed reverse—2x, 8x, locate to beginning of ready tracks; ifno
«« tracks are ready, locates to beginning of all recorded audio.
Press with Play to initiate reverse cueing—1x, 2x, 8x, locate to
beginning,
Ffomward | High speed forward—2x, 8%, locate to end of ready tracks; if no tracks
> are ready, locates to end of all recorded audio.

Press with Play to initiate forward cueing—2x, 8x, locate to end.

User's Guide 15




Reel

A workspace wherg
events are recorded
and edited.
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Recording events

Recording takes place on ready tracks only. When recording begins, the Record,
Play and selected Ready buttons light solid. To stop recording, press Play or Stop.
Each recording creates a new event—a block of audio recorded on one or more
tracks. Events can be moved, edited or deleted from the reel, or stored in the library

for future use.

! Recording on track 1

Record Play
1 Hold | ® | and press > to start recording.
Play

2 Press > lto interrupt recording and continue playback.

Stop

3 Press| B |to stop playback.

4 if you have not done so aiready, touch the Tracks button on the screen to
iook at the event you just recorded.

atent 00:01:05
Qo:Qn: o0 oo:ac:10 an:a

Trocks

|

/0

Meters

Reels
Libranry

[ = 1 L

-
aolo J System

5 Rewind and play back the event.
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_Jogging |

Using the jog/shuttle knob

Another way to play back audio is to use the jog/shuttle knob on the Edit Controller.
As you rotate the knob, the current time moves with it. The exact playback speed is
shown above the Tracks button on the screen.

O Jog
1 Press [____] and turn the knob to play back stower than real time.
G Jog
2 Pressandhold | | and turn the knob to play at a slower rate than
regular jogging.

Troubleshooting

If you did not get the expected results when recording or playing back, try the
following troubleshooting ideas and repeat the recording session.

QUESTION ' ANSWER
Does the Tracks display No There is no audio recorded on the tracks. Did you ready
show recorded audio on the track before recording? Did you press both Play and
track 17 Record?

Yes A track was readied but you may not have had your I/O
cabled properly. Are cables from your audio source
going to the correct inputs? Are the cables going to your
monitoring device connected to the proper output?

Did the Meters display No No audio was recorded on the track, or the input level
show a level on track 17 was too low, or the Input Mon button was not set

correctly. Did you ready the track before recording? Did
you press both Play and Record? Is the output of your
console set to an appropriate level? Input monitor must
be on for metering input when not recording, Input
monitor must be off for metering playback.

Yes Make sure your monitoring system is connected
properly and is set to appropriate levels.

If you're still having problems, please call Customer Support for assistance-—

U.S. and Canada 1-800-8FOSTEX (1-800-836-7839)
International 1-603-643-4748

User's Guide 17




Recording more events

' Recording gfher tracks

1
2

Press Ready button 1 to unready track 1,
Press Ready button 2 to ready track 2.

ready [ B [ 1 U 0 5 U
7

1 2 3 4 5 6 8

Use the transport buttons to locate to any point before the event on track 1.

Pley
Press| P |to begin playing back.
Record Play

Hold | @ | and press »  when you want to start recording.

Unready track 2 when you want to stop recording on that track.

Ready track 3 to start recording on that track.

HeadyDD.DDE]DD

1 2 3 4 5 6 7 8

Stop
Press | B | to stop recording and playback.

The second event appears on track 2 and the third event appears on track 3.

: 00054
o, b0oeo0; D’B ‘ IEIL?!:IIZIIDI: I‘D _____ no
1 I
Tracks
2 —
SRR
4
_ —_—

Selecting an event

If you want to audition or edit any event you‘ve recorded, the event must be

selected. Only one event is selected at a time; the selected event is highlighted on the
Tracks display. You can select an event either by touching it on the screen or by
pressing the arrow buttons next to the screen. The up/down arrow buttons select
events on adjacent tracks. The left/right arrow buttons select adjacent events on the
same track.

é Selecting events ]

1
2

18 User's Guide

Touch the event on track 2 to select it.

Press the down arrow button to select the event on track 3.
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Audition and solo

The Audition buttons let you play back the selected event in context with other
events. If Solo Event is on when you audition, only the selected event plays.

Auditioning and soloing events

1 Press and light g,qgij0n to turn on Audition mode.

2 Touch the event on track 1 to select it.

Euint i AESTITEEN
Co hoeoocon I‘II'I anar ] on
\ .
L1

2
I —

3 Press |p—» gy to play back the selected event.

4 Press the down arrow button to select the event on track 2.

Euant IIIIZI:EIEI:S‘}‘
., bo:oo:o0 !ZII;l:IEIIEII:H] IIIII 0o ~—'j——l
i ]
-~ Tracks
P |
b O

5 Touch the Solo Event button to solo the event on track 2.

; ILirary

N Select Sola
[ Select] 4 { Euent ] ELent Syslem

6 Press j— oy to play back the selected event.

When Solo Event is on, only the selected event plays.
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Locating using Seek

The Seek buttons let you locate the start and end points of events on readied
tracks. If no tracks are ready, seeking applies to all tracks. You can seek forward or
backward in time.

i Seeking

1 Make sure that only track 3 is ready.

reasy 1 [ B 1 [ [ [ b1

1 2 3 4 5 6 7 8
2 Press a Seek button to locate the start and end of the event on track 3.
If track 3 contained more than one event, seek would find all events on the track.

3 Ready track 2 as well.
Ready ] . . ' I
5 86

1 2 3 4

~0
=0

4 Press a Seek button to locate the start and end of events on tracks 2 and 3.

5 Unready all tracks.

ready [ [1 1 [ [ L0 U [
78

1 2 3 4 5 6

6 Press a Seek button to locate the start and end of events on all tracks.




Undo and Redo

The Foundation lets you record and edit non-destructively. If you record over
something or make an editing mistake, you can use Undo to retrace your last six
recording or editing steps. Redo lets you change your mind and restore the undone

steps.
Undo Redo Each time you press the Undo button, you step back to the state before the
Ny previous record or edit action. Each time you press the Redo button, you step

forward to recover the actions which were undone.

| .
i Recording over an event i

To prepare a demonstration of Undo and Redo, record over the event recorded on
track 2.

1 Ready track 2 and unready all other tracks.

reey (1 B OJ ) OO0 00O

1 2 3 4 5 6 7 8

2 Rewind to a time before the start of the event on track 2.

Event : 00:08: 54
_Adowog:oa :ZII;I:IIZIIIZI‘:I{II " |I
] [ Trocks |
—
3 /10 ‘
Record Play

3 Hold | ® | and press P |10 record over the event on track 2.

Stop
|

4 Press to stop recording.

The new event replaces the original event on track 2.

Euent : 0 a0, 54

e 00 a0 i o0 10 a0 "
At I S I i |

1 [

i - Tracks
2 RS

3 o —

4 /0
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iﬂsing Undo an& Redo

Let’s assume that you liked the original event better than the new event on track 2.

Undo
1 Press [ ] to undo the last recording and recover the original event.
Euent : VT |
) E!IJ :IIZII:I;[IEI L EII;I:IEIII:I':HII_ .. bo
1
rgl, ! Trocks
—
3 —
° 140
4

Undo
2 Press [___] again to undo the previous action (the recording on track 3).

Euent ; N:00:54
O 00 O 00,00 10 a0 '
TR g, W
|
I - ! Tracks
|
3
/0
4
Redo
3 Press [ | torestore the event on track 3.
ac:00: 54 ’
0o:0a0: 110 Qg
BTN
] Tracks
B I
3 e
e —— 10
4 {
Redo
4 Press [ | again to restore the new event on track 2.
Euent a0 og: 54
G0: 0000 G0 00: 10 an '
R gm0, B o
1
{m—v Tracks
R
3 S—
4 140
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]

Auto record

Auto recording starts and stops recording automatically at preset times. Auto
recording is useful when you want to record a specific segment of synchronized
audio, or you want to punch in or out at specific places on a track. You might also
want to repeat a take that you recorded manually.

In the previous section, after you recorded an event, the In point was set to the
start of the event and the Out point was set to the end of the event. Auto recording
uses the In and Out points to automatically punch in and out of recording.

i
| Auto recording an event

This section demonstrates how to auto record an event on track 2. Find a different
location than where you recorded previously.

1 Ready track 2 and unready all other tracks.

reay [ H OO O3 O O [0 O

1 2 3 4 ) 6 7 8

L]

2 If you haven’t already done so, press gygiion o turn off Audition mode.

Auto Rec
Press and light [ | to turn on Auto Record mode.

Locate to a blank area on track 2.

5 Press to define the time when recording will begin.

6 Locate to the time at which you want to stop recording, and press out
Euent ; no.0a:54
0020 000030 |
1n|")‘"..".-||-..*.'.|"‘TI llllll n
1
’ Trocks
2
3
/0
4

7 Rewind to a time before the In point.
Record Play
8 Hold @] and press t to start playback.

Recording begins automatically at In, and ends automatically at Out.

mggent: 0o:00:54
. QDUUZD o E'!J:.DIJ:.E.D. oo
i
v Tracks
170
4
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Now that you have established In and Out points, you can record other tracks in
sync with track 2.

1 Recording another event i

1 Unready track 2 and ready track 3. Leave the in and Out points unchanged.

Event : 00 0 54
b ——— T i )
"lwlﬂﬂﬁul.‘.lfﬂypﬁﬂ """" il :::E::j
!
5 - H Tracks
/0
4

2 Rewind to a time before the In point.

Record Play

3 Hold | ® | and press >

When you reach the In point, recording begins automatically. When you reach
the Out point, recording stops automatically.

Stop
4 pPress| W |t stop recording.
D!]:EIEI:S‘II
oamza ([IID:_IIIIEI:B.EI. .. oo
Tracks
— — /o0

5 Repeat steps 1-4, readying and unreadying other tracks. You can also
record over a previously recorded track.

Aulto Rec
6 When you finish, press [ | to turn off auto recording.

synchronized audio. You can also use the stacking feafure fo record
multiple takes in the same locatfion on one tfrack. See "Stacking” in the
Recording chapter for more details,

u This example demonstrated just one way to record multiple versions of
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Naming events

You can assign a name to any event. The name of the selected event appears in
the status bar at the top of the display.

| Naming an event
. g

1 Select the event you want to name, either by touching it or by using the
arrow huttons.

Data
2 Press | |to open the keyboard display.

Enter
Event Marme Clr
| 2 3 4 a £ T B 4 T
Q H E kR T Y U ] 0 F
;1 A 5 O F 3 H ‘ 4 L
Caps z H C L} B H 4] -
Cancel 1 T —+“ Space Oelete i

2 3 Touch the screen buttons to enter characters.

Enter —
Ewent WNarme Erc I

The cursor (A) indicates where the next character will appear. If you've
connected an external keyboard to the Edit Controller, you can use it to type
characters.

4 Touch OK to confirm your choice.

5 The name of the selected event appears at the top of the display in the
status line.

Evant : Eric | 0o o 54 I
R A S O 1

You can use the Auto Naming feature to name events aufomatically, See
"Auto Naming” in the Recording chapter for details.
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Library

A separate storage
area for events,
acceassible from any

reel.

26

Storing events in the library

Events can reside in a reel and/or in the library, If you don’t name an event
before saving it in the library, a name will be assigned to it automatically.

Storing an

event

1 Onthe Tracks disptay, select the event you want to store in the library.

2 Touch the popup (& } button at the bottom of the Tracks display, and select

“Add to Library” from the menu.

Iﬁuent: Eric 1 DD:DI:DSI
. I[II:I:_EIIDI:E_IEI. L )E_II;I:IUIEI': o oo o
! Tracks
2 | ]
I Time _
Flex 170
4
5 Add to ' o
) Library Neters
u} h————
7 Group Feels=
Event Library
] J
“ Select S5olo .
Zoom ] 4 { Fuent I{ Euent J Systen
' Viewing the library

1 Touch the Reels/Library button, and select Library from the popup menu.

2 Select an event from the list by touching it or by using the arrow buttons.

Event: Eric 1 Dﬂ:DD:Eé'
f Home ” Durat ion lr__ﬁ___1
cat23 00:00:06:16. 65 Tracks
dogl O0:00:06:13.42
dogd ag:00:03:11.%6 o
8 00:00:03:11.96
Sep 14-03:33:07 PH 00:00:01:09.50 Hetars
streel nojse trucks 00:00:04:11.31
Susan 3 00:00:06:16.68 | Reels
Library
[ Find [ lelete ] Uf%ﬂ%p] Rudition|| System

3 Touch Audition (at the bottom of the Library display) to play the event.
% See “Library” in the Recording chapter for more information about the
library.
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Displaying waveforms

So far, all events have been appeared as blocks of audio on the Tracks display.

Audio can also be displayed as waveforms.

You can use the arrow buttons next to the screen to move around the Tracks
display. The button at the bottom left of the Tracks display lets you choose from four
arrow button modes (Select, Zoom, Scroll, Jump).

]

Zoomingh

You can change the vertical resolution of the Tracks display to show 1,2, 4 or 8
tracks. You can change the horizontal resolution to display more or less time on the

screen.

1 Touch the Tracks button to return to the Tracks display.
2  Touch the arrow mode button repeatedly until “Zoom" appears.

Heels

[ IR

Library

- 2
Zoom

|

Select
Euent.

Salo
Euent

] Systam

3 Press the down arrow button to display fewer tracks.

Euent ;

RIS

Trocks

HS

-]

leters

Resls
Libraory

il

« >
daom

|

S5elect
Euvent

Sola
Evant

aystem

Lo

Press the up arrow button to display more tracks.

Press the left or right arrow button to display more or less time on the

screen.
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‘ Displaying waveforms

1 Touch the Tracks button and select Output Waves from the popup menu.

Euent no.ot oy
199 E0 Q0 000 ooenn:t =
TR AT T OO e I}

1 J— = o | 2

e Irfao Houes {loues= Tracks

K e H_F e Mt g, .

4 Praf Ramps Famps I/

. e |

2 Press the arrow buttons (in Zoom mode) to display the waveforms at
different resolutions.

Euent ;

no: 0,04

[zt

.........

. .DDRUPEI|

Il

Tracks

HEH

140
Meters
2
feels
Library
« = Select ] Salo A
Zoom 4 [ Event J[ Event bgutem~

3 Touch an event to select it, and use the Audition buttons to audition it.

Turn the jog/shuttie knob to play back the events.

When you finish looking at waveforms, touch the Tracks button and select
Output Ramps from the popup menu.

NS
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WEUEHLI no:ot1:0v
ki (s 10 o ' .
J158:50 .':‘EJ:[)’E:'-.“:'. L, aoong IU—I
1 Event “-Fade fOutput
., Info Houes Haves Tracks
3 :I e 1 H-Fade Dut put -
4 Prefs Fomps Foamps 170
. —

See “Tracks display™ in the Recording chapter for more information about
displaying events on the fracks.




Locator

A time shown in the
bottom time display
and stored in
numbered keypad
button,

Locating

There are several ways to locate to a time in the reel. You have already used the
transport buttons (Stop, Play, Rewind, Fast Forward), the jog/shuttle knob and the
Seek buttons. You can also use the GoTo and Locate buttons. GoTo locates to any
time stored in another button, such as Start ot In. Locate always locates to the time
shown in the bottom time display.

Using GoTo

1 Press and then to locate to the In point.
2 Press and then to locate to the Out point.

3 Select an event, and press and then g,; to locate to its Start
point.

L
4 Press and then g,; to locate to the selected event's End point.

LStoring a locator u—I

This example shows how to store the current time in a numbered keypad button.
You can store up to 10 locators in buttons 0-9. Later, you can recall those times and
locate to them.

1 Use the jog/shuttle knob to find a time you want to store.

2 Press [Hmd 1to copy the current time into the bottom time display.
C

3 Press Store and then ! to store the time as locator 1.

4 Repeat steps 1-3, but store a different time in

[V Using a locator ,__J

Now that you have stored some locators, you can use them to locate quickly.
O

1 Press and then Ej to display locator 1.

Lecate

2 Press to locate to the time in the bottom display.

3 Press and then E_E to go io locator 2 without changing the bottom
time display.
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Event envelopes

Every event has an “envelope” which acts as a window on the original recorded
audio, called the “underlying audio.” The event envelope is defined by a set of
parameters: Start, Fade To, Fade From, End and Sync. You can edit the envelope to
change the event’s playback characteristics without altering the underlying audio.

Fade To Sync
i Jr Fade From
Start v J’ End
¢ avent envelope ¢
underlying audio >
The event buttons on the Edit Controller FadeTo  Gain  Fade From
correspond to the envelope parameters. In addition, L ; 5
the Gain button lets you adjust the overall level of — ] [
the event and its Fade To and Fade From levels. St Sync End
Button Function
Start The beginning of the selected event.
End The end of the selected event.
Fade To The time at which the fade in ends.
Fade From The time at which the fade out begins.
Sync A reference point that lets you create an accurate, synchronized

relationship between the event and any time in the reel. The Sync
point does not have to be between Start and End.

Gain The overall volume of the event,

Fade To Gain | The volume at the Fade To point.

Fade From Gain | The volume at the Fade From point.

Displaying event information J

1 Select an event on the Tracks display.
2 Touch the Tracks button and select Event Info from the popup menu.

Euent: dogl g0:00:59
Hame: og! o -“
Comment 1Em*ge dog

. Tracks
Start 0o, 00,00,00,00
Ouration: 00,00, 06, 13,492
End: no.oo.06,13.42 /0
Fade In: 00,00, 00,00,15

MNeters

Fade Qut: no.oo.06,13.27
Sync: 0a.00.o00.00,00  fono fleels
Senple Rate: 44,1060 kHz Library
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Trim and Align

Trim, Align and the event envelope buttons only work when an event is selected.

Trim lets you adjust the shape of the selected event, by moving individual envelope
parameters such as Start or Fade To. Align lets you move the entire event in time on
the track, without changing the shape of its envelope.

® Tim  Fade To Gain  Fade Fro

O Align 0

% [ o T
Start Sync

Trimming an event

Suppose you want to trim the beginning of an event you already recorded. In other
words, you want to move the event’s Start time, without changing the event’s
position relative to other events.

1

Select an event to edit.

® Trim
Press [ | to select Trim mode,

When Trim mode is on, the LED above the button lights.
Use the jog/shuttle knob to locate the desired Start point within the event.
_‘*_

~ to trim the Start point to the current time.
M B

Use the Audition or transport buttons to play back the event.

The underlying audio is still available, but only the event envelope plays back.

T

You can trim the Start time to any location within the boundaries of the
underlying audio.

M

Repeat steps 3-5 using End, Fade To, or Fade From instead of Start.

Notice how the envelope changes as you trim the times, without changing the
event’s position relative to other events in the reel.
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Aligning an event

Align lets you move the entire event, changing its position relative to other events in
the reel. This example demonstrates how to align an event’s Start point to a different
time in the reel. Remember, you can press Undo if you don’t like the result.

1 Select an event to move,

® Align

Press [ 1o select Align mode.
Use the jog/shuttle knob to locate the desired Start time on the track.

b

-]

4 Press guy

The entire event moves, aligning the Start point with the cuxrent time. The shape
of the event envelope remains unchanged.

e

k4

]

Play back the tracks and listen to the event in its new location.

6 Repeat steps 3-5 to move the event to different locations, using Start,
Fade To, Fade From or End.

Notice how the selected event parameter aligns to the current time.

Adjusting the fades

Each event envelope includes a fade in and fade out ramp, which can be adjusted
using Trim. One event can fade out while another event fades in (on the same or a
different track). You may need to zoom in to see the fade ramps.

Adjustingﬁz-a crossfade

This section demonstrates how to adjust the fade out ramp of an event on one track
and the fade in ramp of an event on an adjacent track.

1 Select an event.
o
1

@ Tim
2 Press| ]toturnon Trim mode.

confinued o
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Use the jog/shuttle knob to find a new Fade From time within the selected
event.

Fade From
Press [ to set the Fade From point to the current time.

——

i

Select an adjacent event.
Use the jog/shuttie knob to find a new Fade In time within the selected
event.

Fade To
Press [ | to set the Fade To point to the current time.

Splitting events

Splitting lets you separate one event into two.

i Splitting an event

Select the event you want to split.

Locate to the desired split point.

Press the button on the Edit Controlier.
F—_?'
The selected event is separated into two events at the current time. The second

event is selected automatically. Both halves of the event retain the original
event’s name, sync point and underlying audio, until you change them.
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Cut, copy and paste

The Cut, Copy, Paste and Ripple buttons are editing tools. Like Trim and Align,

when an event is selected, Cut, Copy, Paste and Ripple edit the selected event.

| Cutting an event

Cut removes audio from the track, and stores it in a temporary memory area called
the Clipboard. The Clipboard remains intact until you copy or cut something else, or
you turn off the Foundation.

1 Select the event you want to cut.

2 Press Cul |16 remove the event from the track and store it in the
Clipboard.

Pasting anh event - 1

Audio in the Clipboard can be placed at any location on any track. Paste copies the
Clipboard contents onto the readied track, beginning at the In point. After pasting,
the out point is set automatically. '

1

2

Ready the track on which you want to paste the Clipboard event.

Play or locate to the desired paste point and press

Pasle
Press

The Start point of the Clipboard event is pasted at the In point. The Clipboard
event replaces any other audio at that location on the track.

Locate to a point before the last event and press

O
Press Hipple and then

The Clipboard event is inserted into the track, beginning at the In point.
Subsequent events “slide” out to make room for the Clipboard event.

Editing a region

So far, you've edited only selected events. When no events are selected, you can

define and edit a region on the tracks, regardless of event boundaries. A region is the
area between the In and Out points on readied tracks. A region can include silence as
well as audio.

[l Cut
k |

safe frack e |

ready fracks ——[

region




For example, if no events are selected and you ready track 4, pressing Cut
removes only the audio between the In and Out points on track 4.

}__C_:_ut_ting aregion o

1 Touch a blank area of the Tracks display to deselect all events.

When no events are selected, the project and reel names appear at the top of the
screer,

2 Press the desired Ready button(s) to indicate the track(s) you want o edit.

Readied track numbers are highlighted on the Tracks display.

3 Locate to the beginning of the region you want to cut and press

4 Locate to the end of the region you want to cut and press Out

The region is highlighted on the Tracks display.

e -

5 Press

il
|

[ Ripple cutting *]

Cutting leaves a region of silence on the edited track(s). You can use the Ripple
feature to automatically close the gap created by cutting.

1 Press the desired Ready buttons and set in and Out points to define
another region to cut.

4 o
1 I d :
B i
2 =]
* 1

2 Press iq’pp!e and then Cul |0 remove the region.

All subsequent audio on the readied tracks “slides in” to close the gap.

1
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Pasting a region

You can paste the Clipboard audio on any track, without moving the In point. Or
you can move the In point to paste the audio at a different time.

1

Unready the track(s) from which you cut, and ready a different track.

{ Paste |
Without moving the In point, press| W?f_ql

The Clipboard audio is pasted in sync at the In point on another track.

T, |
4 — ™
N .

Play or locate to a later time and press In

d ¥
4 — 1,
E 1

Paste | .
Press again.

The Clipboard audio is pasted at the new In point, replacing any audio at that
location.

4 T"?F"'Ilu
E [

0
Press @ and then E@

The Clipboard audio is inserted into the track, beginning at the In point.
Subsequent events “slide” out to make room for the Clipboard audio.

Filling a region J

You can also fill a region with the contents of the Clipboard. If the region is Jonger
than the Clipboard, the audio automatically loops to the end of the region. If the
region is shorter than the Clipboard, the audio is automatically trimmed to fit the
region,

1

Set new In and Out points and ready the desired track(s) to define the
region you want to fill,

2 press|™ 1o fill the region.




Spllttmg a region

If no events are selected, you can split audio on any readied tracks.
1 Ready the track(s) containing the audio you want to split.

2 Play or locate to the desired split point,

current
fime

safe frack — |} I G i

ready fracks —[ ‘ I
3

3 Press

When splitting a region, a vertical line indicates the split point. Events on
readied tracks are split at that point. Events on unreadied tracks are not affected.

1 |
. I B R I-'::::' e :I
3] s R

What's next

This completes your introduction to recording and editing on the Foundation.
Please refer to the following chapters for more detailed information about each
feature, as well as descriptions of features not covered here.

Chapter Contents

General Controls Use buttons, time displays, the jog/shuttle knob, the

touch-sensitive screen, external keyboards.

Project Management | Organize your work, save preferences in a default reel, archive

and restore, set a password, format the RPE,

Recording Route audio and display meters, record and play back, display

waveforms, locate, set markers, set preroll and postroll for auto
recording loops, undo and redo recordings, name events, copy
events to and from the library.

Editing Trim, align, cut, copy, paste, ripple, or split events and regions,
insert leader, display and edit crossfades, undo and redo edits,

Synchronization Set syne references, use R5-422 and MIDI machine control,

chase incoming timecode, transfer digital audio.
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GENERAL CONTROLS

Buttons and time displays.......c..coiiciniincneninnnn, 41
BUTTONS o 41
TIME AiSPIAYS tivviiiiiiiic e, 4]

The Edit Controller screen.......c.cccccevveiiimecci e, 42
SEOTUS DA 1 42
NOVIgAtion ... 43
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Time and date .o, 6
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Diagnostics
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(SENERAL CONTROLS

Buttons and time displays

Buhions

Push buftons

are hard buttens.
Touch buitons
are on the touch-
sensitive display,

Time displdys
Top display shows
current time.
Botiom display
shows edit time.

C>

Buttons

There are two types of buttons referred to in the User’s Guide: “push” buttons
and “touch” buttons. Push buttons are the hard buttons on the Edit Contreller and
the Main Unit. Touch buttons appear on the Edit Controller’s touch-sensitive screen.
They are activated by a gentle pressure with your finger, and they emit a “chirp”
when successfully activated.

Time displays

The Edit Controller includes two time displays that show time either as SMPTE
timecode or as feet/frames. Feet/frames is divided into three subfields: feet, frames,

“subframes (100 subframes per frame). SMPTE time is divided into five subfields:

hours, minutes, seconds, frames, subframes (100 subframes per frame).
L)
&

current fime

edit time

The top display always shows the “current time,” which corresponds to the
vertical “now” line in the Tracks display. When you press Play, playback begins at
the current time.

The bottom display usually shows the current locator point. When you press
Locate, the transport locates to the time shown in the bottom display. The bottom
display is also called the “edit time” because you can use the numeric keypad to edit
it. The bottom display sometimes shows other types of numeric information, such as
the offset, preroll or postroll.

Selecting a time display format 4}

1 Touch the Reels button and select Prefs from the popup menu.
2 Select the Display field and press the Data button to display a popup menu.
3 If you want to display SMPTE timecode, select “SMPTE TC.”

If you want to display feet/frames, select “35mm Feet/Frames” or
*16mm Feet/Frames.”

The 35mm format assumes 16 frames per foot. The 16mm format assumes 40
frames per foot.

4 Press the Data button again to close the field.

Times dispiayed on the Edit Controfler depend on both the Display field
and the TC Source field. When the TC Source field is set to 25fps, the
Foundation assumes the film rate is 25 frames per second. When the

TC Source field is set to any other value, the Foundation assumes the film
raite is 24 frames per second.
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The Edit Controller screen

Status bar
Project, reel or eveni
information shown
at the top of the

. screen,

42 User's Guide

The Edit Controller screen provides access to displays for recording and editing.
It is a touch-sensitive screen, which means operations are activated by touching
buttons or fields on the screen with your finger. A slight pressure is all you need.
The areas sensitive to touch are buttons, lists and fields.

If the screen gets dirty, wipe it with a soft dry cloth. Do not use abrasive
cleaners of any kind, including spray cleaners. If liquid enters the screen
enclosure, please contact Cusfomer Support for assistance.

Status bar

The status bar at the top of the screen shows the name of the currently mounted
project and reel followed by a user-defined name or the default name. The other end
of the status bar shows the amount of recording time available——how many minutes
you can record before running out of disk space. The more tracks you ready, the less
time you have available,

name of the current dlisk time
project and reel availabla
3 T
Al: Project A - Reel Al 00:49:23
]
disk spoce used disk space avaiiable for

recording and editing

The horizontal gauge in the status bar shows the relative amount of disk space
currently used. The used disk space grows as you record or edit.

When an event is selected on the Tracks display, the name of the event replaces
the project and reel name in the status bar.

name of the
sslec1eld event

1 Event: ]‘E‘.ric 01 00:49:23
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navigation button

action button

unavailable button

\CN

Navigation

There are five major displays that can be accessed at any time by touching the
buttons on the right side of the screen: Tracks, [ /0, Meters, Reels/Library, System.
Within each of these displays there is a set of subdisplays and commands, which are
accessed by touching the buttons at the bottom of the screen.

There are two basic types of screen buttons: navigation buttons and action
buttons. Navigation buttons have square corners. They let you move from one
display to another, without altering audio you’ve recorded or parameters you've set.
When a navigation button is selected, its outline is bold.

Action buttons have rounded corners. They activate commands or provide you
with a set of options from which to choose.

Sometimes a button is temporarily not available. When a button is not available,
it appears dimmed and does not respond to touching,.

- Eueni 007 :0%
oo o no:0e:10 a0
. | RTINS Tracks
)4 2
— 3 1/
1w 4
3 Met ers
Data 6
] 7 Fieels
Library
« Select Salo .
l Selectl 4 [ Event [ Euvent Systen

if you fouch an action button that is destructive fo audio, a message will
ask you to confirm the action before proceeding.
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Entering information

Some displays, such as Reels:Prefs, contain fields that ask for information or
present you with options. You can use the arrow buttons next to the screen to move
from one field to the next, or you can touch a field to select it. Pressing the Data
button opens the selected field so that you can choose an item or enter text or
numbers. If the field has only two choices, such as on and off, pressing Data toggles
between them.

i Selecting from a list

List fields contain two or more items that you can select.

List field 1 Touch the desired field, or use the arrow buttons to select it.
A screen display

field that pops up TC acurce:
multiple selections.

| 20.97 Orop |

Dala
2 Press to open the field.

26,97 Drop
uiTe

3 Press the arrow buttons or turn the jog/shuttle knob until the desired option
is selected. Or touch the desired option in the list.

TC zourc

i
[
Ly
b

Data
4 Press|  |to confirm your choice.

Entering numeric values

Numeric fields can contain time or other numeric values.

Numeric field 1 Touch the desired field, or use the arrow buttons to select it.
A screen display

field for making dpeed:

numeric or time

entries. Data

2 Press|  |to open the field.

pead: 0.0 %

o

3 Press the arrow buttons or turn the jog/shuttle knob to increment or
decrement the number.

OR
If you are entering a time, use the numeric keypad buttons.

TC output offset: |1 oo, oo.ooa.oo.aa "

Data
4 Press | to confirm your entry.
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i_éﬁtering text ' "

! When you select and open a text field, the keyboard display appears. By touching
buttons on the screen, you can “type” an entry.

Texi field 1 Touch the desired field, or use the arrow buttons to select it.
A screen display
field for entering
textual information
! using the keyboard

! . Data
! d . .
| Isplay 2 Press to open the keyboard display.
Enter ; _—
Project Hame |Untitied Clr
1 2 3 4 5 i] T i g I}
] K E R T Y L 1] P
IHIt A 5 1] F [ H J K L
{ Cops Z " C 1 B H H -
Cancel * + Space felate 1]

3 Touch the CiIr button at the top right of the screen to clear the fieid.

4 Touch the screen buttons to enter characters.

The cursor () indicates where the next character will appear.

5 Touch OK when you finish.

Butfon Function o
Caps Toggles between uppercase and lowercase characters.
5 Delete Deletes the character to the left of the cursor.
Space Places a space in the entry. N
- Moves cursor to the right without deleting characters.
<-- Moves cursor to tl:enleft without deleting characters. |
Alt Toggles between two sets of characters.
Clr Deletes all characters from the field.
! Cancel Closes the keyboard display without changing the field,
| OK Closes the keyboard display and update; Ehe field.
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External keyboards

You can also use an IBM AT compatible keyboard to enter information into fields
on the displays. Connect the keyboard to the 5-pin port on the Edit Controller. Three
keyboard models have been tested, and work well with the Foundation:

KeyTronic E03600Q (US), Northgate Omni Key/102 (US) and Cherry Euro-Keyboard
RS3000 (Europe). Other keyboards may also work, but have not been tested yet.

i{rgetting the keyboard type

1 Touch the System button and select Info from the popup menu.

Al Untitled - Untitled

oo0ea1 .00

Keyboord:

Time:

fote:

Software:

UK -

01

36| 41 [P

Jun

30 [ 1995

4. 0426

Tracks

oo

et ers

feals
Library

System

2 Select the Keyboard field.

Dala

3 Press|  |totoggle between US and UK.

If you've connected a European keyboard, set the field to UK. Otherwise, set the
field to US. Keyboard button equivalents are:

Keyboard Display

External Keyboard

OK
Cancel
Clear
Delete

Enter

Escape

Del (del/forward)
Backspace

If you're looking at a display other than the keyboard display, the Enter button
on the external keyboard acts as the Data button on the Edit Controller.

Time and date

The System:Info display also lets you set the current time and date. It lists
version numbers of the current software and the RTCA ROM (the chip that contains
the software necessary for booting the system).
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Setting the time and date

1 If necessary, touch the System button and select Info from the popup

menii.

2 Select the time or date field you want to change.

Data
Press| io open the field.

Press the arrow buttons or turn the jog/shuttle knob to increment or
decrement the time or date.

Data
5 Press| to close the field.

Transport controls

The transport buttons on the Edit Controller are similar to those found on a
conventional tape recorder, but provide some additional features.

Butfon

Function

Record

Press with Play to initiate recording. The Record button lights when recording and
blinks when ready for recording.

Stap

Stops playback, recording or winding.

Play

Initiates playback.

Initiates recording when pressed with Record. If you're recording, Play interrupts
recording and continues playback.

Initiates cueing when pressed with Rewind or FForward.

Rewind

«u

High speed reverse,
1 press rewinds at 2x play speed
2 presses rewinds at 8x play speed
3 presses locates to start of first event on readied tracks

Press Rewind with Play to initiate reverse cueing.
1 press cues backward at play speed
2 presses cues backward at 2x play speed
3 presses cues backward at 8x play speed
4 presses locates to start of first event on readied tracks

F Fonvqrd

7
)‘Pg
.

High speed forward.
1 press winds at 2x play speed
2 presses winds at 8x play speed
3 presses locates to end of last event on readied tracks

Press FForward with Play to initiate forward cueing.
1 press cues forward at 2x play speed
2 presses cues forward at 8x play speed
3 presses locates to end of last event on readied tracks
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Jog/shuttle knob

The jog /shuttle knob allows you te control the direction and speed of playback
independent of the transport buttons. It has two jog modes, one shuttle mode, and a

data mode.

< 0 b

Q Data 0

tem

Function

Jog/shuttle knob

Turn counterclockwise to play in reverse.
Turn clockwise to play forward.

Play mode depends on whether the Shuttle or Jog LED is lit.

Shuttle button
and LED

Press the Shuttle button to initiate shuttle mode. The LED lights
when shuttle mode is active,

Plays faster the farther the knob is turned in either direction (1/32
to 32 times play speed).

Jog button
and LED

Press the Jog button to initiate jog mode. The LED lights when jog
mode is active.

Scrubs audio at real time or slower (to 1/32 of play speed) when
knob is turned in either direction.

For better scrubbing resolution, press and hold the Jog button
while turning the knob.

<} indicator

Lights during reverse motion.

[Jindicator

Lights when the transport is stopped.

> indicator

Lights during forward motion,

Data LED

Lights when the jog/shuttle knob is in Data mode {an arrow
button is being held down or the Data button has been pressed}).

When the Data LED is on, you can use the jog/shuttle knob to
scroll through options in a field, or to select events on the Tracks
display.
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Speed display

As you rofate the jog/shuttle knob, the play speed is displayed above the Tracks
button on the touch screen. Play speed is determined by the transport buttons or the
jog/shuttle knob. Available speeds are: 1/32,1/16,1/8,1/4,1/2,3/4,1,1.5,2,4, 8, 16
and 32 times play speed.

Qoo 52

]

Tracks

An arrow indicates whether you are playing forward or backward. A double
arrow indicates fast winding speed.

DG 0052

=
=
=
"
-
-

Tracks

A single dot (*) indicates that you are playing at exactly the speed shown. If no
dot appears, then you are playing between the speed shown and the next faster
speed.

000052

I Tracks

Status messages

Status messages indicate the state of the machine or errors which may have
occurred during operation. Status messages appear on the System:Status display.
when a new status message is posted to the display, a check mark appears in the
System button to alert you.

mvsptaying status mességiés _
1 When a new status message is posted, a check mark appears in the Syslem
System
" button,

2 Touch the System button and select Status from the popup menu.
A list of status messages appears on the screen.

Data
3 Select a message and press [ | to dispiay more detaiied information.
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Diagnostics

The System:Test display includes two tests that can help you diagnose problems
with the RPE or Edit Controller. You do not have to be a service representative to
run these tests.

Diagnostics Description
Disl | Tests the playback and record capacity of a disk.
Test WARNING: This test erases your disk,
Fiut tan | Tests all touch screen and Edit Controller
Test buttons as well as all LEDs.

Eunning the Bution Test

The Button Test lets you test the Edit Controller buttons, LEDs and touch screen.

1 Touch the System button and select Test from the popup menu.

A1: Project H - Reel 1 [H):00:59
ftctiicotz it mm—t 1}

Tracks

/0

fleters

Reels
Library

[ sk Button .
[ Test H Test ] System

2 Touch Button Test.
All illuminated buttons and LEDs on the Edit Controlier should light.

All buttons should “chirp” when you press them.

The touch-sensitive display has 120 buttons arranged in a 10x12 grid. Each
screen button should light and “chirp” when you touch it.

If any button or LED does not respond, please call Customer Support.
3 Touch OK at the bottom of the display to stop the test.
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The Disk Test erases your RPE. Before proceeding, make sure you have

archived all the projects and reels you want to keep.
| ¢ Running the Disk Test “ _

The Disk Test erases your disk, and then calculates its playback and record capacity,

j 1 Touch the System button and select Test from the popup menu.
‘ 2 Touch Disk Test to display the following message:

This test tells you the average number of tracks that your disk can play or
record. The test erases your disk. |t takes 1 to 2 hours.

3 Touch OK to display the following warning:

WARNING: This ERASES your disk and can take a couple of hours. Press
CANCEL to abort.

4 Touch OK to continue, or Cancel to abort.

{
I
i
i
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PROJECT MANAGEMENT

Selecting projects and reels

RPE

Hard disk or
rmagneto-optical
stforage medium
containing
projects A-G.,

Project
A job or session
centaining reels 1-6.

Reel

A version of your
work containing
recorded audio
and editing data.

Index

A list of projects and
reels on the current
RPE.

PROJECTS AND REELS let you organize your work on the Foundation. A project may
contain a particular job or session. A reel is a version of your work contained within
a project. A reel contains recorded audio as well as editing information that
determines how the audio is processed, assembled and played back.

Seven projects, A-G, are available on each RPE. Each project can contain up to
six reels, 1-6, in addition to the default reel. The following example shows an RPE
with two projects; project A has three reels and project B has five reels of audio.

RPE
| |
ProsecT A ProJect B
l I j ] | i
Reet REEL [REEL [REEL REEL [REEL Re€L REFL
Al A2 A3 B! B2 B3 B4 85

The number of projects and reels you can use depends on how much storage
space you have available on your RPE, and how much audio is recorded on each reel.
When you first receive your Foundation, reel Al is mounted automatically.

The Index

The Reels:Index display lists all projects on your RPE, and all reels in the selected
project. You can look at the reels in any project at any time, even while recording in
another reel. The currently mounted project and reel have a dot (*) next to them.

Wiewing the index

1 Touch the Reels/Library button and select Index from the popup menu.

Natears ]

Ra—
Prefs Index flfrchive||[Restare
. | feels
Librapry
Librory Infa
I System
2 Touch a project name to view the list of reels in that project.
A1: Project R - Heel 1 00:00:59
[2cstiiseeaisi 1
RPE: Untitled -|j
Projects iReels -
e A[Froject A » DEFAULT REEL | 1"O°ks
B Project B + 1 Reel Ai
C Project C 2 Feel A2 /0
0 -
E 4 Meters
F N Reels
3 f Library
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Mount

Select areel as the
current locaiion for
recording.

56 User's Guide

Mounting a reel

When you mount a reel, it becomes the current location for recording. You can view
the index of all projects and reels, but only one reel at a time can be mounted.

1 Select the desired project on the Reels:index display.

2 Touch the name of the reel you want to mount.
Touch the Mount button at the bottom of the display.

The Mount button indicates which reel you are mounting. The names of the
mounted project and reel appear above the status bar at the top of the screen.

Ai; Project A - Reel 35 000,59
3
RPE: Untitled
Frojescts Reels
o A[Frofect B ] s DEFRULT REEL | 1"7°K2
B froject B 1 Reel A1
C Project 7 Reel A2 170
L i Rec | A3
g Netats
5
F i Fesls
G ] Library
Nount - Erasze Copt -
A3 i ”FII T.{"H3] Syzten

The dot (») always indicates what is mounted, and the box indicates what is being
displayed in the index. In the example below, Reel A3 is mounted while the reels
in Project C are displayed. Notice that the name of the mounted reel still appears
in the status bar at the top of the screen.

‘oject A - Aeel 3

.-..

0o:00:52

T

R?E: Huéichffects

Projects
» A Project A
B Project &

c[Prajesti € ]

Reels
& DBEFAULT REEL
| Reel C}
2 Reel C2

Tracks

140
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Naming projects and reels

Projects are named alphabetically A-G. Reels are numbered 1-6. Tor example
the second reel in Project A is “A2.” You can change each name to something that
describes the project or reel more completely.

’

Naming a projecﬂt or reel

You can change a project or reel name at any time; you do not have to mount it first.

1 Touch the Reels/Library button and select Index from the popup menu.
2 Select the project or reel you want to name,

Data
Press [ to open the keyboard display.

Enter the project or reel name by touching buttons on the display, or by
typing on an external keyboard connected to the Edit Controller.

Enter o
Froject Mame {EF# SCEHE 12 [c:h«]

DARREaaNED

5 Touch OK to confirm the name entered.

Fl: EF¥ SCEHE 12 - Heel | 000552
RPE: Music/Effects i
Projects lFeels

o [EEICHIENPR] o DEFALLT REEL | TMOcke

See the "General Controls” chapter for more information abouf the
keyboard display and entering text.
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Copying projects and reels

You can copy the contents of one reel to another or one project to another using
the Copy command on the Reels:Index display. The destination reel references the
source reel’s audio on the disk. Because the audio itself is not duplicated, a copy of a

reel does not use additional space on the disk.

Copying a reel
Copy 1 Touch the Reels/Library button and select Index from the popup menu.
Duplicat j C
or rZelo & aproject 2 Mount the reel you want to copy. This is the source reel.
SEEHE i2 - Resl 1 oG ed: 52
RPE: Husic/Effects —_[]
Projects iReels
« A[EFR BCENE T2 o DEFAULT REEL | "7°K*
B Project B o 1 OIS
£ Project C 2 /o

3 Select the desired destination reel.

The destination reel can be an empty reel or one containing audio (although the
audio will be erased). Notice that the Copy button on the screen indicates the
source and destination reel names.

Al EFY SCEME 12 - Reel | 000052
RPE: Music/Effects 5
Frojects ‘Reels eS|
o R{EFR SCEME 12 ) & DEFAULT REEL | Tnacks
B Project B e | Fesl |
L Project C 2 R /0

[ Copy

} 4 Touch the Copy button on the Reels:Index display.
Al toR2

If you copy to a reel containing audio, a message asks you to confirm the copy.

OK to replace reel “A2” with reel “A1"?
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r&)pying a project

When you copy one project to another, all reels in the project are copied.

1 Touch the Reels/Library button and select Index from the popup menu.

2 Mount the project you want to copy. This is the source project.

Rl Fro SCENE (2 - Resl | 00:00:52
RFE: MusicsEffects —g
Projects ‘Reeis -
o [ EICHEEREE o DEFAULT REFL | "7°RE
, B Froject 6 o | Reel 1 |

3 Select the desired destination project.

i Al: EFH SCEHE 12 - Reel | 0o:on:52
' 1]

RFE: Music/Effects 0

Frojects Reel s :

o AOEFH SCENE 12 | & DEFAULT REEL | '"0¢kS

illProject B i “—”""‘]

‘ Copy 4 Touch the Copy button on the Reels:index display.
| fto B If the destination project contains audio, a message asks you to confirm the copy.

OK to replace project “B” with project “A"?

Erasing a project or reel

When you erase a reel, all audio and other data stored on that reel is permanently
removed. When you erase a project, all audio and other data stored on all reels inthe
project is permanently removed. However, if you copy a reel or project before
erasing it, the audio and other data remains intact in the copy.

BEFORE you erase a project or reel, be sure fo archive it or copy it fo
another location. Erased qudlo cannot be recovered.

Erasing a reel

1 Touch the Reels/Library button and select Index from the popup menu.
2 Select the reel you want to erase.

Notice that the Erase button indicates the name of the reel to be erased.

pr———
m
o
—

gae 3 Touch the Erase button to display this message:
Do you really want to erase reet “A1"?

4 Touch OK if you want to erase the entire reel, or touch Cancel if you DON’T
want to erase the reel.
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o
Dyi}

==

i Erasing a [Srojecmtm

1 Touch the Reeis/Library button and select Index from the popup menu.

2 Select the project you want to erase.

Notice that the Erase button indicates the name of the project to be erased.

3 Touch the Erase button to display this message:

Do you really want to erase project “A”?

4 Touch CK If you want to erase all the reels in the project, or touch Cancel if
you DON’'T want to erase the project.

Reel preferences

Preference settings

Each reel has a set of preferences, such as sample rate and timecode format. You
can set preferences for an individual reel, or you can set default preferences that
apply to all new reels. Preferences are set on the Reels:Prefs display.

Setting Definition Options
VIR TC Type of VIR timecode read over the VTR LTC
type RS-422 port when controlling a video deck | VIR VITC
TC Source | Port for incoming timecode LTC, VITC, ADAT TC
Timecode format 30 Non-Drop, 30 Drop, 29.97 Non-Drop,
29.97 Drop, 25 fps, 24 fps
Reference | Incoming synchronization reference Internal, Word Clock, Timecode, Video,
AES pairs, SPDIFo, SPDIFe, ADAT optical
Int. Sample | Foundation’s internal sample rate used for | 32, 44.056, 44.1, 44.144, 47.952, 48 and
Rate recording and playback 48.048 kHz
Speed Varispeed adjustment for recording and ~1.0% to +1.0% (32kHz)
playback ~12.5% to +12.5% (44.1kHz & pull up/down)
-12.5% to +6.0% (48kHz & pull up/down)
TC Output I?lffei'ence betfrvee.n Foundation’s internal 00:00:00:00—23:59:59:29
Offset timecode and its timecode output
Offset Difference between incoming timecode 00:00:00:00-—23:59:59:29
and Foundation’s internal timecode Set using the Offset button.
MTC Out MIDI timecode output On, Off
Display Time display format SMPTE TC, 35mm or 16mm Feet/Frames
Remote Type of external device that can control MIDI, RS-422 or ADAT
Foundation
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Default reel
Contains
preferences for
all new reels.

Default reels

In some situations, many aspects of the production process are identical from job
tojob. You can repeatedly set the same parameters each time you begin a new reel,
or you can define a “default reel” and set the parameters just once. In addition to
setting parameters, you can also record and edit audio in the default reel.

At the top of the reels list on the Reels:Index display is an entry called
“A DEFAULT REEL.” The default reel is like a template; once the default reel is
defined in a project, each new reel in that project is defined the same way. Changing
the default reel does not change the preferences for reels that have already been
mounted. Regardless of the preferences set in the default reel, you can also change
the preferences of any individual reel without affecting other reels.

Setting default reel preferences

1 Touch the Reels/Library button and select Index from the popup menu.
2 Select the desired project, and mount its default reel.

Af: EFX SCEHE 12 - fesl 1 00,0052

1
RPE: Nusic/Effects
Projects iRazl=

o A OEFW SCENE 12 | o EHSENNEESEE | "7

Touch the Reels/Library button and select Prefs from the popup menu.
Enter the desired vatues.
Record any audio you want in the defauli reel.

(= I +) B A V)

If you want to turn on auto naming or take stacking, touch the Tracks
button and select Prefs from the popup menu.

Touch the Reels/Library button and select Index from the popup menu.
Mount a new reel,

Every new reel you mount in that project contains the new default settings and
any audio you recorded in the default reel.

Each project contains its own default reel. To make the current reel the default in
all projects, copy the current reel to the default reel in each of the other projects.

Erasing the default reel restores all its settings to the default values set at the
factory. However, the settings for reels already opened remain intact, even if you
erase the default reel.

If you change the sample rate of a reel that contains audio, pitch shiffing
occurs. The start time of the earliest event will remain the same, but alf
subsequent event times will be expanded or compressed. Please see the
"Synchronization” chapter for more information about sample rates.
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Archiving and restoring

62
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Archiving is the process of copying a project, reel, or RPL to an external storage
medium, such as WangDAT 4mm tape. Restoring is the process of retrieving an
archived project, reel, or RPE to the current RPE,

Archiving and restoring are background processes. Therefore, you can continue
editing and recording while the Foundation is archiving or restoring. During archive
and restore processes, a tape icon appears in the status bar.

archive/restore in progress
s
[ A1: Husic - Re=l Al 53] uu:m:n?ll

|
r

When the archive or restore process is done, the tape icon disappears and a
message on the System:Status display indicates that the process is finished.

Archive devices

Axchive devices are connected to the Foundation’s SCSI port. You can chain
several devices from the SCSI port, as long as the chain has exactly cne 5CSI
terminator installed on the last device in the chain. Some SCSI devices are
terminated internally; others require an external terminator.

The Foundation’s RPE has a SCSIID of 0. All other SCSI devices must have IDs
other than 0. Before connecting any SCSI device, please refer to its manual to make
sure it is properly terminated and its SCSI ID is correct.

The tofal cable length for SCSI devices external fo the Foundation should
nof exceed 3 meters (10 feel).

Connecting an archive device

1 Make sure the power switches on the Foundation and the archive device
are off.

2 Connect the archive device to the SCSI port on the Main Unit.

3 Power up the archive device before powering up the Foundation.
Turning on an archive device affer powering up Foundation can cause
SCSl errars. To prevent these errors, furn off Foundation before connecting

the archive device fo the SCSI port, and power up the archive device
before poweting up Foundation.
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Archlve

Save a copy of
areel, project or
RPE to an archive
device atfached
fo the 3CSl port.

NG

Archiving

Archiving lets you store projects, reels, or an entire RPE to an archive device. The
project or reel that you choose does not have to be mounted, just selected. Archiving
is done from the Reels:Archive display.

@krrArchiQing a reel, project or RPE

1 Insert a tape into the archive device.

2 Touch the Reels/Library button and select Archive from the popup menu.

Q0 00:59

Ai: Project A - Reel 1
FFE: Untitled
Projects Feels
e A Nusic & OEFRULT REEL
B Effects | Scene
07 :loque ? Scens 9
1] 3
E 4
F 5
] £
RBrohive Erose
C Tope

Reels
Library

System

3 Select the project or reel that you want to archive. If you want to archive
the entire RPE, select the RPE name near the top of the screen.

4 Touch the Archive button at the bottom of the screen to display this

message:

Do you really want to archive “[name]”?

5 Touch OK.

The Foundation begins to copy the selected project, reel or RPE to the tape.

Archiving can take several minutes to complete. The fape icon in the
status bar appears during the archive. When the archive process is
complefe, the fape icon disappears and a message on the System:Status
display indicates that tape operatfions are done.
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64

Restore

Copy areel,
project or RPE to
the current RPE.

NS

User’'s Guide

Restoring

Restoring lets you copy individual projects or reels, or an entire RPE from your

archive device to the current RIPE.

;-'-R“é-storing a reel, project or RPE

1
2

Insert the desired archive tape into the archive device.

Touch the Reels/Library button and select Restore from the popup menu.
After the directory is loaded, the first item on the tape appears on the screen.
Use the Previous or Next buttons to view other items on the tape.

Select the source project, reei or RPE that you want to restore.

Touch the View RPE hutton to display the RPE index.

b i ILiI:mar*g'

Uiew p
mte
rre ||| 4"

Previous Mext ]

If the source is a reel, select an empty reel on the RPE. If the source is a
project, select an empty project. If the source is an entire RPE, select the
RPE name near the top of the screen.

If you want to look at the source list again before restoring, touch the View Tape
button, When you’re ready to restore, touch the View RPE button again.

i i Project A - Resl A 0oy
REATIN U |2 1ogue W 0
Projects Feels ;t
e A[Freject A ] & DEFRULT REEL | 'mocs
i Projecl B # | Rexl Al
[ Project C 2 170
1 3
£ 4 Meters
F N Reels
i fa Lidrary
Resiore tiew P
i RPE [ Tape || “43te"

Touch the Restore button.

A message asks you to press OK to begin restoring. If the destination is not
empty, the message asks you to confirm your selection.

Touch OK to begin restoring.
The Foundation begins to copy the source from the tape to the RPLE.

Restoring can take several minutes to completfe. The fape icon in the
status bar appears during the restore. When the resfore process is
complete, the fape icon disappears and a message on the System.Status
dispiay indicates that tape operations are done.
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Erasing an archive tape

Erasing an archive tape removes all information from the fape, This
operation cannot be undone.,

Lﬁrasing a tape

1 Insert the tape you want to erase into the archive device.

2 Touch the Reels/Library button and select Archive from the popup menu.

Al: Prajeci H - Feel 1 N0:00:59
frcitititiis |
RPE: Untitled
Projechs Resls [::::::]
» A Music » DEFRULT REEL | 179%ks
B Effects t Scene §
- [IEICTC| 2 Scens O -
1] 3
£ 4 ltaters
F 5
Ree |5
b & Library
Archive f| Erose -
r Tape SUEL el

3 Touch the Erase Tape button to display this message:

Are you sure you want 1o erase the archive tape? All information on the
tape will be fost.

4 Touch OK to erase the tape.

Removable Project Environment™

The Removable Project Environment™ (RPE) is the hard disk used for recording
and editing audio. A 540MB RPE provides about 90 mono minutes of recording time
at 44.1 kHz, allocated as needed to eight tracks. In order to record, you must have
either inserted an RPE in the front of the Foundation or connected an external hard
disk to the SCSI port on the back of the Foundation.

You can chain an external hard disk and an archive device from the SCSI port, as
long as the chain has exactly one SCSI terminator installed on the last device in the
chain. Some SCSI devices are terminated internally; others require an external
terminator. The Foundation’s RPE has a SCSI ID of 0. All other devices in the chain
must have a SCSI ID other than 0. Before connecting any SCSI device, please refer to
its manual to make sure it is properly terminated and its SCSI ID is correct.

The total cable length for SCSI devices external to the Foundation should
not exceed 3 meters (10 feef),
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Handling an RPE

For best results, please follow these suggestions when handling your RPE—

* Remove the RPE only when the RPE button is off, indjcating that the disk is
safely parked.

s Carry the RPE by its handle.

+ Keep the RPE away from magnetic sources such as monitors and
demagnetizers.

» Store the RPE flat on a sturdy, level surface. Don’t store the RPE on its side.

* Operate and store the RPE within temperatures of 50-85°F (10-29°C) and
humidity 20-80%.

¢ Keep liquids and hazardous vapors, such as cleaning solvents, away from the
RPE.

Inserting and removing an RPE

When you finish a session, you can remove the RPE for safe storage. When you
insert that RPE into the same or another Foundation, it automatically restores your
previous working environment.

Inserting an RPE

1 Grasp the RPE handle and slide the RPE into the receiver in the front of the
Main Unit.

2 Firmly press the RPE handle to lock the RPE into the receiver.

The RPE handle should “click” into place, and remain in.

3 Press the RPE button next to the receiver.

The RPE button blinks during loading and unloading, When the RPE is ready to
use, the RPE button lights solid; the RPE name, along with the current project
and reel names, appears at the top of the Edit Controller screen.

.FH: Music - Reel RHI 00;:0E:07
RPE: Scenes G-12
[ Removingan RPE —’

Do not remove the RPE when the RPE button is fif or blinking. Wait unfil the
RPE bufton is off, indicating that the disk Is safely parked.
1 Press the RPE button and wait until it stops blinking.
2 Firmly press and release the RPE handle to unlock it.
The RPE handle should “pop” out.
3 Grasp the handle and firmly pull the RPE from the receiver.
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Format
Permanently
remove all data
frorn the disk.

A

Erasing and formatting an RPE

You can reuse an RPT by erasing or formatting it. Erasing an RPE quickly
removes all of the data on the disk, including all recorded material. Formatting an
RPE accomplishes the same thing, except that it also fixes data errors that may be
occurring on the disk. Erasing takes only a few seconds; formatting a 540MB disk
can take fifteen minutes.

If you experience problems with the disk while recording or playing back, or
while erasing or doing other operations, it is best to archive the disk contents and
then reformat it. If you buy a hard disk not supplied by Fostex, you need to format
the disk before it can be used.

Erasing or reformatting an RPE permanently removes alf audio from the
disk. Before you erase an RPE, make sure that the disk is archived. Erasing
and reformatting cannot be undone.

|7 Erasing an RPE

1 Make sure the RPE is the one you want to erase.
2 Touch the System button and select RPE from the popup menu.

A1: Project H - Reel Al oo.:03:0v

RFE nans: Final Mix 10,15/93

Security: Tracks
Hixer
fieters
Feel=

Library

Faszword|] Quick Format @
[ HELF ][ Erpse ]{ RPE } System

3 Touch the Quick Erase button to dispiay this message:

Set
Pazsword

Do you reatly want to erase the RPE “[name]”?
4 Touch the OK button to erase the RPE.

Fc;r;mn;atting an RPE

1 Make sure the RPE is the one you want to format.

. J

2 Touch the System button and select RPE from the popup menu.
3 Touch the Format RPE bution to display this message:

Do you really want to reformat the RPE “[name]”?
4 Touch the OK button to begin formatting the RPE.
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Securify
Requiring a
password for
disk access.

Password

Code required for
disk access, or for
changing the
security stafus

of a disk.
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The Disk Test on the System:Test display erases any disk used as an RPE, and
calculates its playback and record capacity. The test takes about two hours.

For more information about the Disk Test, please refer fo "Diagnostics™ in
the General Confrols chapter,

Security

You can secure your RPE against unauthorized use by requiring a password for
operation. When security is turned on, the password is required before loading the
RPE. If you do not enter the correct password, you cannot access the RPE,

The System:RPE display lets you enter a password, change the current password,
or toggle security off and on.

Setting a password for the first time

1 Touch the System button and select RPE from the popup menu.
2 Touch the Set Password button.
The keyboard display appears with the following message:

Enter New
Password: A

3 Enter a password up to 25 characters long.

The password appears in the field as you enter it. Once you confirm the
password, you'll have to remember it in order to change it. When security is
turned on, you'll have to enter the password to load the RPE.

4 Touch OK when you're sure of your password.

Turning security off and on ,,J

It may not be necessary to secure your RPE at all times. When security is off, no
password is required to use the RPE or to open projects and reels. However, you
must know the password in order to turn security off and on.

1 Touch the System button and select RPE from the popup menu,

2 Select the Security field.

Data
3 Press|[ |

The keyboard display prompts you to enter your password:

Enter Current
Password:

A

4 Enter your password and touch OK,
A message confirms that the security status has been changed.

5 Touch OK.
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6pening a secure RPE

1 Insert the RPE, and press the RPE button on the Main Unit.
A dialog appears on the display:

This RPE is password protected. Press the Data button and entey
password.
] LN N N J

Data
2 Pressthe [ button.

3 Enter your password.

If you entered the correct password, the RPE is mounted.

If you forget your password, press the Password HELP button on the
System:RPE display and follow the instructions.

‘ Changing or removing your password

1 Touch the System button and select RPE from the popup menu.
2 Touch the Set Password button.
The keyboard display appears with the following message:

Enter Current
Password:

3 Enter your current password and touch OK.

If you entered the correct password, the following message appears:

Enter New
Password: A

4 Enter your new password. If you want to delete the password, touch the
Clr button and leave the password field empty.

Once you delete the password, the RPE has no security protection.
5 When you know your new password, touch OK.
A message confirms that your password has been changed.

6 Touch OK.

"new password” field empty. Once your password s defeted, your RPE

E To delete the password altogether, touch the Clr butfon, and leave the
has no security protection,
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Audio routing

The Foundation 2000RE provides both balanced (+4dBu) and unbalanced
(-10dBV) analog inputs. For 8-channel digital I/O, you can choose between ADAT,
SDIF2 and AES formats. For 2-channel digital I/O, you can use either SPDIIF or AES
formats. Analog and digital I/O connectors are located on the rear of the Main Unit.

digital inpufs & oufputs
ADATorSPDIF  SDIF2 or AES  SPDIF

PR

| Foundation 2000RE (back)

OO OO
analog inputs & outputs
Inputs/Qutputs Conhnectors
+4dBu analog DB-25
-10dBV analog RCA
ADAT Toslink optical
SDIF2 DB-25
SPDIF Toslink optical or RCA
AES DB-25
Patch bay

The 1/O display includes a patch bay that lets you route physical inputs and
outputs to and from tracks in the Foundation’s recorder. If you're using digital
inputs and outputs, the patch bay also lets you specify the digital format and set the

appropriate sync reference.

© Physical
o OIS : Recorder
ADATIN ——> frackin (1-8) : frackout(1-8) ———>
SPDIF(OY in
AESIn
SDIFin

e
Outputs -

anclog out
ADAT out
SPDIF(e) ouf
SPDIF(c) out
AES out

SDIF out

SPDIFe represents the RCA electrical connectors. SPDIFo represents the Toslink

optical connectors.

User's Guide 73




[RECORDING

'Vlewmg thﬁpatch be;y

E Touch the O button and select Patch Bay from the popup menu.

fProject A - Reel ) 06 01:05
Frap T i
[Aralog in |-l > J1rack in 1-5] e

|Tl"t'lﬂk ol “ 1-i ” - || Rnalog out ” |- |
| L) |
[/

| | i L

“ |I I Meters
| " ” | fizels
| | it ierary
| | L1
Fefarence l internal | Systen

The Patch Bay display lists sources (From) and destinations (To) in the
Foundation’s audio paths. You can select a source and then specify a destination, or
you can select a destination and then specify a source.

Each row on the Patch Bay display can represent 1, 2, 4 or 8 audio paths,
depending on your selections. For example, you can use a single Patch Bay row to
route all § analog inputs to all 8 tracks, or you can route a pair of tracks to a pair of
outpufs.

Analog in 1-8 -* Track in 1-8 routes input 1 to track 1, input 2 to track 2, and
so on for all 8 inputs

Analog in 1-4 " Track in 5-8 routes input 1 to track 5, input 2 to track 6,
input 3 to track 7, input 4 to track 8

Analogin1,2 &+ Trackin7,8 routes input 1 to track 7, and input 2 to track 8

Analogin1 =2 Trackin6 routes input 1 to track 6

If the number of inputs is less than the number of tracks, the inputs are
“distributed” to the tracks. For example, you can use a single Patch Bay row to route
a pair of analog inputs to all 8 tracks. The first input is routed to odd tracks; the
second input is routed to even tracks. This is particularly useful when you're using
2-channel digital inputs.

Analog in 3,4 = Trackin 1-8 routes input 3 to tracks 1, 3, 5, 7, and
input 4 to tracks 2,4, 6, 8

Analogin5 -* Trackin 1-8 routes input 5 to all 8 tracks
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Creating patches

To create any patch, you need to set four fields on the Patch Bay display. The

“From” fields indicate the source type and size. A source can be either a physical
input or a frack output. The “To” fields indicate the destination type and size. A
destination can be either a track input or a physical output.

Routing inputs

1
2

10

11

Touch the I/O button and select Patch Bay from the popup menu.

Touch the “From" field you want to change, or touch an empty “From” field
to create a new patch.

Daia
Press the [ button, and turn the jog/shuttle knob until the desired type
of input appears.

Available input types are Analog, ADAT, SDIF2, AES, SPDIF(optical or electrical).

Dala
Press | again to close the field.

Press the right arrow button to select the next field.

Data
Press [ ] and turn the jog/shuttle knob until the desired inputs appear.
You can select 1, 2, 4 or 8 inputs, depending on the input type you selected.

If the input type is an 8-channel format, available inputs are
[1-8] [1-4][5-8] [1,2][3,4][5,6]17.8] [11[21[3][4] [5] [6] (7} [8]

If the input type is a 2-channel format, available inputs are [LR] [L] [R].

Dala
Press [ again to ciose the field.

Touch the “To” field in the same row, and select “Track in.”
Press the right arrow button to select the next field.

Dala
Press | and turn the jog/shuttle knob until the desired track numbers
appear.

You can select 1, 2, 4 or 8 track inputs, provided that the number of tracks is
equal to or more than the number of inputs you selected.

Data
Press again to close the field.

When all four fields are set, an arrow indicates that the inputs are connected to
the tracks.

When you're using digital inputs or outputs, the format must be compatible with

the sync reference displayed in the Reference field.

SDIF2 audio cannot be used with ADAT optical, AES or SPDIF sync references.
ADAT audio cannot be used with AES or SPDIF sync references.
AES audio cannot be used with ADAT or SPDIF sync references,
SPDIF audio cannot be used with ADAT or AES sync references.
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If you create a patch that is incompatible with the sync reference, the Reference

field is automatically updated. Conversely, if you set the Reference to a format that is
incompatible with any patches, those patches are automatically disconnected.

For example, if the reference is AES and you select an SPDIF input, the Reference

field automatically changes to SPDIF. If you change the reference to AES, the SPDIF
inputs are automatically disconnected and any AES inputs are reconnected.

AliProject A - Resl | DD:DI:DSI
From Ta
[AES in 2] Track in 120 0ks
[RES in [ = |[-:]1rack in [ 3
[sP0IFo in |[ L || Track in ][ 41 o
[seoiFa in || B [ x][Track in ][ S
ITPan ot -5 ] = [Analog out |[1-8
fleters
| L_|
] s
L |L__||Litrary
] [
| System

Heference | AES 1,2

Routing outputs

1
2

10

11
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Touch the I/O button and select Patch Bay from the popup menu.

Touch the “From” field you want to change, or touch an empty “From” field
to create a new patch.

Data
Press the[ | button, and turn the jog/shuttle knob until “Track out”
appears.

Dafa
Press [ ]again to close the field.

Press the right arrow button to select the next field.

Dala
Press | |and turn the jog/shuttle knob until the desired track numbers
appear. You can select 1, 2, 4 or 8 track outputs.

Data
Press [ | again to close the field.

Touch the “To” field in the same row, and select the desired type of output.
Available output types are Analog, ADAT, SDIF2, AES, SPDIF(optical or electrical).
Press the right arrow button to select the next field.

Data
Press | |and turn the jog/shuttle knob until the desired outputs appear.

You can select 1, 2, 4 or 8 outputs, provided that the number of outputs is equal
to the number of {racks you selected.

Data
Press again to close the field.
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Changing patches

When all four fields in a Patch Bay row are set to a valid signal path, an arrow
indicates the connection is active. If the source and destination cannot be connected,
an “X” appears in the arrow field.

i .
" ADATiIn7 @ = | Track in 4  source is connected to destination
L. JF —

ADATIN7 Track in 4 | source is not connected to destination

!
ADATIn7 | X | Trackin 4 | source cannot be connected to destination i

There are several reasons why a connection may not be valid-—

* The source size is larger than the destination size. For example, the source is
“Analog in 1-8” and the destination is “Track in 1,2.” You cannot route 8
inputs to 2 tracks.

» The source is a digital format that is incompatible with the selected sync
reference. For example, the source is “AES in” and the sync reference is
“SPDIF(0).”

+ Existing patches are using all available internal audio paths. If this situation
occurs, turn off an existing connection and then create the patch you want.

Connecting and disconnecting patches

When a source is connected to a destination, an arrow indicates that the connection is
active. You can toggle the arrow on and off to connect and disconnect the patch,

1 Touch the /O button and select Patch Bay from the popup menu.

2 Select the arrow field in the desired Patch Bay row.

Data
3 Press[ __ |to toggle the patch on or off.

Deleting patches

You can also disconnect a patch by removing its source and/or destination.

1 Touch the /O button and select Patch Bay from the popup menu.
2 Select the “From” or “To” field you want to delete.

Data
3 Press ] and turn the jog/shuttle knob until “None” appears.
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Checking levels

Readying tracks

Readying a track puts it into input mode. A track must be readied before you
can record on it. Use the Ready buttons on the Edit Controller to indicate the track{s)
on which you want to record. The number of tracks available for recording depends
on how much disk space you have available.

Ready Button Function
off Track is safe. Cannot record on the track.
lit Track is ready and recording is taking place.
blinking Track is ready but not recording.
fast blinking Error condition. A problem with recording. For
example, you may have run out of disk space. Open
the System:Status display to read the error messages.

Readying a track

E Press the desired Ready button(s) on the Edit Controller.

The buttons blink, indicating that the tracks are ready for recording. Whenever a
track is ready, the corresponding track number is hightlighted on both the Tracks
display and the Meters display.

recy I W ) [ A - Resl | 00: 00 23
12 3 4 o 1 i
00 00:00:30  00:00:00
’ ! Track
- ] PACRS
1 t/0
l Heters
The frack numbers on the screen are nof touch sensitive. Use the Ready
buttons to light frack numbers.
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Input Monitor

Listen to the frack’s
input rather than its
playback.

Input monitoring

Input monitoring lets you check input levels before recording. When input
monitoring is on, input to readied tracks can be measured on the Meters display
along with audio playing from the safe tracks. During recording, input switching
occurs automatically; safe tracks play back while ready tracks monitor input.

- Monitoring inputs

Input Mon
1 Press andlight | | toturn on input monitoring.

2 Ready a track and listen to its input.

Meters for the readied tracks show the level of the signal routed to the track.

fnpur_Mon
3 Press || again to turn off input monitoring.

When input monitoring is off, you can listen to and meter audio playing back
from the tracks.

Metering

Use the Meters display to visually check audio levels on the tracks. The meters
indicate peak-hold and clip.

[ Displaying meters J

B Touch the Meters button and select Main from the popup menu.

The Meters display shows audio levels for tracks 1-8. Clipping occurs at 0dB and
is indicated by a light at the top of the meter.

Al: Diologque - Scens |2 no:0i:00
220t coeced -
SoEEEREE O o |
-4 ]
-12 Tracks
b e - 18
-24
10 /0
-3
-42 leters
-4
_24 Reels
12345678 0 Library
Systen

Although you'll often want to view the Tracks display while recording and
editing, It Is not necessary. For example, you may want to watch levels on
the Meters display while recording.
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Reference Level
Operating level
indicator on the
Meters display.

éﬁ"Cﬁhanging the reference level

The metering reference level indicates the nominal operating level. It appears as
a horizontal line behind the meters. The default reference level of the Foundation is
-18dB. On the Meters:Prefs display, you can set the reference level to anything
between 0 and -24dB in 2dB steps.

1 Touch the Meters button and select Prefs from the popup menu,

00 0 :"1l:'-I
Feference Level: |ICAERLE r \
RS
/0
Hetars
Data
2 Press|{ __ ]and turn the jog/shuttie knob until the desired reference level
appears.
Data

3 Press|{  |again to close the field.

Basic recording

80

NN
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There are two basic types of recording: manual and auto. For manual recording,
you start and stop recording by pressing buttons or a foot switch. During auto
recording, recording starts and stops automatically at preset times.

Recording creates events—blocks of audio on the tracks or in the library. Events
are similar to pieces of tape, except events can be moved or edited without
destroying the original recorded audio. Recording on a track results in an event with
a sync relationship to the reel. If you punch over an event on the track, the first event
is muted at the punch-in point, although the underlying audio is still available and
can be “uncovered” by editing the event.

The amount of time available for recording decreases each time you record. The
shaded area in the disk “gauge” shows how much disk space is used by the mounted
reel; the shaded area grows as you record.

00;00; 28

The amount of time available for recording appears at the top right of the screen;
available recording time depends on how many tracks are readied. For example,
recording a stereo event uses twice as much disk space as recording a mono event of
the same duration,

Please see the “Editing” chapter for more information about events.
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Manucl Recording
Start and stop
recording using the
transport or Ready
buttons or a foot
switch,

Manual recording

There are several ways to manually start and stop recording. You can use the
transport buttons, Ready buttons or a foot switch.

1 Manual recording with transport buttons

1 Press a Ready button to ready one or more tracks.

Record Play
2 Hold L.—J and press |:1 to start recerding.
Play

3 Press! > to interrupt recording and continue playback.

Your recording appears as an event on the Tracks display.
Play Record

4 If you want to start recording again, hold and press E]
Stop

5 Press E, to stop both recording and playback.

When you stop recording, an event is created. AnIn point is set at the beginning
of the recording and an Out point is set at the end of the recording. Each time
you record, the In and Out points are reset again automatically.

Euent:__r DEI:DEI:S"rl
o000 o0 E0.00;i0 oo
B s ]
i: _——t“ TI"IIICKS
’ /0

[ Manual recording with Ready buttons

1 Unready all tracks.

Record Piay

2 Hold | ® | and pressm

Since no tracks are readied, the transport is moving but recording has not begun.

3 Press a Ready button to start recording.
The Ready button lights and recording begins.
4 Press the same Ready button to stop recording.

The lighted Ready button turns off and recording stops.

Stop

5 pPress B [to stop playback.
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@

FOOT
SWITCH

A 4
- -
” 4

Manual recording with a foot switch

A 1/4" connector on the rear of the Main Unit lets you use a foot switch to punch in
and out of recording,

1 Plug the foot switch into the connector on the rear of the Main Unit.

2 Press a Ready button to ready one or more tracks.

An event is created each time you stop recording.

Play
|
3 Press
4
5
6
Stop
7 Press =

Repeat steps 4 and 5 as desired.

to stop playback.

Press the foot switch once to start recording.

Press the foot switch again to stop recording.

Any of the manual recording techniques described above are useful
when recording discrete blocks of audio, such as dialog or a collection of
sound effects. By readying different tracks you can easily pingoong

diclog betweaen tracks while recording.

Auto recording and playback

Auto Record

Use the In and Qut
polnts to
autormatically start
and stop recording.
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Auto record is a user-definable, automated recording mode that is useful for
punch-in and multitrack recording as well as looping. You can record multiple
synchronized takes, or you can precisely punch in and out to replace audio on a
track. You can also lock to timecode and record while synchronized to picture.

Simple auto record

When auto record is on, the In and Out points are used for recording. You can

set In and Out points on the fly or by locating to specific times.

[ Auto recording

1 Locate to the time you want to start recording, and press

2 Locate to the time you want to stop recording, and press

3 Make sure the 4,40n button is off.

E

Out

continued o
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Auto Rec
Press || to turn on auto record mode.

Locate to any point before the In time,

When using auto record, playback must begin before the In time.

Record Play

[ ! I
6 Hold §QJ and press! ’

A—

Recording begins automatically when the In point is reached. Recording stops
automatically when the Out point is reached.

Sitop
|
7 Press to stop playback.

You can set a preroll to automatically locate fo a point before the In time,
See "Preroll, postrofl, delay” later in this chapter.

Auto functions and looping

Looping is the process of using the In and Out points to set up a continuous
record and/or playback cycle. You can use the Auto Record, Auto Return and
Auto Play buttons in any combination to accomplish the desired type of looping.

Buttons On : Result -
Auto Play Playback begins automatically after every locate.
L
Auto Rtn When the Out point is reached during playback or
[ recording, the transport locates to the In point.
Aulo Fec When the In point is reached, recording begins. When the
L] Out point is reached, recording ends.
Auto Filn  Auto Play Playback loop only. After reaching Out, the transport
[l L locates to In and plays.
Auto Rlec Auto fitn Recording begins at In and stops at Out, after which the
[] [ transport locates to In and stops.
Auto Rec  AutoRin Auto Play | Recording begins at In and stops at Out, after which the
[] ] U transport locates to In and plays. After recording, the
system continues in a playback loop only.

if you have set a non-zero postroll, piayback continues to the Out fime
plus postroll. If you have set a non-zero preroll, the fransport locates to the
locate time minus prerofl.
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Stack

Multiple takes
recorded at the
same location,

NS
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Stacking

Take stacking is a method of recording in which multiple recordings, or takes,
are “stacked” on top of each other, without erasing any audio and without using a
separate track for each take. Only one take plays at a time, but any of the takes
recorded at a single location can be selected and played. Once you decide which take
in the stack you want to keep, you can erase the others. Take stacking is particularly
useful in ADR sessions.

: n they a1l share the same envelope

i thely share the same emelope E

: they do share the same envelope :

Since a stack is an event, it has an envelope that you can edit. However, a stack’s
envelope is a window onto all the takes in the stack. Therefore, when you edit the
stack envelope, you're editing the envelope for all its takes.

Please see the "Editing” chapter for more information about event
envelopes.

| Recording a stack

The simplest stack to create is one where all the takes are the same length. The
easiest way to create such a stack is to use the auto record function.

=N

Touch the Tracks button and select Prefs from the popup menu.

N

Select “Take Stacking” and turn it on.

Auto Rec
Press || toturnonauto recording.

Set In and Out points to define where you want to record.
Ready the desired tracki(s).

RAecord the first take.

Continue to record takes in the same location.

~N 3o b W

Once you record two or more takes in the same location, a stack is created. Each
take in a stack is numbered. The status bar shows the name of the stack and the
number of the selected take. The underlying audio bar of a stack is dotted
instead of solid.

indicates g stack

l / talke number
' ?

Stocl: #2 00 0056
L ]
0:10 [ 00:20 00:00; 30 i

|""}:""'I":‘"""'I""
1
) -~ Tracks
EON, ]

underlying audio
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You can also record a stack using manual recording rather than auto recording.
To be included in the stack, each take must overlap the event in time, and must be
recorded on the same tracks. Otherwise, it becomes the first take in a new stack.
When take stacking is on, you can add a take to an existing stack or create a stack
from an existing event.

QConverting an event to a stack

1 On the Tracks:Prefs display, make sure Take Stacking is on.
2 Select an existing event. it can be a single event or a stack.
3 Record an event that overlaps the selected event,

The new recording becomes the last take in that stack.

Naming a stack

1 Touch a stacked event to select it,
2 Touch the Tracks button and select Event Info from the popup menu.

In addition to the standard event information, the Event Info display shows how
many takes are in the selected stack. For example, “Take 3/4” indicates that you
have currently selected take 3 in a stack of 4 takes.

stack name take number

Stack: Erig 3 00:00:56
Hame ! v Lo T
Comment.

— Trocks
Start: o0, 0a. 0o, 0. o0
Ourat fon; QQ.09.05.22.13
End: 90.00.05.22 .15 /0
Fade In: 00.00.00,00.15

. Neters
Fade Out: no,00.05.22.00
Syne: 00.00.00,00,00  tono Reels
Sample Rate: 44,100 kHz Tuke_ﬂfq Library

/// \\ Sgatem]
y

e

current take total number of
takes in stack

Daia
3 Select the Name field, and press [ to open the keyboard display.
4 Enter the desired name, and touch OK.

Each take in a stack is numbered automatically, so you do not need to include a
number in the event name. You cannot name individual takes in a stack.
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Selecting a take in the stack

1 Touch a stacked event to select it.

Data
2 Press | to display the name of the current take.

Stock: Eric #2 00;00:58
, ‘D I.‘I H ['P : f{i{_! )

Tracks

1A

Eric B2

3 Press the arrow buttons or turn the jog/shuttle knob to choose the take you
want.

Data
Press [ ]to close the name display.

Play back the event as you would any other event.

You can repeat steps 2-5 until you find the best take.

~N G

When you're ready to select one take and discard the rest, touch the
System button and select Disk Space from the popup menu.

The next step discards all but one take. You cannot undo that operation,

8 Touch the Keep Take butten.

After confirming your choice, the other takes in the stack are discarded. The
word “stack” in the status bar changes to “event.” On the Tracks display, the
underlying audio line changes from dotted to solid to indicate that the event is
not a stack,

indicates regular event

|

Event: Eric 0000 : 58
¥ ;00;20 _ 00;00;30 :
N O T T
|
== : Tracks
2 T
™.

underlying sudico
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Undo and redo

Undo and redo provide a way to retrace your actions, letting you record and edit
non-destructively. For example, after recording an event, undo lets you remove the
event, and redo lets you restore it.

There are six levels of undo and redo, which means that you can undo the six
most recent actions, or step forward through the six actions you undid. Undo and
redo give you the flexibility to change your mind, or to toggle between two
recordings. The result of an undo or redo is visible on the Tracks display.

Using Undo and Redo _ “ —‘

Undo
1 Press[ | up to six times.

Each time you press the Undo button, you step back in time to the previous
action,

Redo
2 Press [ ___ ] upto six times.

You can step forward through all the actions you just undid.

When you undo one or more actions and then begin recording or editing again,
any action that you undid is no longer retrievable. The example below shows three
recordings (events A, B, C). Pressing Undo removes the last recording (event C),
leaving event B as the last recording. Recording again (without pressing Redo)
creates event D and makes event C unretrievable. The new sequence of recordings
that is available to undo is A—B--D.

record record record

undo
B
record 5 After you begin recording at B

again, recording C is not
available through undo.
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Audition and solo

88
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User's Guide

The Audition buttons let you play back any selected event. If no events are
selected, the same Audition buttons play back the region defined by the In and Out
points.

When the flluminated Audition bufton is off, you can use Auto Record,
Auto Return or Aufo Play, When the Audition butfon Is on, you can use the
audition functions.

Auditioning an event

When an event is selected, the Audition buttons play back that event. You can
soto the event to hear it in isolation. If it is not soloed, you hear the event in context
with audio from other tracks.

Button Function

Audition Toggles auditioning on and off.

~>In Plays for two seconds, ending at the event Start pomt B
In —> Out Plays the selected event from Start to End.

Out > Plays for two seconds, starting at the event End point.

Auditioning an event

1 ©On the Tracks display, touch the event you want to audition.

Event : DD:DD:S‘?I
.. bo:oo:00 o 00:00c000 O
_ Trmcke

1
2
[ I

b0

2 Press and light 4,4i0n 1o turn on Audition mode.

3 Press | oyt to play back the selected event.

4 To audition an event without hearing the other tracks, touch Solo Event on
the Tracks display and then repeat step 3.

. [Litrary]
P
[ Select ] 4 [
[]

5 When you finish auditioning, press ,qiicn adain to turn off Audition mode.

Salo

Cuent System

)
i
[=1]
o0
-
—

m
<
o
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Auditioning a region

When no events are selected, the Audition buttons play back the region defined
by the In and Qut points. If you press any Solo buttons (above the Ready buttons),
only the soloed tracks play.

Button Function 7
~Audition Toggles auditioning on and off.
=>In Plays for two seconds, ending at the In point.
in ~> Out Plays from In to Out.
Qut —>» Plays for two seconds, starting at the Out point.

| Auditioning a region 7

1 Locate to the beginning of the region you want to audition.

Press

Locate to the end of the region you want to audition.

Press

Touch a blank area on the Tracks dispiay to make sure no events are
selected.

6 Press and light ,qii0n to turn on Audition mode.

7 Press j, —» oyt to audition the region.

8 If you want to hear only some of the tracks, press the desired Solo
button(s) and repeat step 7.

9 When you finish auditioning, press 4,q4iion again to turn off Audition
mode.

If Chase is on, the Foundation walts for the appropriate timecode before
auditioning.
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Preroll, postroll, delay

Preroll, postroll and delay affect Auto Return, Auto Play and Locate functions.
You can set a non-zero preroll, postroll or delay to incorporate pauses into
Auto Return and Auto Play loops. For example, setting a non-zero preroll lets you
locate to a time slightly earlier than the displayed locator. If the Foundation is
controlling a video deck, preroll assures that the deck has enough time to come up to
speed and lock to the sync reference before recording begins.

Preroll, postroll and delay are secondary functions on the numeric keypad. A
secondary function is accessed by first pressing the Store or Recall button, and then
pressing the secondary function.

¢0

Hold | |Mak | [Cipboards

Offsel

Prorolt

7 s e

+

Postoll

i

Dafay

Clgar :

Se -l 0 Pole

Rocall

Buttcen

Function

Preroll

Amount of time automatically subtracted from a locator point. When you
press the Locate button or when Foundation locates automatically, the

transport goes to locate time (shown in the

bottom display) sminus preroll,

Postroll

Amount of time automatically added to Out time when Auto Return is on.
Playback continues to Out time plus postroll before locating.

Delay

Amount of pause before playback begins when Auto Play is on.

User’s Guide

GoTo does not use the preroll when locating. If you press GoTo and then
Locate, the transport ignores the prerolf and locates to the fime shown in
the bottom display.

i Setting a preroll

1 Press to zero the bottom time display.
2 Use the numeric keypad to enter the desired preroll amount.

O
3 Press Borf__l and then

Freroll

to set the preroll.
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i Setting a po_str;i_i

i Clear
1 Press oV |

" {to zero the bottom time display.

2 Use the numeric keypad to enter the desired postroll amount.

Postrotf

o
3 Press| Store and then Ij to set the postroll.

FSetting a delay

1 Press | Cloar
2 Use the numeric keypad to enter the desired amount of delay.

O Dela
3 Press "store and then Clear to set the delay.

to zero the bottom time display.

Dispiaying a preroll, postroll or delay

O
1 Press Recal
Preroli  Postroll Delay
2 Press ‘ Y l l - ‘or |C""e'5"r l depending on the parameter you want to
see,

The recalled value appears in the bottom time display.

3 If desired, you can edit the parameter and store it again.

r F;emoving a preroll, postroll or delay

You can clear a preroll, postroll or delay and set it to zero.

1 Press Cmﬂﬁ] to zero the bottom time display.
Q

2 Press [—Stzl

~ Prerofl  Postroll Delay
3 PreSS|+ | |_ tor]Cfear ]

The value of the selected parameter is set to zero.

User's Guide
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Event information

You can assign a name and comment to any event. Whenever an event is
selected, its name appears in the status bar at the top of the display. A complete list
of event information appears on the Event Info page of the Tracks display.

Event names

It is not necessary to name events, but you may want to give your events
descriptive names, especially if you plan to save them in the library. Each name can
have up to 25 characters.

TNaming an event

1 Select the desired event on the Tracks display.

Dafa
2 Press|____|to open the keyboard display.
Enter ]
Event Marme - Clr
| 2 3 4 5 6 T g qQ 0
1 L E R T ? L [ I F
AIt|| A 5 { F G H J K L
Caps 2 " r U & H | -
Conce + » Space lelete 0K

3 Touch the screen buttons to enter characters. If an external keyboard is
attached to the Edit Controller, you can use it to type characters.

Enter »
Event Wame Eric 1

The cursor (a) indicates where the next character will appear.
4 Touch OK to confirm your choice.

5 The name of the selected event appears at the top of the screen.

Euvent : Eric | 00:00:54 |
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N

Auto naming
Automatically
assigning a name
to each new
recording.

_ Displaying event information

The Event Info display lists information about the currently selected event. Only the
name and comment can be edited.

1 On the Tracks display, touch an event to select it.

2 Touch the Tracks button and seiect Event Info from the popup menu.

Fuent: dog bark i DD:DI:DD]
Home : 3 L S
Comment !
. — Tracks
Start: oo, on,ag, e2.50
[uration: oo.o0.66.91,22
o _ 1/0

End: oo, o0, 1i, 0412
Fade Im: ao.o0, 0z, 23,05

~ _ _ Heters
Fade Dut: o0,o00,11.03,97
Sune s no.oo,0z,22.90  fono Ree s
Somple Bate: 44,100 kHz Library

Use the event editing buttons on the Edit Controller to change the evenf
envelope times. See the “Editing” chapter for more information.

Auto naming

When auto naming is on, each new recording is automatically assigned a name
and number. You can specify the name from which a new event name is derived; the
name you specify is saved with the reel.

L!sing auto naming

1 'Touch the Tracks button and select Prefs from the popup menu.
Data
2 Select the Auto Naming field, and press [ _ to turn on auto haming.
3 Select the Next Name field,
Data

Auto Haming:

Hext Home:

When you enter a name, such as “dog,” the name is incremented automatically.
The first recording is “dog 1,” the next “dog 2,” and so on to “dog 9999.” If you
assign a name that ends with a number, such as “Joan 5,” the first recording is
“Toan 5,” the next “Joan 6,” and so on; incrementing begins at the number you chose.

Auto naming stays on until you turn it off, even if you mount another reel,
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Locating

Locators are times to which the transport moves when requested. Pressing the
Locate button always locates to the time shown in the Edit Controller’s bottom time
display {(minus the preroll). Ten additional locators can be stored in the numbered
keypad buttons. You can recall any locator and edit it in the bottom time display.

You can also locate by using the GoTo button, the Seek buttons or the Jump

function.
i Hoid i ]g.M,.ark o f'f;‘l.",uboards 5 Offsel
Locate - Seck P Lo : ik
~ - Rerolf
7 ©oi8 Y D
Foskoll
T T i |
8] CO B SO SOV B :
in Ouf Go To [ Deley
KA R ¥ K  |Clear
s -] {0 |s Rocal |
i . L )
Button Function
Locate Locates to the time shown in the bottom display (minus preroll).
- Seck Locates to the previous marker or event start or end point.
Seek - Locates to the next marker or event start or end point.
GoTe Locates to the time stored in the button you press next (keypad 0-9, In, Out,

Locate, Start, Fade To, Fade From, End, Sync). Preroll is ignored.

Hold Copies the current time into the bottom time display.

Keypad 0-9{ Lets you modify the bottom time display, and store, recall, and go to locators.

Store Copies the time in the bottom display to the next button you press (keypad 0-9,
Preroll, Postroll, Delay, In, Out, Start, Fade To, Fade From, End, Sync).
. Selects next subfield when editing the bottom time display.
Recall Displays the time stored in the button you press next (keypad 0-9, Preroll,

Postroll, Delay, In, Out, Locate, Start, Fade To, Fade From, End, Sync).

Clear Sets bottom time display to zero. If pressed after Store or Recall, stores or
recalls delay time.

Decrements selected time subfield by one unit. If pressed after Store or Recall,
stores or recalls postroll.

+ Increments selected time subfield by one unit. If pressed after Store or Recall,
stores or recalls preroll.

Mark Adds a marker at the current time in the reel.
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| Locators

i User-defined times
that can be stored
to and recalled from
numbered keypad
buttans.

Locate and Hold

The Locate button moves the transport to the time shown in the bottom time
display (minus preroll). The Hold button copies the current time into the bottom
time display. You can press Hold while in any transport mode (record, stop, play,
fast forward, rewind).

Using the‘Locate bution

Eﬁ.
i

[}

Locale

B Press lj

The transport locates to the displayed time, minus the preroll. Immediately after
locating, the two time displays are identical.

See “Preroll, postroll, delay” earlier in this chapter for more information
about preroll,

rUsing the Hold button

B Press Hold on the keypad.

The current time is copied to the bottom time display. You can locate to this time
by pressing the Locate button, but unlike a numbered locator point, the Hold
time is not permanently stored anywhere.

You can store up to ten locators in the numbered keypad buttons. Once a locator
is stored, you can recall it to the bottom time display and then locate to that time.

rStoring a locator
)

1 Press Store { on the keypad.
The LED above the Store button blinks,

2 Press a numbered keypad button.

The time in the bottom display is stored as a locator in the numbered button.

ﬁ%ecaliing a locator

O

1 Press Fecal on the keypad.

The LED above the Recall button lights.

2 Press a numbered keypad button.

The locator stored in the numbered button is shown in the bottom time display.

User's Guide 95




RECORDING

Editing a time

The bottom time display usually shows the current locator, expressed either as
SMPTE timecode (hours, minutes, seconds, frames, subframes) or Feet/Frames (feet,
frames, subframes). Each frame has 100 subframes. You can edit part or all of the
time shown in the bottom display.

current time

edit time

Pressing the “*” button on the keypad lets you select an individual subfield for
editing. The subfield selected for editing is to the left of the lighted dot (*) in the
bottom time display. Use the “+” and “-" buttons on the keypad to increment and
decrement the subfield.

Editing a subfield

1 Press EI to select subfield editing mode.

2 If desired, press| repeatedly until the subfieid you want to edit is
selected.

3 Press numbered keypad buttons to enter the time value.

4 Press to increase the subfield time.

5 Press I:] to decrease the subfield time,

Editing the entire time display____r J

Pressing the Clear button zeros the bottom time display and lets you edit the entire
time rather than just part of it. '

Cl
1 Press on the keypad to set the entire time to zero.
2 Press numbered keypad buttons to enter a time value.

Values enter from the right continuously. For example, press 136001400 to enter
a time of 1 hour, 36 minutes, 14 frames.
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GoTo

Locates to times
stored in other
buttons.

Seek

Locate audio
boundaries and
markers.

GoTo

You can use the GoTo button to locate specific points in the reel. You can GoTo

In, Out, Locate or any locator stored in a numbered keypad button. If an event is

selected, you can GoTo its Start, Fade To, Fade From, End or Sync point.

Locéting usint_:;___(ioTo

O

1 Press

The LED above the GoTo button biinks.

2 Press | fo or out Ior a numbered keypad button.

The transport locates to the time stored in the button you pressed.

O Locate

3 Press and then E

The transport locates to the time shown in the bottom time display, ignoring the

preroll.

Seek

You can use the Seek buttons to locate markers and event start and end points.

Secking is often faster than jogging when you need to find the precise start or end of

an event.

If no tracks are readied, Seek searches through all fracks for audio boundaries. If

any Ready buttons are on, Seek searches only on the readied tracks.

audio boundaries

IR AR

tfrack _] P ™1 F 1 [ !

rSeeking UJ
Sesk w-
B Press to locate to the next marker or audio boundary.
- Seek
E Press to locate to the previous marker or audio boundary.

User’s Guide
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Markers

Place holders that
can be located by

seeking.

8
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Setfting markers

Markers are pointers in time that you can place in the reel. You locate to markers
using the Seek buttons. Unlike locators, markers are saved with the reel; each reel
can have up to 500 markers. You can set a marker while in any transport mode
{(record, stop, play, fast forward, rewind}.

O O Ie)
Iﬁozf—! Mark ' Fl{pboards ' I Offsat J
l Placing markers B - —3

1 Press to place a marker at the current time.

2 Locate to another point, and press to place another marker.

f2: Project - Resl 00:00:5%
. 1
"UID ! E.”:]. K ‘OQAI'BID ! I.D. oy Fli':l '.UP '|2CI Ij::l
4 o
! * /-’ Trachks
2 \ i
3 \ / e |

markers

Removing a marker

1 Press the Seek buttons until you locate the marker you want to delete.

Seek locates to all markers, regardless of the track ready buttons.
2 Press to remove the marker.

If you define a timecode offset affer placing a marker, the amount of the
offset is added to the marker time. For example, Iif you define a 1 hour
offset, a marker that was af 3 minutes will appear at 1 hour and 3 minutes.
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Jump

Touch the Tracks
display or press the
arrow buitons to
loccte.

NEN

Edumping

Jump mode

Jumping provides another way to quickly locate to a place on a track. Injump
mode, you can locate to a point simply by touching it on the Tracks display. Jump
mode also lets you use the left and right arrow buttons to locate audio transition
points, such as drum kicks, beats or door slams.

The button at the bottom left of the Tracks display lets you choose from four arrow
button modes (Select, Zoom, Scroll, Jump).

1 Touch the arrow mode button repeatedly until “Jump” appears.

7 Heels

Library

] 2
A Select Sala Cot
Jump . Euert 1 Euent ] System

2 Touch a point on the Tracks display to jump to it.
OR

Press an arrow button to jump to an audio transition point.

Arrow button | Jump Function

I Locates to previous audio transition point.

e Locates to next audio transition point.

A dot () indicates the track for jumping. Press the up or down arrow button to
select a different track.

Zoom and scrofl modes are described in "Tracks display” later in this
chapter. Select mode is described in the Editing chapter.

Tracks display

Recording creates events, which initially appear as rectangular blocks on the
Tracks display. Each event has an “envelope,” which is like a window on the
underlying audio (the original audio you recorded). You can change the shape of
any event envelope by creating fade in and fade out ramps. There are many other
ways to edit events, without destroying the underlying audio.

There are two different ways to display audio on the tracks: Output view and
Crossfade view. In either view, you can display either event envelopes or
waveforms.

Zooming lets you change the resolution of the Tracks display. Scrolling lets you
display groups of tracks when fewer than eight tracks are visible.
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Selecting a track view

The Tracks display has a popup menu that lets you choose from four different
views of the tracks.

. RBl: FRIJEET - resl | no:oi.0v

35950 0o 0000 0000,
LS TR L T

! Euent #W-Fade Quiput .

5 Infa Hoves Haves Tracks

3 et H-Fade Ot put _

4 [ Prefs Ronps Frmps I 140

" =)
Popup button View

Output Ramps | 8-track configuration. Each track is a sum of 2 channels.
Al events appear with ramps.

Output Waves 8-track configuration. Each track is a sum of 2 channels. All
events appear as waveforms. The selected event shows ramps.

X-Fade Ramps t6-channel configuration. Each tracks shows 2 channels.
All events appear with ramps.

X-Fade Waves 16-channel configuration. Each tracks shows 2 channels. All
events appear as waveforms. The selected event shows ramps.

Output views

The Qutput views provide an “overview” of audio on the tracks. Output views
display up to 8 tracks, depending on the vertical zoom level; each track is shown as
the sum of 2 channels. Depending on the horizontal zoom level, overlapping events
may be indicated by a vertical line.

Crossfade views

The X-fade views display overlapping events on separate channels. X-fade views
display up to 16 channels, depending on the vertical zoom level; each track is shown
as a pair of channels (A and B on the Tracks display).

The first recording on a track is recorded on channel A. If you punch in over an
event on channel A, the new event appears on channel B. Punching in again on the
same track places the third event on channel A:

1

AT e
B | |

In crossfade view you can select an event on channel A or channel B. You can
also cut and paste between the channels, or adjust the fade ramps individually.
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Zoom
Change the
horizontal and

vertical resolution of
the Tracks display.

i
C 3w
-
1w

Waveforms

If you want to see waveforms, select Output Waves or Crossfade Waves view.
All events appear as full height waveforms. Only the selected event shows an event
envelope. You can adjust the zoom level to see more detail in the waveforms.

Ramps view: = 1 .~

Waves view: _‘*‘ MM""—

Zoom and scroll

The button at the bottom left of the Tracks display lets you choose from four
arrow button modes {Select, Zoom, Scroll, Jump). When Zoom mode is on, pressing
the arrow buttons changes the resolution of the Tracks display. Horizontal zooming
changes the amount of time displayed on the tracks. Vertical zooming changes the
number of tracks or channels displayed (1, 2, 4, 8 or 16).

Arrow button Zoor Functlon
— Displays more tracks.
— Displays fewer &acks.
— Displays more time, with less resolution,
[— Displays less time, with greater resolution.
Zooming _}

1 At the bottom of the Tracks display, touch the arrow mode button
repeatedly until “Zoom” appears.

7 Heels

Librar

& =
« - Select Solo _—

Joom i Event ] Euvent ] dysten

2 Press the up or down arrow button to see more or fewer tracks. Press the
right or left arrow button to see more or less time on the Tracks display.

Event : 00:01:04
319050 Go:00: 00 an:on:
Al o R o

Tracks

1/0

Heters

A—:l_______l}__

Aeels
Library

J

System

Zoom Event Euent

- -3
i

Select ][ Solo
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Scroll mode lets you page through the reel on the Tracks display. If the Tracks
display is not showing all tracks, scroll mode also lets you select which set of tracks

yDU see.
Arrow button Scroll Function
Scroli — If zoomed in, displays previous set of tracks.
Page through the i
resl by screen, and [ If zoomed in, displays next set of tracks. ;
display different sets ’
of fracks. —— Pages backward one screen.
— Pages forward one screen.
Scrolling

1 At the bottom of the Tracks display, touch the arrow mode button
repeatedly until “Scroll” appears.

: heels
p j Library

« > N Select Sala
Scrol i Euent Euent

Syshem

2 Press the down or up arrow buiton to see the next or previous set of tracks.
Press the right or left arrow button to page foerward or backward in time.

Lﬁuent: EIIZI:EI}:EISl
00 00:00 no; o010 no;0
3 é % Trocks
I —~
T MNet apa
g é figels
i Library
- > Select Sclo o
Seliect ] = Event [ Euant ] System
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Library

The library is a separate storage area for events created in any reel. Each RPE
contains one library. When an RPE is archived or restored, the library is also archived
and restored. You can add, delete, copy, rename and audition events in the library.

The library can be used in several ways. You may want to save only a few
selected events in the library, or you may want to save all your events. One of
primary reasons for using the library is to save events someplace other than the reel,
The advantage of the library is that it is a “global” storage area, accessible from any
reel. You can retrieve an event from the library and place it into any reel at any time.

The library directory

The library directory is a list of the events saved in the library. You can view and
search this list by name. Two columns of information can be displayed. The name is
always in the left column and an additional column of information is displayed on
the right.

Displaying library information - —I

1 Touch the Reels/Library button and select Library from the popup menu.

2  If the library contains more than 8 events, press the up and down arrow
buttons to scroll through the list of events.

3 If you want to display other types of event information, select the column
heading on the right side of the screen.

Data
4 Press | __ ]and select the type of information you want displayed:

You can display durations, comments, start times, fade in times, sync times, fade
out times, end times or sample rates.

Event: Eric 1 an: a0 54
o |
Suzan 1 Camment
) tracks
Sugan 2 Start Timse
Susan 3 Fade In
Suzan 4 Sync Time 1/
Fade Out
Eob | End Time feters
strest noise trucks ||S0mple Rate Fee | =
Library
[ Find H Delete Htaccﬂuipi[ﬁl_lditiu:an] Systen

Data
5 Press | to confirm your selection.
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Events in the library

Events can reside in a reel and/or in the library. If you don’t name an event
before saving it in the library, a name is assigned to it automatically. The name
indicates when the event was saved in the library.

Storirng events

1 On the Tracks display, select the event you want to store in the library.

2 Touch the popup button (&) on the Tracks display to show a menu of

commands.
__'Euent: Eric 1 00 a1 0%
R EIIIJEIZ}IJ. .U.D:IIZI]U; o an: 1 o
1 ] \ l Tracks
2 | : |
3 Time E | ]
4 Flax ! 170
- Bdd to [ || Hat ars
i Libtary feters
' Group | Resl=
& Event [ Library
e Select Sala
[ Zoom ] 4 Event H Event, ] Systen

3 Select Add to Library from the menu.

The event is copied to the library, and remains intact on the reel.

4 To see the new event in the library, touch the Reels/Library button and
select Library from the popup menu.

Event: Eric 1 00:00:54
iR | 3
I Hame || Durat ion | 1] !
Susan 1 00:00:04:11.,0%

_ Tracks
Suszan 2 no:0o:04:11.09
Sussn 3 00:00:06: 16,65 ,
Sussn 4 00:00:06:13. 42 /0

TR RERERaE  (0:00:03:11.56

letars
Bob | 0:00:01:09, 50
street maise frucks 00:00:04:11.31 Fas | s
Library

()]

¢ UI:GI:.P|ui b } [F(ud it ian} System
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E-Selecting a library event

| H Touch the event name in the library or press the up and down arrow
| buttons to select an event,

When you reach the bottom or top of a page of events, press the arrow button
’ again to see the next page of events.

| E Deleting events from the library

i- K Select an event in the library directory and touch Delete.

[elate [t-:::tll",plgi 0 1 IHud ition

‘ Find

‘ The event is deleted from the library directory (this cannot be undone). Deleting
| an event from the library does not delete it from the reel.

rEditing the event name from the library 7‘ J

1 Select an event in the library directory.

Data
2 Press [ |to open the keyboard display.

3 Enter the desired event name, and touch OK.

Changing an event's hame in the library also changes it in the reel.

Finding an event J

You can find a specific event in the library directory by searching for a string of
letters and/or numbers.

1 Touch the Find button to open the keyboard display.

Copy

o Clig Audition

lelete

Find

2 Enter a name or the string of text you want to find, and touch OK.

Enter name
ta zearch for|dog

| i Auditioniné an event in the library 7 *‘

1 Select an event in the library directory, and touch Audition on the screen.

Auditian

i ’ l Find

Copy
”""E"-E]{tn g

2 To interrupt an audition, press the Stop button.
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Placing library events in the reel

Library events can be placed in the mounted reel at the In point on the Tracks

display.

Placing a library event in the reel

1 Select the desired library event.
2 Touch Copy to Clip to copy the library event to the Clipboard,

[Find {Delete] Capy [ﬂuditimn

ta Llip

3 Onthe Tracks display, set the In point to indicate where you want {o place
the library event.

4 Ready the desired track(s).

Past
5 Press aste to place the library event at the In point, replacing any existing
audio at that location.

OR

O
' P
Press and then to insert the library event at the In point.

Other events “slide out” to make room for the pasted event.

Sample rates are nof converfed automatically. Therefore, If the sample
rate of the pasted library event is not equal to the sample rate of the reel,
the pasted event will play af a different rate than events in the rest of the
reel,
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Events

Envelope

A window on the
undetrlying cudio of
an event,

Events on the tracks can be edited, moved or deleted from the reel. Some editing
operations can be performed on the event itself, without moving it on the reel; other
editing operations change the location of the event, altering its synchronization to
other events in the reel.

Event envelope

An event is a block of recorded audio which can be non-destructively edited.
Each event has an envelope, which is like a window on the original block of audio,
called “underlying audio.” The envelope can be edited so that it reveals only part of
the original recording. Changing the envelope does not affect the underlying audio.
The envelope only indicates which part of the audio should play in the reel.

whichlacts as a window on the underlying audio

which acts as g window on the underlying audio

The event envelope has many parameters which can be edited, including fade in
and fade out ramps, and overall gain. Manipulating these parameters lets you
control the playback characteristics of the event.

Fade To Sync
i ¢ Fade From
start hd \L End
¢ /;\m\],
underlying audio —»
Parameter Description ]
B Start The beginning of the event. The time at which the event plays in the reel.
End The end of the event. The time at which the event is completely faded out.
Fade To The end of an event fade in.
Fade From The beginning of an event fade out. N
Sync“ A reference point that can be used to create an accurate synchronized |
relationship between the event and a time in the reel or another event.
The Sync points does not have to be located between Start and End.
B Gain Overall volume level of the evé-r;t. 0 to -60dB
B Fade To Gain | Volume level at the Fade To poiht. 0 to -60dB ]
717:ac.1He From Gain ‘Volume level Vat the Fade Fro;r_'lpomt 0 to -60dB ]
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Selecting an event
Touching the screen
or pressing the arrow
buttons to indicate
which event you
want 1o edit,

\CHS

110 User's Guide

Selecting events

Events appear on the Tracks display. To edit an event’s parameters, you must
first select the event. When an event is selected, its fades and sync point are visible.
The underlying audio appears as a solid horizontal line under the selected event.

b4

1 AR

The name of the selected event appears at the top of the screen, replacing the
project and reel names.

Event: [og Bark Or:00:59 |

AR

To select an event for editing, you can simply touch it on the Tracks display. You
can also use the Select Event button or arrow buttons to select an event.

If you select a stereo event, both tracks in the event are selected and all editing
applies to both event tracks. If you select an event and then scroll off the screen, or if
you open another display, the event remains selected, and its name remains in the
status bar. You can perform editing operations, even when the Tracks display is not
visible.

i Selecting an event

W Touch any event on the Tracks display to select it.

The selected event appears highlighted on the Tracks display.

Zooming lets you display fewer tracks, making the events larger and easier
to touch. See "Zoom and scrofl” in the Recording chapter for more details,

l Select Event button

The Select Event button selects an event under the now line (the vertical line that
represents the current time in the center of the Tracks display). You can touch
Select Event repeatedly to cycle through all events under the now line.

1 Use the jog/shuttie knob or transport buttons to locate to another event.

2 Touch the Select Event button at the bottom of the Tracks display.

el s
Library
© 3 Select Saolo
[ Zoom 1 .4 Event [ fuent ] Systenm

3 Touch the Select Event button repeatedly fo cycle through all events under
the now line,
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NCN

Seleqimdde

The button at the bottom left of the Tracks display lets you choose from four arrow
button modes (Select, Zoom, Scroll, Jump}.

1 Touch the arrow button mode repeatedly until "Select” appears.

7 He= 1=
Libkear
i =
- > . Select Solo S
Select Event EuEnt SHELE

2 Press the arrow buttons to select adjacent events on the Tracks display.

Arrow button Select Function L

'y Selects closest event on the previous track.
T:]"' Selects closest event on the next track.

[ —— Selects next event on the track.

[ Selects previous event on the track.

Please refer fo the Recording chapter for information about zoom., scrolf
and jump modes.

Locating the selected event

The GoTo button lets you locate to the envelope parameters of the selected event.

l Locating to event times 7

1 Select an event on the Tracks display.

! i
2 Press and then m___,] or gnd tolocate to the Start or End point of
the selected event.

3 Select another event, and GoTo its Start, Fade To, Fade From, End or Sync
point.
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Trim and Align

NE

Trim

Moving an
individual

event parameter
to the cunrent time.

112 User's Guide

Whenever an event is selected, you can use Trim, Align, and the six event
envelope buttons on the Edit Controller to edit the event. When you press Trim or
Align, its LED lights. The selected mode remains active until you either deselect the
event or select the other mode.

- Trim FadeTo  Gain  Fade From

-

® Align

Trim

Trim mode lets you move an individual event parameter to the current time,
without changing the location of other event parameters. For example, trimming the
Start or End time changes the duration of the event. Trimming Fade To or Fade From
changes the length of the fades, without changing the event’s duration or its location
in the reel.

Trimming Sync changes the location of the Sync time relative to the event
without changing the event’s duration or its location in the reel. The Sync point can
be outside the event; it does #not have to be between Start and End. When you first
record an event, its Sync fime is equal to its Start time.

Trimming the Start or End time makes the event shorter or longer, but it does not
eliminate any underlying audio. The underlying audio is always available if you
want to retrieve it. For example, if you move the event Start from 00:15:01 to 00:15:04,
the event is three seconds shorter; but you can trim the Start back to 00:15:01 to hear
those three seconds of underlying audio.

You can use Trim mode to make an event shorter or fonger, but you
cannoft tim beyond the Start and End of the underlying audio.

l Trimming the event ‘I

® Tim

sy
w
o
o
2]
~
-
=2
(1]
Q.
1]
7]
=
[1+]
a.
D
<
o
=
-
D
=]
o
L")
-
Lo}
w
7]
ﬂ
L

2 Locate to the desired time,

[

1
2

3 Depending on which event parameter button you press next, the selected
parameter moves to the current time:

Press the Start button.

.

continued o
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OR

Press the End button.

i

amd

OR

Press the Fade To button.

” SR

N 2

OR

Press the Fade From button,

H‘;

OR

Press the Sync button.

SR

The Recall and Store buttons let you display and update the envelope parameters

of the selected event. You can use these buttons to trim the selected event by setting
its parameters numerically.

1—Recali and store event __times

1

Select the desired event on the Tracks display.
O

Press and then Esﬂ"j to display the Start time of the selected event.

The Start time appears in the bottom time display.

Use the numeric keypad to edit the bottom time display.

Press | > 1 and then Lg,"a'r; to update the Start time of the selected event,

The new Start time must be within the boundaries of the underlying audio.
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Align

Align mode lets you move the entire event relative to the reel, aligning the
specified event parameter to the current time. Aligning does not change the event
duration, or the shape of the event envelope.

Align

Move an entire ’ Aligning the event

event to the current
1 Select the desired eventand press [

2 Locate to a time,

TN

1

>
[l

3 Depending on which event parameter button you press next, the event
moves so that the selected parameter is aligned with the current time:

Press the Start button.

.

————

P —

OR
Press the End button.

N,

1

2

OR

Press the Fade To button. If you had given the event a fade in ramp, the
edit would line up as follows.

o R,

T

1
£

OR

Press the Fade From button. If you had given the event a fade out ramp,
the edit would line up as follows.

Y

e 1

OR
Press the Sync buiton.

e

“ I

% You cannot overlap more than two events on a frack. If you want to
overlap more than two events, move the third event to another frack.
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Adjusting the fades

Each event envelope includes a fade in and fade out ramp, which can be adjusted
using the Trim function. One event can fade out while another event fades in (on the
same or a different track). You can use the Align function to adjust the position of
each evenl relative to the other.

Fade In Fade Out

\/ EVENT Y

rAdjustipg a crossfade ‘. — | J

® Trim
1 Selectan eventand press| |

h 4

— 1

Fade From
2 Use the jog/shuttle knob to find a new Fade From time, and press | i

The event envelope shows the fade out starting earlier.

—_—

3 Select an adjacent event.

_‘¥;
Fade To

4 Use the jog/shuttle knob to find a new Fade In time, and press 1

The event envelope shows the new fade in ramp.

——
® Align
5 Press [ | and adjust the overall location of either event. For example,
you could turn the jog/shuttle knob counterclockwise and then press

Fade To again so the second event fades in before the first event entirely
fades out.

—
s

When two events are butt spliced, a 10ms linear crossfade s performed
between the events. If you adjust the fade length to larger than 10ms, the
fade becomes exponential.
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Gain

Three parameters let you adjust the level of the selected event: overall level,
level at the Fade To point, and level at the Fade From point.

Adjuéfing the gain

1 Press and hold the Gain button.
A popup window indicates the overall event level.
Turn the jog/shuttle knob to attenuate the event.

To adjust the level at the Fade To point, press and hold both Gain and
Fade To whiie turning the jog/shuttle knob.

4 To adjust the level at the Fade From point, press and hold both Gain and
Fade From while turning the jog/shuttie knob.

ub When adjusting the Fade To and Fade Out points, you must press Gain first
and then Fade To or Fade From.

Copy, cut, paste

When an event is selected, you can use the Copy, Cut, Paste and Ripple buttons
to move the entire event in the reel. These buttons edit the position of the event in
the reel, rather than altering parameters within the event.

Q> If no events are selected, you can use the Copy, Cut, Paste and Ripple
buttons for region editing, described Iater in this chapter.

Copying and cutting events

Clipboard Copy and Cut save events in a temporary memory location called the

A ternporary “Clipboard.” Each time you press Copy or Cut, you replace the contents of the
storage area for Clipboard

events or other P ‘

audio, “

Copying an event

Pressing Copy makes a copy of the selected event, and saves it in the Clipboard
without changing anything on the tracks.

C
E Select an event and press _O_’iy_,
A copy of the event replaces the contents of the Clipboard.
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i Cutting an event 7 .

Pressing Cut removes the selected event from the track and saves it in the Clipboard.

! Cut
B Selectan eventand press

The event is removed from the tracks and replaces the contents of the Clipboard.

Pasting events

Pressing Paste copies the Clipboard contents onto the readied track(s) at the
In point, replacing any audio at that location.

_

Easting an event
1 Ready the track on which you want to paste.

2 |f desired, locate a new paste point and press

You can use the jog/shuttle knob, the Play button, or any of the locate functions
to find the desired paste point. Pressing the In button sets the In point to the
time you located. The In arrow on the Tracks display indicates where the
Clipboard contents will be pasted.

3 Press I:ﬁaie—l

The Clipboard is copied to the tracks, beginning at the In point. You do not need
to specify an Out point.

Bipple pasting

If Ripple is on when an event is pasted to the track(s}), any audio after the In point
automatically slides out to make room for the pasted event.

Ready the desired track(s).
2 Setan In point to indicate where you want to paste.

4

—

O

j Past
3 Press Ripple and then press aste

Events on the track slide out to make room for the pasted event.
S
El e | i
3 i
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Splitting events

118

NS
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Splitting lets you divide an event into one or more separate events. If you have a
long recording that you want to checkerboard, you can split the event and then
separate the resulting events from one track onto two.

i Split_ting ah event

1 Select the event (mono or stereo) that you want to split.
v

e —————————— A —————————

2 Play or locate to the desired split point.
_ —
3 Press
T_—?
The event is split into two events at the current time. The second event is

selected automatically. You can select either event independently. Both parts of
the event retain the original sync point, underlying audio, and event name.

LSpIitting stereo events

If you select a stereo event and split it, both tracks of the event are split, resulting in
two stereo events. You can also split a stereo event into mono events,

1 Ready one track of the stereo event you want to split.
I |
2 I |

2 Touch a blank area of the Tracks display, to make sure no events are
selected.

The names of the current project and reel appear at the top of the screen.

3 Locate to the desired split point within the stereoc event.

4 Press

The stereo event becomes three mono events (two on the readied track and one
on the other track). Fach mono event on the first track is automatically named
“<eyent name:,L”; each mono event on the second track is automatically named
“<event name>R".

5 | |

-

If no events are selected, you can split audio on any combination of
tracks. See “Splitting tracks” Iater in this chapter for more details,
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Region editing

Region

An ared on the
tracks defined by
In and Out points
and track Ready
buttons.

When no events are selected, you can use the Cut, Copy, Paste, Fill and Ripple
buttons to edit any region of the tracks, regardless of where events occur.

in Qul

Button Function

Copy Copies the region to the Clipboard.

Cut Removes the region from the reel and puts it on the Clipboard.

Paste Copies the Clipboard contents to the reel at the In point.

Ripple Cut | Cuts the region, and automatically slides subsequent audio on the
edited track(s) in by the length of the cuf.

Ripple Paste | Copies the Clipboard to the reel at the In point, and automatically
slides subsequent audio on the edited track(s) out by the length of the

paste,

Fill Fills the region with the contents of the Clipboard. If the region is
longer than the Clipboard, the audio automatically loops to the end of
the region. If the region is shorter than the Clipboard, the audio is

automatically trimmed to fit the region.

Region
Two parameters define a region:

¢ Inand Out points indicate where in time the region begins and ends.
* Ready buttons indicate which track(s) to edit.

In Oout
b d

safe track ——

ready ‘rrGCkS—E s

{ |
region

.éetting In and Out points

1 Locate to the desired In point and press to set the In point.

2 Locate to the desired Out point and press to set the Out point.
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Clipboard

A temporary
storage areq for
events or other
audio,
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You can also set In and Out points by using the numeric keypad to enter the
desired times.

. Setting In and Out points numefically

Clear | 16, 2ero the bottom time display.

1 Press

2 Use the numeric keypad to enter the desired in or Out time.
O

3 Presmsmre and then fn Ior Out ’ to set the In or Out point.

Defi};—ing a region ) ) |

1 Touch a blank area of the Tracks display to make sure no events are
selected.

The names of the current project and reel appear at the top of the screen.
2 Press the desired Ready button(s) to indicate which track(s) you want to edit.

Readied track numbers are highlighted on the Tracks display. You can ready as
many tracks as you want. When no events are selected, editing affects only
ready tracks.

3 Set the desired In and Out points to define where the regicn begins and ends.

The region is highlighted on the Tracks display.

Copying and cufting a region

Copy and Cut save the region in a temporary memory location called the
“Clipboard.” Each time you press Copy or Cut, you replace the contents of the
Clipboard.

Copying a region

Pressing Copy makes a copy of the region, and saves it in the Clipboard without
changing anything on the tracks.

Ci
B Define the desired region, and press i

A copy of the region replaces the contents of the Clipboard.

[ — —

2 ] i
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_Cutting a region o

Pressing Cut removes the region from the track(s) and saves it in the Clipboard.

Cut
B Define the desired region, and press L

The region is removed from the tracks and replaces the contents of the Clipboard.

2

b <
g__—i —

Pasting and filling a region

] Pasting 7

Pressing Paste copies the Clipboard contents onto the readied track(s) at the In point,
replacing any audio at that location.

1 Ready the track(s) on which you want to paste.

» 4

2 If desired, locate a new paste point and press

You can use the jog/shuttle knob, the Play button, or any of the locate functions
to find the desired paste point. Pressing the In button sets the In point to the
time you located. The In arrow on the Tracks display indicates where the
Clipboard contents will be pasted.

3 Press @ to copy the Clipboard to the tracks, beginning at the In point.
You do not need to specify an Out point. If you haven’t moved the In point from
the previous cut, the Clipboard is “pasted in place” on the ready track(s}.

3 A
é — —
e

Filling a region _j

Fill is a special paste function that lets you define a region and then fill it with the
Clipboard contents. If the Clipboard is shorter than the region, it automatically loops
to fill the region. If the Clipboard is longer than the region, it is automatically
trimmed at the Out point. Fill is useful for ambiance or other looped sounds.

1 Ready the desired track(s) and set In and Out points to define the region
you want to fill.

hd
a

2 Press to fili the region,
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Ripple cut and paste

Ripple is a special mode you can use with cut or paste—

» Ripple Cut removes the specified region, and automatically slides in
subsequent audio to clese the gap.

* Ripple Paste automatically slides out any audio after the In point to make
room for the pasted audio.

E Rippie cutting -
1 Touch a blank area of the Tracks display to make sure no events are
selected.

Ready the desired track(s).
3 Set In and Out points to define the region you want to cut.

» "
— R | i
O
4 Press to turn on ripple mode.

cut’
5 Press 3

The region is removed from the tracks and saved in the Clipboard. All
subsequent audio on the readied track(s) automatically moves left by an amount
equal to the length of the cut.

(4
g rmr—

[ Ripple pasting

1 Ready the desired track(s) and set an In point to indicate where you want to
paste.

>
B

O s e
Ripple

2 Press to turn on rippie mode.

Paste
3 Press

The Clipboard contents are inserted on the track(s) at the In point. The audio
after the In point automatically moves right by an amount equal to the length of
the paste.

}I I<
(T ——
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Splitting tracks

If no events are selected, you can split audio on any readied tracks. When
splitting a region, a vertical line indicates the split point. Events on readied tracks are
split at that point. Events on unreadied tracks are not affected.

Splitting tracks

1 Ready the track(s) containing audio that you want to split.
2 Play or locate to the desired split point.

3 Press to split the audio on readied tracks.

E | S TR |

To split tracks on the fly, ready different fracks and press Split while the
Foundation is playing.

Inserting leader

You can insert leader, or silence, into one or more tracks. For example, you may
need to insert several frames of silence on all tracks to compensate for a picture
change. To insert leader, you copy the desired region of sitence from any track and
then ripple-paste it on any set of tracks. For example, you can copy a region of
silence from track 1 and then ripple paste it on tracks 1, 2, 5.

l Inserting leader onto a track

1 Ready any track and set In and Out points where there is silence. Make
sure the region is equal to the amount of silence you want.

» 4
1] 1 :

c
2 Press W_‘

The region of silence is copied to the Clipboard.

Ready the desired track(s).

Set the In point to the place where you want to insert silence.
>
1

o .
5 Press @1 and then @"1

The silence in the Clipboard is inserted on the track(s). All audio following the
In point automatically slides out to make room for the inserted silence.

» €
) |-
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Undo and redo

124
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Undo and redo provide a way to retrace your actions, letting you record and edit
non-destructively. For example, after cutting an event, undo lets you restore the
event, and redo lets you repeat the cut.

There are six levels of undo and redo, which means that you can undo the six
most recent actions, or step forward through the six actions you undid. Undo and
redo give you the flexibility to change your mind, or to toggle between two versions
of an edit. The result of an undo or redo is visible on the Tracks display.

Actions you can undo and redo include record, trim, align, copy, cut, paste, fill,
split.

Using Undo and Redo —l

Undo
1 Press | | up to six times.

Each time you press the Undo button, you step back in time to the previous
action.

Redo
2 Press ] up tosixtimes.

You can step forward through all the actions you just undid.

Undo and redo also restore the contents of the Clipboard and the in and
Qut points.

When you undo one or more actions and then begin recording or editing again,
any action that you undid is no longer retrievable. The example below shows one
recording and two edits (A, B, C). Pressing Undo removes the last edit (C), leaving
B as the last edit. Recording or editing again {(without pressing Redo) creates event D
and makes C unretrievable. The new sequence of edits that is available to undo is
A—B—D.

record edit edit

undo |
B
| edit | p Afferyou begin recording or

editing at B again, edit Cis
not available through undo,
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Preferences

NESS

Setting preferences

Each reel has a set of preferences, such as timecode format and sync reference.
The Reels:Prefs display lets you define preferences for any individual reel. If you
define preferences in the default reel, those preferences apply to each new reel you

open.

For more information about the default reel, please refer fo the Project

Managerent chapter.
Setting Definition Cptions
VIR TC Type of VIR timecode read over | VIRLTC
type the RS-422 port when controlling | VIR VITC
a video deck
TC Source Port for incoming timecode LTC, VITC, ADAT TC
Timecode format 30 Non-Drop, 30 Drop, 29.97 Non-
Drop, 29.97 Drop, 25 fps, 24 fps
Reference Incoming synchronization Internal, Word Clock, Timecode,
reference Video, AES pairs, SPDIFo, SPDIFe,
ADAT optical
Int. Sample | Foundation’s internal sample rate | 32, 44.056, 44,1, 44,144, 47,952, 48
Rate used for recording and playback | and 48.048 Kz
Speed Varispeed adjustment for ~1.0% to +1.0% (32kHz)
recording and playback ~12.5% to +12.5% (44.1kHz & pull
up/down)
~12.5% to +6.0% (48kIIz & pull
; up/down)
TC Output ‘leferenc.e between FOdeatlon S | 00:00:00:00—23:59:59:29
Offset internal timecode and its
timecode output
Offset Difference between incoming (00:00:00:00-—23:59:59:29
timecode and Foundation’s Set using the Offset button.
internal timecode
MTC Out MIDI timecode output On, Off
Display Time display format SMPTE TC,
35mm or 16mm Feet/Frames
Remote Type of external device that can | MID], RS-422 or ADAT

control Foundation
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Sync reference

The type of sync reference signal you use depends on the type of work you're
doing. You can set the sync reference on either the Reels:Prefs display or the
1/O:Patch Bay display.

Reference field Sync lieference Source
Video Sync Composite viéleo or black burst video input
Time;(;de LTC or VITC input -
Word Clock Word clock signal B
AES 1,2 AES534 AES digital audio input {(sync reference source
AES56 AES7S5 can be any of the four input pairs)
| SPDIFo SPDIFe SPDIF digital audio input
(o=Toslink optical, e=RCA electrical)
ADAT optical ADAT digital audio input
Internal Foundation’s internal clock reference

Setting a sync reference

1 Connect the desired sync source to the appropriate port on the back of the
Foundation’s Main Unit.

2 On the Reels:index display, mount the desired reel.

3 Touch the Reels/Library button and select Prefs from the popup menu.
OR
Touch the IfO button and select Patch Bay from the popup menu.

Data
Select the Reference field and press ]

Turn the jog/shuttie knob until the appropriate sync reference appears.

Data
6 Press|[ _ |toclose the field.

Q> If the Foundation s sfaved to an ADAT deck (the Foundation is in Remote
mode, and the Remote field is sef to ADAT), the Reference field is
automatically set to ADAT Sync, and the Timecode Source field is
automatically set fo ADAT TC. If you want fo change the sync reference
or fimecode source, you must elther tum off Remote mode or select a
different setting in the Remote field.
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The reference you select indicates which port you've connected to the incoming

sync signal.

digital inpufs & outputs

Foundation 2000RE (back)

Status lights

When the Foundation is receiving a sync signal, the status of that signal is
indicated by a row of LEDs under the time displays.

O Timecode O Word Clock O vigeo 8yne O Lock .

Name

indication

Timecode

Timecode signal is received at the LTC or VITC input.
Blinks if drop-out occurs or if the incoming timecode format
does not match the settings on the Reels:Prefs display.

Word Clock

Word clock signal is received at the Word Clock input or at
a digital input. Blinks if drop-out occurs or sampling rate is
not correct. Slow blink indicates that improper channel
status bits may be causing data errors during a digital
transfer.

Video Syne

Sync signal is received at Video Sync input. Blinks if the
Reference field is set to Video Sync and no sync signal is
received.

Lock

Indicates that Foundation is chasing LTC or VITC. Blinks if
timecode drifts from selected sync reference signal.
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Machine control

Machine control is the ability to control external devices or to be controlled by
external devices. The Foundation can do either, using the two 9-pin R5-422 Sony
serial protocol connectors on the back of the Main Unit.

Foundation as controller

The Foundation can control an external device, such as a video deck or a DAT
machine, by connecting the Foundation’s RS-422 Out port to the external device’s
RS-422 In port. '

RS-422
Foundation VIR
2000 ~
LTC/VITC
Video
Sync
sync
generator

The “External” buttons at the top left of the Foundation’s Edit Controller let you
put external devices online or offline. When an external device is online, it responds
to commands from the Foundation’s Edit Controller via RS-422. The “Internal”
buttons let you put the Foundation online or offline. When the Foundation is online,
it responds to commands from its Edit Controller. You can use the Internal and
External buttons to control both machines simultaneously, or either machine
independently.

'Gmup Cnling Machine Seleclion
Intemal Intemal
Exdamal Exlemal

| l:] I:I |:| Onling

Internai External Result
(Foundation)
online online Both the Foundation and the external device respond to

commands from the Foundation’s Edit Controller. You can
move their transports together.

online offline The Edit Controller controls only the Foundation. You can

locate on the Foundation without moving the external device.

offline online The Foundation does not respond to its Edit Controller. You

can locate on the external device without moving the
Foundation’s transport.
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' Controlling an external machine

1 Connect the Foundation’s RS-422 Out port to the external machine’s
RS-422 In port.

External
2 Pressandlight [ | under Machine Selection.

If necessary, press the arrow button until *“1” appears.

External machine “1” represents a device connected to the' RS-422 Out port.
External machine “9” represents a device connected to the MIDI Out port.

4 Press and light the Online button.

External
5 Pressandlight [ | under Group Online.

If you want the Foundation and the external device to move together, make sure
the Group Online “Internal” button is also on. If you want to control the Foundation
and the external device independently, make sure only one Group Online button is

on.

If you're controlling an external video deck and you want to accurately jog to
picture, you also need to indicate what type of timecode the video deck is using.

LSetting the VTR timecode type

1 Touch the Reels/Library button and select Prefs from the popup menu.

UTR TC type:

if you have a VIR connected to your Foundation, a status message
indicates what VIR is connected. You can select the status message and
press Data to see what time was received from the deck when the
Foundation came online.

User's Guide
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Controlling Foundation

The Foundation can be controlled by an external machine, such as a video
controller, by connecting the R$-422 Out port of the external machine to the R5-422 In

port of the Foundation.

DAT

sync

RS-422

Video
Sync

cudic .
Foundlation VIR

2000

RS-422 RS-A22

video

controller

T

sync

sYNC

generator

If Foundaflon is being controlfled by an external video edif confroller,

Foundation performs edits at exact frame boundaries (zero subframes).

The Local /Remote bufton on the front of the Main Unit indicates whether the

Foundation will respond to commands from an external machine.

LED on Function
Local The Foundation does not respond to commands from
the external machine. The Foundation responds only to
its Edit Controller.
Remote The external machine controls the Foundation. The

Foundation does not respond to its Edit Controller.

Local & Remote

The Foundation responds to commands from its Edit

Controller as well as from the external machine.

| éontrolling Foundation via RS-422

1 Press the Local/Remote button on the front of the Main Unit to select

Remote or Local & Remote,

2 Touch the Reels/Library button on the screen, and select Prefs from the

popup menu.

Data

Select the Remote field, and press [ |

Select RS-422 from the popup menu.
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MIDI machine control

The Foundation can send MIDI timecode, and can send and receive MIDI
machine control messages. These features let you integrate the Foundation with
MIDI-based music sequencing systems, and MIDI-controllable tape machines such as
the Fostex RD-8.

Foundation 2000 is MIDI machine control master TFoundation 2000 is MIDI machine control master;
and chases timecode from RID-8 RI>-8 chases timecode from Foundation 2000
MMC MMC
Foundation 2000 - uc RE-8 Foundation 2000 L7C o RD-8

Foundation 2000 is MIDI machine control slave;

Sequencer chases MIDI timecode from Founclation 2000 Foundation 2000 is MIDI machine control slave
MM
Foundafion 2000 | e . soammcor Foundation 2000 €t seammcer

The Foundation 2000 can send and receive these MIDI machine control messages—
function sysex message (decimal) sysex message‘ thex)

stop 240 127 127 ‘ 6 1 247 FO 7F 7F 06 01 F7
play 240 127 127 6 2 247 FO 7F 7F 06 02 F7
deferred play {240 127 127 6 3 247 FO 7F 7F 06 03 F7

fast forward 240 127 127 6 4 247 FO 7F 7F 06 04 F7
rewind 240 127 127 6 5 247 F0O 7F 7F 06 05 F7
upause 240 127 127 6 9 247 FG@ 7F 7F 06 09 F7

You can also send these messages to the Foundation to set In/Out points and locators—

set in

{decimal) 240 127 127 6 86 6 1 [hh] [mm] [ss] [ff] [bb] 247
{hex) FoO 7F 7F 06 56 06 01 [hh] [mm] {ss] [ff] [bb] E7

set out

(decimal) 20 127 127 6 86 6 0 [hh] [mm] ss] [ff] [bb] 247
(hex) FO 7F 7F 06 56 06 00  [hh] [mm] {ss] [ff] [bb] E7

store locator

(decirnalu). 240 127 i27 6 64 6 [register] [hh] [mm] [ss] [ff] [bb] 247
{hex) FO 7F 7F 06 40 06 [vegister] [hh] [mm] [ss] [ff] [bb] F7

{there are four general purpose registers, numbered 8, 9, 10, 11, for storing locators)

locate

(decimal) 240 127 127 6 68 2 0 [register] 247
(hex) Fo 7F 7F 06 44 02 go [register] F7
—0r—

(decimal) 240 127 127 6 68 6 1 [hh] [mm] [ss] [ff] [bb] 247
(hex) FO 7F 7F 06 44 06 01 fhh] [mm] [ss] [ff] [bb] F7
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E_Receiving MIDI machine control messages

When the Foundation is in Remote mode, it responds to incoming MIDI machine
control messages.

1 Connect the MIDI Out port of the external MIDI device to the Foundation’s
MIDI In port.

2  Press the Local/Remaote button on the front of the Main Unit to select
Remote or Local & Remote.

3 Touch the Reels/Library button and select Prefs from the popup menu.

Dafa
Select the Remote field, and press

Select MIDI from the popup menu.

Sending MIDI machine control messages

To control an external MIDI device, you need te put it online.

1 Connect the Foundation’s MIDI Out port to the MIDI In port of the external
MIDi device.

External
2 Press and light [] under Machine Selection.

3 If necessary, press the arrow button until “9” appears.

External machine “9” represents a device connected to the MIDI Out port.
External machine “1” represents a device connected to the R5-422 Out port.

4 Press and light the Online button.

External
5 Press and light [ ] under Group Online.




SYNCHRONIZATION

GPI

General Puipose
Interface for
triggering Edit
Controller functions.

General Purpose Interface (GPI)

You can use an external switch panel to control the Foundation through the
General Purpose Interface (GPI) connector on the back of the Main Unit. Currently,
eight GPI input functions are available; the GPI output functions are not yet

implemented.

Each GPIinput is triggered by applying ground (0 volts} to the GFT input pin.
Most GPI inputs perform a single action whenever they are triggered.

not yet implemented

21,9,22, 10,
11,24,12,25

13 1

GPI inputs Pir # Function

Stop 4 Stops transport. |

Play 16 Plays at 1x. ]
?{;;vind 17 Plays in reverse at 4x. d

Fast Forward 18 Plays forward at 4x.

Punch In/Out 14 Toggles recording on and off.

Locate 6 Locates to the time in the edit time display.

In 19 Sets the In point to the current time.

Out 20 Sets the Out point to the current time.

GPI Oulputs Pin #

D

Cd@om Pins Pin#
VCC 15
Ground 1,5,13,23
Reserved 2,3,7,8

25 14

Using the GPI inputs, the Foundation can be controlied by devices that are not
capable of RS-422 machine control. The GPI inputs can also be connected to foot
switches, and other devices that act as a single-pole, single-throw switch electrically.

Never connect the GPI inputs to negative voltages or voltages greater than
5 volts DC. Damage to your Foundation could resut,
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Timecode

Offset

User-defined

numerical

difference between
the running
timecodas of two

machines.
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SMPTE timecode format

The Foundation can read and generate various SMPTE timecode formats—
24 fps, 25 fps, 29.97 {ps (drop or non-drop), 30 fps (drop ot non-drop). You set the
SMPTE timecode source and format on Reels:Prefs display.

Setting the SR:’IPTE timecode source and format

1 Touch the Reels/Library button and select Index from the popup menu.
2 Mount the desired reel.

3 Touch the Reels/Library button and select Prefs from the popup menu.
4

Open the first “TC source” field and select the type of timecode that you're
using.

TC =ourcea; I 29,97 Orap '

5 Open the second “TC source” field and select the timecode format.

TC source! 29,97 Drap

Timecode offset

You can specify offsets for both incoming timecode and outgoing timecode. The
incoming offset synchronizes the position of the Foundation relative to an external
machine’s timecode when the Foundation is in chase mode. The output offset
synchronizes the position of an external machine relative to the Foundation’s
timecode.

Setting an incoming timecode offset J

1 Locate the external device to the desired time.

2 Locate the Foundation to the time you want to align with current position of
the external device.

O O
Offsef Offeet
3 Press 5@ \ and then *® again to specify the offset between the

two machines.
4 Touch the Reels/Library button and select Prefs from the popup menu.

The amount of time that the two machines are offset from each other is shown in
the “Offset” field. This is a display field only; you cannot change it on the screen.
To change the offset, repeat steps 1-3.
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!WV'SetEing an offset numerically

You can also use the keypad to specify the offset numerically.

3

O

Offset
Press Se_ {o show the current offset in the bottom time display.
Use the numeric keypad to edit the offset.

"o

You can press “+” or “~” to increase or decrease the offset. You can press Clear
to delete the offset.

O G
[Offset ,
Press and then i to specify the new offset.

Setting a timecode output offset

1
2

8

7

Locate the Foundation to the desired time.

in the bottom time display, enter the corresponding time you want the
Foundation to send.

Touch the Reels/Library button and select Prefs from the popup menu.

Daia
Select the “TC output offset” field and press [_

Press to calculate the timecode output offset.
The output offset appears in the “TC output offset” field.

To edit the offset time, use the| * Iand | - | buttons.

Dafa
When the “TC output offset” is correct, press ] to close the field.

Chasing timecode

When the Chase button is on, the Foundation follows the incoming timecode

from an external machine, such as a video deck. The Foundation locks to the
timecode entering the LTC or VITC port, depending on which port you selected in
the TC source field on the Reels:Prefs display. If you specified a timecode offset, it is
included in the displayed time.

Locking to an externat machine

Chase

Chase

Locking playback to B Press and light U]

incoming timecode.

During the time that it takes for the two machines to lock up, the Lock LED on
the Edit Controller blinks. When the two machines are locked and in sync, the
Lock LED lights solid.

@ Timecode O Word Clock (O Video Syne @ Lock
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MIDI timecode

The Foundation can send MIDI timecode, and can send and receive MIDI
machine control messages. MIDI timecode messages are sent while the Foundation is
recording or playing, and after rewinding, fast forwarding, shuttling, jogging, and
locating.

See "Machine Control” earfier in this chapter for more information abouf
MIDI machine control,

E Sending MIDI timecode

1 Connect the Foundation’s MIDI Out port to the MIDI In port of a MIDI
sequencer or any device that reads MIDI timecode messages.

Touch Reels/Library and select Prefs from the popup menu.
Set the MTC Out field to “on.”

The MIDI timecode frame rate and format (24, 25, 29.97, 30 fps, non-~drop or drop
frame) are determined by the LTC settings in the TC Source fields. The output offset
is applied to both LTC and MIDI timecode. Therefore, the Foundation’s MIDI
timecode output is always equal to its LTC output.

Qb The MIDI specificafion supporfs only four timecode rates (30 fos drop or
neon-drop, 25 fos, 24 fos). If you set the TC Source fleld fo sorne other
value, such as 29,97 fos, the Foundation will send MiIDI timecode af that
rate, Some MIDI devices may follow that fimecode befter than others.

Digital transfer

Digital audio can be transferred to the Foundation 2000RE using AES, SPDIF,
ADAT or SDIF2 formats., The Foundation can be either the source or destination
device during the digital transfer of audio.

When you're transferring digital audio, the sync reference indicates the source of
the word clock that insures sample accuracy between the two devices. The digital
audio format must be compatible with the sync reference. You can set the sync
reference on either the I/O:Patch Bay display or the Reels:Prefs display.

* SDIF2 audio cannot be used with ADAT optical, AES or SPDIF sync references.
ADAT audio cannot be used with AES or SPDIF sync references.
AES audio cannot be used with ADAT or SPDIF sync references.
SPDIF audio cannot be used with ADAT or AES sync references.

Please refer to the Recording chapter for more information about the
Patch Bay display.
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Transferring digital audio

i Transferrlng dlgltal audio to the Foundatlon }

1 Connect the source machine’s digital output to the appropnate input on the
Foundation.

2 If you're using SDIF2 inputs, connect the source machine’s word clock
output to the Foundation’s Word Clock input.

3 Touch the I/0 button and select Patch Bay from the popup menu.
Select the appropriate settings to route the digital inputs to the tracks.

5 Make sure the Reference field is set to a sync source that is compatible
with the digital input,

Touch the Reels/Library button and select Prefs from the popup menu.
Set the Int. Sample Rate field to the sample rate of the digital input.

Ready the tracks on which you want to record.

Record Play

9 Press | ® | and > on the Foundation to start recording.

10 Put the source machine into play.
11 Press Stop on both machines when you are finished transferring audio.

To Insure sample accuracy when fransferring digital audio to the
Foundation, connect only one source machine at a fime.

| Transferring digital audio from the Foundation

1 Connect the appropriate digital output from the Foundation to the digital
input on the destination device.

2 if you're using SDIF2 outputs, connect the Foundation’s Word Clock output
to the destination device's word clock input.

a  Set the destination device to external clock.
Touch the O butten and select Patch Bay from the popup menu,

5 Select the appropriate settings to route the tracks to the desired digital
outputs.

6 Ready the desired tracks and start recording on the destination device.

Play

Press Stop on both machines when you are finished transferring audio.
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